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POWERS OF THE REALMS 


I n the Forgotten Realms, the gods and goddesses of the Realms are referred to as poteers. This usage 
is followed throughout Fatdis & Ai'otars. The revised Forgotten Real^^s® Campflicfu 
categorizes all the Realms' powers as greater powers mtermediate powers* lesser powers* dead pt>w- 
ers, quasi-powers* over^powers, nonhuman powers* and alien powers* & Avatars dispenses 
with the quasi-power category and places all powers previoubly ranked as quasi-powers somewhere 
within the categories of grearer. inreniiediate* lesser, and dcmipow ers. (The functions of demipowers 
are describeri here, but the Jemipowers thetnselves w'ill be dealt with in another work.) Dead po\vers 
□Iso are rated within this system according to their former statuses^ Tl\e function of the over-power, Ao, 
LS described w^ithin this intrtxluctor>' chapter, but a brief discussion of Ao as a pow-er and his cult is also 
included in the Faerdnian Pantheon chapter. 

The nonhuman pow^ers of cl'ie Realms—the elf, dwarf, gnome, halfling* drow* ore, and other norxhu' 
man pantheons—are not dealt w'ith in Foitlb & Aiiatars. For information on those deities and their spe¬ 
cialty priesthoods, consult Monster Mydiobo- Drow o/the Underdttrk, EHwarves' Dee/j, EWs ofEiermm, 
Gkmtcraft, the Draconfnrncrm and other Forgotten Realms setting products, as well as the numerous 
Pt-ftNEscAPE^ campaign setting products detailing the difterent planes of existence in the AD&D®game. 
(Future sourcebooks on the deities oi the Realms w'ill deal w'ith these popular nonhuman powers.) 

The alien powers present a problem in that many deities now considered '^native" Faerunian powers 
were once alien piiwers. They traveled to the Realms through many transdimensional migmrions that 
have L>ccurred on Abeir-Toril over the millennia. The powers dealt with in Faiths & Avmars are those 
that are worshiped in Faerun, the region of Abeir-Toril that is generally considered to encompass every¬ 
th ing from Evermeet in the northw^est and the jungles of Chult in the southwest to the lands of the 
Shining South in die south and the Great Glacier in the north and to be bordered by Kara-Tur in the 
east and Zakhara in the far stiutheast. The pantheons of Maitlca, Zakhara, and Kara-Tur are not cov¬ 
ered in this W'ork, and though Chult and Mulhorand are generally considered to he part of Faeriin, their 
pantheons are significantly different from that of the bulk of Faerun and are not described in this work 
(though they may be detailed in future accessories of this type). 


Worship in the Realms 


The religions of the Forgotten Realms are not monotheistic. TTiey are polytheistic. This is difficult for 
many role-playing game players to understand, as most real-world nonoriental religions of the modem 
era are mtuiotheistic. In polytheistic religions, multiple deities are worshiped, usually in groups called 
ptinr/teom (meaning all the gLuls t>f a people). In the Realms, the religion of Mulhorand involves the 
worship of a family of deities. The religion practiced over most of FaerOn involves the worship of a col- 
lection of p<iwfers who are nor generally related by bkn^d. The religion practiced in Chult is the worship 
of hut two Jetties and a collection of ancestral, place, and animal spirits, along with a regard for the 
force of nature. The philosophy of the Shining Lands of Durpar, Var the Golden, and Esragund sees all 
things in the world as connected and part of a single creation spirit, the Adam a or the One; all the 
many ptiwers of rhe Realms are Jitferenr a.spects ot the One, and consequently the Shining Lands are 
some £if the most religiously tolerant in the Realms, with literally all deities being reverenced here (al¬ 
though the Faerimian pantheon holds the Shining Linds within its sphere of influence—set below). 
All of these religions involve the worship of multiple powers within a pantheon, although nor neces¬ 
sarily multiple pantheons, Tliis is the normal state of affairs in rhe Realms, 

Tlius, in abstract it is really ridiculous to think of one deity of the Realms becoming angr^' at a wor¬ 
shiper just for w^orshiping another deity. What matters to a particular Realms power is not that a fol¬ 
lower worships someone else—most everyone in the Realms wtirships several someone ebes—but 
rather which other powers are venerated and which are appeasetl, attd hou^ serious a person’s offerings 
anti worship are to other deities. S^jme panthetjns even do not care if their wtushipers als(.i venerate 
deities from other pantheons. 

It is also rather silly to think tit a particular temple having a congregation that is exclusive only to it, 
except in special cases. The folk of the Realms worship in many places, and they worship the powders 
both by venerating them and by placating them. It a person has a high regard for know ledge or is a 
singcT or hard in most of Faeriin, she or he worships Oghma. But if that same person is planning an 
ticcan voyage in winter, she or he also worships Aiiril and Umberlee by placating them w'ith offerings 
to persuade them to allow' the trip to proceed safely. 

Most folk have a handful of powers that they regularly venerate, only appeasing an unpleasant 
powder when they are entering or engaged in a situation where chat deity htilds sway. Most people in the 
Reahns also eventually settle on a s<irt of patron deity w'ho they are most comfoftable venerating and 
who they hold in rhe greatest reverence. A person’s patron deity is the pKiwer that eventually escorts 
that person's spirit from the Fugue Plain, the place w here spirits go right after people die, to its afterlife 
as a petitioner in the Outer Planes in the realm (or at least the plane) of its patron deity. (Those who 
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firmly Jeny any faith or have only given lip sen'ice most of their lives and 
nev^er truly believed are known as the Faithless after death. They are 
formed into a living wall around the City t)f Strife—Kelemvor, the new lord 
of the dead, may soon rename it—in the realm of the dead in Oinos in the 
Gray Waste and left there until they dissolve. The unearthly greenish mold 
that holds the svall together eventually destroys them. The False, those who 
intentionally betrayed a faith they believed in and to which they made a 
personal commitment, are relegated to eternal punishment in the City of 
Strife after their case is ruled upon hy Kelemvor in the Crystal Spire 
(JCelemvors abode in the City of Strife). 

Some lolk of Faerun choi>se to devote their lives to a particular god. 
Most often these people are priests; others belong to other classes, such as 
paladins or mages. These folk are expected to be loyal to tbeir faith because 
of the commitment they have personally sworn to a powder, aithough they 
may respect the faiths of either deities who their deity serves or is allied to. 

Worship and Divine Power 

The powers of the FoRtioiTEN Realms setting are divided into different 
categories: greater, lesser, intermediate, and demipinver. The ranking (and 
relative power) of a deity in, the Realms is determined hy the number and 
devotion of a power’s followers. Withtuit wtirship, powers wither, declining 
in Jeific rank and ability, and can even perish. 

Exactly how^ much worship and how^ many followers it takes for powers 
to rise (or sink) within the ranks is unknowm. It is evident that some wrt 
of divine formula for the rating of deific ability has been enacted by Ao, 
but he has never revealed it even to the powers themselves. The divine 
tnechanism for powers to rise and fall in rank operates smixithly and with¬ 
out anyone to control it. It accounts tor the worship of follow^ers devoted 
to only one deity and the mote casual worship of the average inhabitant of 
the Realms of several ot many powers. It may he influenced temporarily by 
the use of pow^erful worship ceremonies or artifacts (such as the ceremony 


that allow'ed lyachtu Xvim to suddenly rise from de mi power to lesser 
power), but such "spiking" of the system must be reinforced by stable, 
long-term worship or the quickly gained pcjwer leaches away w'ithin a few 
months or a year. The mechanism is totally transparent to mortals, afid 
while the powers can guess roughly how’ it wxirks, they cannot discern its 
precise nature i)r its quirks so as to exploit any divine loopholes. 

With the powders in competition for wxirship, scholarly folk have occa¬ 
sionally wondered why strong deities do not simply kill the weaker ones, 
thus thinning the field of competition, and vvhy any deity w'ould choose 
CO serv^e another. Learned and philosophical priests and monks have de¬ 
veloped a theory that explains this. Weaker deities sometimes serve 
deities higher than they are in rank because the stronger powders have 
promised to protect them from the divine predations of t»ther deities. In 
exchange, the w^eaker deities provide more hands tor the greater power to 
Lise tow'ard its ends. Often, especially among evil deities, there seems to 
he an almost extortionistic a.spect to this relationship. Perhaps, scholars 
speculate, weaker powers sometimes pay some amount of their divine 
pow er to stronger powers to strengthen this arrangement, or perhaps 
stronger powers w'ho are receiving a lot of w^orship threaten to "squeeze 
out" weaker powers or outright destroy them if the weaker deities do not 
sw^ear to serve them and provide a tithe of divine pciW-er. If this is true, it 
would seem to provide an explanation as to w'hy powers whose portfolios 
seem to overlap tend toward this arrangement. Presumably only similar 
divine energy can be shared or passed on willingly from pow-er to power. 
The hierarchies of the gods of fur^', with Tales ruling over Auril, Malar, 
and Umberlee; many of the gods of nature, with Silvanus ranking over El- 
dath and Mielikki: the gods of justice and duty, with Tyr leading lima ter 
and Torm; and the gods of bardic knowledge, with Oghma leading Dene it, 
Lliira, and Milil, are revealed as pragmatic and possibly less than benevo¬ 
lent when view'ed in the light of this theory. Presumably the beneficent or 
extortionistic qualities of such arrangements are established by the moral 
inclinations of the powers involved. 




POWERS OF THE REALMS 

















































T 




Spheres of Godly Influence 

The powers active on Abeir-Toril have broken the surface of the world up 
into different areas over which they have spheres of influence. Different paiv 
iheon groups, for want of a better term, have dominion over different areas of 
the globe. As can he seen on the Spheres of Intluence (fcjund earlier in this 
chapter) map, the M ait EC an pantheon rules Maittca, the Zakharan pantheon 
has dominion over Zakhara* the Celestial Bureaucracy of Kara-Tur rules 
Kara-Tur, the Faetiinian pantheon has dominion over the majority of Faerun» 
and the Chultan pantheon holds sway in Chult. The Mulhorandi pantheon 
hoick ultimate power in MulhoranJ and Murghom and holds equal pt>wer 
with the FaerOniati pantheon in Unther (a land that has undergone the most 
volatile recent divine restructuring)»Chessentat and the desert of Raurin. 

A pantheon holds ultimate sway w'ithin its own sphere of influence (if it 
is uncontested). Priests from ocher pantheons may cross into its sphere of 
influence, receive spelk, and remain telatively unnoticed and unmolested 
by the deities whose sphere of influence they are in provided they do not at¬ 
tempt to convert the inhabitants of the region, set up a temple, or engage in 
a holy war. Any of these hist accivictes provokes a pantheon to act in its 
own sclf'inieresi. At this point, most powers have their priesthoods or 
knightly/military orders cake action to eject the foreign inilacnce (most 
g<.x>d and neutral deities) or expunge it (most evil powers). 

Disputes Ivetween pantheons and even between members of a patticulat 
pantlieon are usually settled by meetings of the Circle of Powers in the Pavil¬ 
ion of Cynosure on a dcmiplane floating somewhere in the Ethereal Plane, 
which is held as neutral pound by all powers active in the Realms and pro- 
viJea an open foruEii for all parties involved in a dispute. A fundamental prin¬ 
ciple upheld by all pantheons active in the Realms is the essential sover¬ 
eignty of a pantheon within its sphere of influence and, consequently, its 
right to act when threatened by agents of another sphere of influence. 

Tfte FaerOnian and MulKvuanJi panrhciins hold c<.idominion over Un- 
ther, Che.ssenta, and the desert of Raurin at the moment. It is yet to be seen 
who will gain ultimate sovereignty in Unther, as until recently its borders 
defined the sphere of influence of the ntm-^defunct Untheric pantheon. At 
the moment, the two pantheons remain distantly cordial w'ich each ocher 
and are taking a “w^ait-and-see” attitude toward the situation. The sleeping 
powers of Mulhorimd, so long content to remain within its ancient hvirders, 
have been roused by the Gtidsvvar to ii more active role and are trying for 
the first time in centuries to actually gain more wonshlpers. The Faerunian 
panthe<jn is the more vigiirous one at the moment m acquiring new wor¬ 
shipers in Unther, hut the Mulhorandi pantheon has a substantial estab¬ 
lished base of die laithfiil since Ishtar, superficially a power of Unther, was 
actually an alias under which Isis, a Mulhorandi power, worked for cen¬ 
turies in Unther. 

Divine Immigrants 

When Ahetr-Toril was young, the human deities of the Realms were not so 
formal about their spheres of induence because their worshipers were not so 
crowded together on the sphere of Toril as to likely ever encounter one an¬ 
other For -A long lime, a human pantheon would simply stake out a claim on 
a continent or large geographic area uncontested. Entire human pantheons 
or subsets of pantheons frvim other crystal spheres found homes on the conti- 
nents ol Toril in this way. They did not worry' about other human pantheons 
with deities w'ho claimed simihtr ynirtfolios living a whole continent away. 

Eventually, though, pantheons started to see intermixture betvi'een their 
w'orshipers as various groups wandered across the face of Toril, and they 
began to worry about how to deal with the threat to their power base that 
such immigrations caused. As a solution to this, they agreed on the forma¬ 
tion ol the spheres ol influence discussed above. Within these spheres of in- 
rtuente, while more than one deity may have similar p^.lrtfohos, no more 
than one of such parallel powers can ascend in Jeific stature to a higher 
rank than demipow^^t. 

If a w'ave of transphenc immigration occurred (most often brought on by 
a gate openitig), the mortals who emigrated to the Realms continued wor¬ 
shiping rbeirold deities. If the Rea bus sphere of influence those people im¬ 
migrated to already had powers who possessed the same portfolios as the 
immigrants' old powers, one of two things would normally happen: either 
the worship of the immigrants would gii to the already-estahlished Realms 
ptiwers or the immigrant priwuts wtjuld cross to the new^ cr^'stal sphere and 
battle with the old Realms' deities for control of the contested ptmfolio. In 
the first case, the powder now receiving new worship would eventually in¬ 
form his or her new clergy and wtvrshipers of the appropriate changes to 
make in their behavion dress, or tlieology to accommodate the new' crystal 


sphere they found themselves in. In the second case, a divine struggle for 
dominance ensued, and one pow-'er won (usually after a short and spectacti- 
iar battle, but sometimes after years of manipulation and divine intrigue). 
The loser either was banished from the Realms or was reduced to the level 
of a demipower and lingered on. If, however, the Realms sphere of influ¬ 
ence in the cry'stal sphere die new immigrants moved to lacked any deity 
with the portfolio of a deity woreliipcd by these immigrants, the immigrant 
deity was ffee to cross over fo this new crystal sphere and sphere of influ¬ 
ence uncontested, and in most cases did so. Such immigration-induced tlux 
was common within the Faerunian panrheoni wrhicK had many waves of 
immigrants after the spheres of influence were formalLrcd. 

The Birth of Powers 

Powers can come into existence in a number of ways, in the Realms, ah 
rbnugb stime powers are described as being the children of other powers, 
these births seem to be more a convenient way to describe the relationships 
among deities than an actual method for new powers to come into exis¬ 
tence. At least, no power is believed to have ever directly given birth to an¬ 
other while mortals were in existence. One pow'et, Tyche, split into two 
deities, Beshaba and Tymora, and this occurrence has had precedent. 
When necessary^ powers seem to be able to themselves into at least 
two separate pieces^ with at least one of the parts becoming an entirely dif¬ 
ferent being. 

Long before the Time of Troubles, Ao evidently cteared some of the 
powers of the Realms, as well as the crystal sphere of Realtmpace. However, 
he left the Realms powers to change and evolve for millennia untold before 
deciding that he needed to readjust the balance of the Realms and set in 
motion the events of the Time of Troubles. 

During chose millennia, the powers split themselves, gave birth, killed 
each other, raised sufficiently pmverful mortals to godhood, and welcomed 
wave upon wave of emigrant powers, brought by waves of mortal emigra¬ 
tion from other spheres, into their ranks. They were unchecked in their 
proliferation and self-destruct ion. Only after the Time of Troubles did Ao 
take an active part in the generation of new powers, the resurrection of 
dead Realm> powens, and permission or denial of the emigration of multi- 
spheric powers into the Realms. 

After the Time of TroubleSt in order for a candidate tor divinity to attain 
gfxJhixxl. Ao must give his consent. He diies this either formally in a presen¬ 
tation ceremony carried out beyond the eyes of mortals or informally by al¬ 
lowing a being to become a deity in the Realms. Usually a mortal attempts to 
become a deity through the accumulation of pow'er, the use of arcane rituak, 
the use of artifacts, the sponsorship of an already-established poiver, or some 
combination of these. At some point in the prtjcess, Ao makes a decision. If 
that decision is "no,” the candidate does not become a deity. 

Often in attempts to attain divine status through powerful ricu^U or the 
use of artifacts, failure (in the form of a tacit "no" from Ao) results in the 
nxtrtal becoming a licht being transformed into some other form of odd un¬ 
de ad creature, or being totally destroyed. Usually if a divine power is in¬ 
volved in some sort of sponsorship of a candidate before Ao, a rejection 
means that the mortal either continues on in life, hoping to overcome 
w'hatever the cause ol Aos rejection was and to be given a second chance, 
or passes on into the afterlife to become a powerful servant of the sponsor¬ 
ing deity in the Outer Pfanes. Ao is never obliged to explain his decisions. 

In game terms, in order to even attempt an ascent into god hood, a mor¬ 
tal in the FoRotrtTEN Realms setting should have achieved at least level 
25, have one atcrihute score of 21 or above, and have another attribute 
score of at least 19. She ot he must then spend a great deal of time re¬ 
searching methtxls to attain tiivinity, come up with a plan for doing so, and 
confront great peril in order to execute that plan. The plan must always in- 
vtjlve at least two of these three things: the performance of a specially re¬ 
searched ceremony or spell of ebihorate complexity, great cost, and great 
personal danger; the use of an artifact: or the sponsorship of a deity. 

U all of these conditions are met, the DM may, at his option, allow' Ao to 
smile upon the attempt and elect to inve-sl the character with demipower 
status. Characters granted such status become part of the culture's pan¬ 
theon. It they are player cKaracters, they are remoied from play and treated 
as a demipower from that ptiint on. 

The Death of Powers 

PoV'ers can die. They have done so numerous times in the history' of the 
Realms. Dead p^nvers have also returned fn>m the dead numerous times in 
the Realms. So how can a power die? 
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Place tif Etestruction: Usually, barring the inter\'ention of strange con' 
ditions (such as the Time tif Troubles) or the use of artifacts, the only place 
that a deity can K- truly destroyed is on its home plane of existence—or at 
the very least in the Outer Planes. Because of this, it is vers’ hutd to destroy 
ii deity, as deities are strongest in abilities on their htunc planes. In addi-^ 
tiOHj a pHiwers home plane is usually inhabited by extremely powerful ex- 
rraplanar beirigs u ho .sen^e the j.x^wer and serv cs in part as a scoreht^use for 
the items of power a deity has picked up or created over its existence. 

Deity Kills Deity; In general barring the interv ention of strange con¬ 
ditions such as the Time of Troubles, only a greater power can kill another 
greater power Within the lesser ranks of deities, s<jme flexibility exists as to 
what rank of power can destroy another but most deities, given enough 
time, resviurces, and personal accumulation t>f power, can destroy those of 
lesser rank than themselves in outright battle and can try' to destroy those 
t>f equal rank with some sort ot assistance from other powers, high-powered 
mortals, specially JesiigneJ ceremonies/spelk, artifacts, or a combination of 
the aben e. Of course, most powers have divine allies that they w-ill call to 
aid them it they are directly assaLikcJ. In addition, p<iwers may willingly 
yield parts of rlteir portfi>lio tir their div me energy to others to prev ent their 
destruction This is how Jetties w-ho came to hli>\v$ tv\ er a p^irtfolio, such as 
Garagos and Tempus. have Kith survived. 

Mortal Kills Deity: The only powers that mortals can normally hope to 
destroy are vlemipowers. Demi powers in the Realms are rather vulnerable as 
deities, as in most cases their home plane of existence is the Prime Material 
plane and their personal domains are intimately connected to the surface of 
Abeir-Tiril. Thus, demipowers are much easier targets than other powers 
because it is generally easier to get at their essential selves than those of the 
pvjw'ers w'ho dwell in the Outer Planes. 

Demipowers can employ only one avatar at a time, and it takes them a 
long time (a year) to make another* So n is easier for mortals tn fight their 
w'ay through the defenses of a Jemipower than any other sort of power since 
they only have to go thtougli, vine avatar. 

Then, the mortals must force the deity to meet them face-to-^jce, a dif¬ 
ficult feat w'hen a deity is already suspecting the intentions of visitors be¬ 
cause they have just destroyed the vleity's avatan Getting a power to mani¬ 
fest in such circumstances usually requires elaborate trickery, the help of 
another power, the use of an artifact, or research into .some special spell or 
circumstance to which the power is vulnerable. 

If forced into circumstances that require them to manifest under such 
conditions, most Jemipviwers would simply leave. Unfortunately, demipow^ 
CIS find ir difficult to travel from plane to plane: they must rely on magical 
spells Of items to do so, rather than using an innate ability as all other poW' 
ers can. This dilficulty with transplanar trav el i$ one reason that most 
demipowers in the FoRCiOTTEN Realms setting make their home plane the 
Prime Material Plane, and it also means that demipowers are much more 
vulnerable to items or spells that might trap them on a single plane, thus 
cutting off their escape routes. Sn, by application of sufficient brute physi¬ 
cal and magicai force in the exact right place at the exact right time, with 
clever strategies, adequate preparation, a few- dirty tricks, and maybe a 
minor artifact, it is |)<>.vsib(e tor a mortal To destroy a demipviwer Just. 

Deity Dies of Neglect: iX^ities need the pv^wer provided them by wor¬ 
ship to exist. One way for a pow-er to die K for it to have no mote wor¬ 
shipers. To intent kmally cau.se a ixmer’s death through this method isdif+i- 
cult even tor mo-st greater pinvers. Basically, all the worshipers of a deity 
have to die. or the power bus to gravlually lose worshipers so slowly that it 
does not realize its inev iiahle fate until it can do hrtle to stop it. Powers can 
hang on as demipowers as long as they have even one wor.shijx'r. And even 
alter ihey Ivwe that worshiper, it takes them awhile to wither away while 
they wring the last hits of vieific sustenance from the use vif their name, 
their sovereignty ov er the principles and ideals in their portfolio, and even 
the awe in.spired hy rales tvdvl about them as myths or parables. LTiring this 
lime they would make mer>' effort to ger anyone to wvir.ship them. To effec- 
ttvclv ensure the death of such a deity, iri all ItkelihvmJ it wouki have to he 
imprisvineJ on its home plane anvi rendered unable to communicate with 
any mortal being. Eveniually. then, it would die. 

IMultisf>hcric Powers, or Is Tkunat Dead or Nc^t? 

Some pvnvers of the Realms share the Siime names as powers generally cim- 
stdered to he from other spheres of existence. These powers include 
Oghma^Tyr, Mielikki, Lviviatar, Silvanus, and nn>st of the Mulhorandi pan¬ 
theon. For purpvise of trav el Cv) other crystal spheres and other planes, these 
Realms powers are the same deities as those not assvicjated with the Realms. 
I\ities are multidimensional hemgs and have interests in many crystal 
spheres on the Prime Material Plane, of which Realmspace is but one. 


However, such deifies are presented in Faidts & At'umrs in the way that 

they are known in the Realms. In other cr^^stal spheres, they arc perceived 

differently, depending on their influence, their ct>ncems, and the natures of 

those spheres. Incidents that ciccur on tine cr)^stal sphere are not relev'ant to 

the dealings of that deity on anvithcr. Only incidents that affect a deity on / 

its home plane of existence (usually in the Outer Pbnes) affect the pawner 

in all crystal spheres, and even then one has lo be careful not to assume too ^ 

much. So, beings who are multisphetic who die in the Realms have merelv 

involuntarily or voluntarily severed their divine connccfion to Reaim- 

space. They are not dead, hut they might as well be as far a.s the inhabitants 1 

of the Realms are concerned, jj 

Many rumors of deific tragedies and triumphs have made their way to the 
Realms via the ctews of spclljamming vessels .md the tales of travekts 
through Toril’s many transplanar and traiispheric (crossing different crvstal 
spheres) gates. It is difficult to determine from ihese fuiiuirs when a particu¬ 
lar power is actually being discussed. Many powers use aliases in other planes 
ati'.l crystal spheres to try to subvert the loyal worshipers of one deity to 
themselves or cii cover for the fact that there has lieen a change in the div ine 
hierarchy rhai would disturb consen-ative worshipers. Other deities have 
simply chosen similar names, manifestations, or av'atars by chance or be- 
cause ii certain fonn seems to consistently invoke aw'v, respect, or terror in 
the natives of many different spheres or planes, just because rumors have it 
that a deity or being that has some similarity to a Realms power dies in some , 

other sphere of existence does not mean that the Realm.s powers are affected j 

one bit. In fact, many Realms being.s claim to be powers who are not, and 
stimetimes it is difficult to tell whether or not a being is what it claims to he. 

Perhaps an example would serve to tllustrate this. In a far-off crystal 
sphere a power of evil who manifests herself as a multiheaded chfcimatic 
dragon has recently heen rumored to have died. She was known to the na¬ 
tives of the sphere as Takhisis, A group of pow'erful adventurers from the 
Bloodstone Lands in the Realms met and killed a powerful multi headed* 
chromatic dragon like creature on one of the lower planes some years ago. It 
was known as Tiamat* It may have been a manifestation of a deityv or it may 
iust have heen an extremely powerful planar being. In the land of Unther, 
also in the Realms, until ver>' recently the majority of the populace belonged ] 

to the Cuir of Tiamat. Tiamat s avatar died during the Time of Troubles at 
the hands of Gilgeam, gt>d-king of Unther, who himself died recently. 

The being called Takhisis on one crystal sphere may or may not be Tia^ 
mat, and in any case her rumored demise had no effect on events in the 
Realms. From this we can assume that either Takhisis is Tiamat, has a pres¬ 
ence on multiple ciy^stal spheres, and is thus not dead—or she is dead and is 
thus not the Tiamat known in the Realms. 

The creature killed in the lower planes may or may not hav e been a deity. 

(ll it was, in all likelihood, it was only an avatar of the deity, not the true 
vieiivd It was most assuredly thought to he dead on its home turf*after the he¬ 
roes of the Bloodstone Lands dealt w ith it. If it were the true form of a 
greater power, they could not have killed it because only a greater power can 
destroy a greater ptswer on its home turf permanently* In other cases, the 
power disperses and reassembles after a given time (laying aside the Time of 
Troubles, which by its nature violates most general rules about deities). 

Thereiore, either this creature is dead and was not truly a deity hut rather a 
deity’s avatar or extremely powerful mortal being, or the creature vva.s a deity 
and reassembled long after the heroes left. If it was a power, it still may or 
may not be the same one rhat was until recently worshiped in Unther 

Tlte ptiwet known as Tiamat in Unther, in any ca.se* was forced to man¬ 
ifest as an av atar during ibe Time t>f Troubles, as w^ere all the powers of 
Faerun. During the Gojsw'ar, she was struck down by Gilgeam, the verv 
jealous head of the Unrheric pantheon. At this point, the deific essence of 
Tiamat wa.s splintered into three pieces, vme of which came to inhabit Tcha:- 
:ar, a red dragt>n in Chessenta that had long been attempting to become a 
deity. Tchazzar finally achiev ed his wish and became a Jemipower, hut felt 
compelled to gather the < it her pieces of Tiamat s essence into himself to in¬ 
crease his piiwer Little did he know that he was merely providing an avatar 
host for Tiamat. Wlven Tcha-zar slew and ate the last dragon who htjused 
pan ot Ttamat’s essence, he was totally MibsumeJ hy Tiamat's klivine power. 

He unJerwxmt an abrupt final transformation, and Tiamat was once more 
manifest in the Realms- Unfortunately, the first thing .she did was to try to 
even the score with Gilgeam, who had suffered a great loss in status in the 
wake of rhe “revaluation'’ of the powers h> Ao at the end of the Gods war. 

Both Tiamat's avatar and Gilgeam’s avatar died a messy death that ranged 
ov'cr several of the Outer Planes and ended in the ohiiteration of most of 
the decrepit city ot Unthalass. Tamar was tnaJentIv extremely vveakened 
by this encounter and has nt>t manifested another av atar in the Realms* in 
addition, she has ceased granting spells to any of her Realms priests {who 
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miiinly hail from Uncher and Chessenca). This leads most Realms scholars 
to conclude that this deity known as Tiamat has withdrawn herself from in* 
teraction with the Realms as one of its powers. 

This does not mean that another pi ?wer with the avatar form of a multi* 
headed* chromatic dragoit chat calls itself'Tiamat'' cannot become a powder 
in the Realms. In fact* since the Ttamat of Unther is multispherlc, if Ao de¬ 
cided to once again al low her a divine connection to Realmspace because 
worshipers demanded her presence* then she could return to the Realms 
once more as a deity. Because she is currently dead in the Realms docs not 
mean she died completely; It mcTcly means all divine connections between 
her and the crystal sphere of Realmspace are ciirrently severed. 

Tine Time of Troubles 

The Time of Troubles was an exception to manv of the normal rules for how- 
<kitics work in the Realms. During the Time of Troubles, the powers of the 
Realms were forced to either place all of their divine power in one mortal 
avatar or* if they exist on multiple planes, were forced to create avatars 
upi>n whose existence their entire future divine connections to the Realms 
w^ere staked. Since the fKvwers of the Realms were forced to stake so much 
on their avatars* these avatars were acutely vulnerable. While the death of 
an avatar did not mean the death of the power {Bane and Bhaal, at least* 
w^ent through multiple avatars in succession before finally dying), powers 
could only maintain themselves in one avatar form and could not connect 
with their homes and power bases in the Outer Plants (if they had them). 

However, during the Time of Troubles, the general rule that only a deity^ 
cart kill anything other than a demtpower was not violated. Bhaal was killed 
by Oyric using the sword Gtxbbune at Boateskyr Bridge. Godshone was Mask in 
swtifd form (evidently an avatar form of Ivlask), Thus, a power killed a powder. 

Midnight used a dismiegrute spell to kill Myrkul in Watetdeep and then 
used a dimension door to move the dead avatarV body over the Sea of 
Swords. At the time Midnight held within her some of Mystra's divine 
essence* transferred to her through a pendant in rhe form of Mystra s sym¬ 
bol that merged with Midnight's flesh during her travels. So, once again, ah 
though through a slightly circuLtous path* a power killed a power 

Mystra died at Helm's hand on the Celestial Staircase, trying to gain ac* 
cess to her home plane. Before she battled Helm, she had transferred a great 
deal of her ptiwer into her Chtisen, Azuth, the Magister, and Elminster As 
she died* she gave Midnight the pendant with some of her essence and 
spread the remainder of her power into the magical weave that surrounds 
and permeates Realmspace. Elminster was able to call back a ghost of her 
presence as a sort of magic elemental to kill one av atar of Bane's, but it was 
not strong enough to permanently destroy him, and his essence w^as able to 
be gathered together by Myrkul and then transitrred to a new avatar. Ulti¬ 
mately* Torm killed Bane in Tantras, Again* in the cases of Mystra and 
Bane, one ptiwer killed another. 

Gods who were dead at the end i5t the Gods war were dead in the Realms 
unless at rhe end ot rhe Time of Troubles Ao reinstated them himselt, as he 
did for Torm. However, only deiiies whose only worship tics throughout the 
many crystal spheres were to Realmspace ctiulJ have completely died. Any 
deity who had ties to other crystal spheres would not have ceased to exist. 
Ao has inilucnce over the powers of the Realms, not the panspheric and 
multidimensional universe. Rather* all divine ties betw^een that pow^r and 
the Realms would have t>een severed. Tlic pow er itself would not have been 
dead, but might as well have been for any inhabitant of Realmspace. 

Bein^ De^d 

When a power (ntit just an a\'aiar) dies, it is transported mystically to the 
A-siral Plane to float for all eternity, moldering aw^ay slowly. The power it- 
seU drifts helplessly in the silver void of the astral* occasionally stirring as if 
in slumber, but never reawakening unless special actions are taken to rein¬ 
vest it with the pow^er tti act. 

Some powers are separated from their divine natures death; that is, 
their personalities and memories are separated from their powers* abilities* 
and true form. TlTi-s phenomenon i.s usually caused by rhe interaction of a 
magical item of artifact oi relic strength and extremely strenuous and tur¬ 
bulent magical forces in the region of the power when it dies. The artifact* 
intentionally or unintentionally* acts as a magnet and draws in the person¬ 
ality of the deity and entraps it. Such entrapped powers remember every¬ 
thing they did while they were ulive* but cannot use any of their godly pow¬ 
ers anymore (although they can sometimes twist the powers of the item 
they are trapped in if they can convince a mortal to activ ate its powers). 
They are also extremely Lmcomfortable in their entrapped state as they can¬ 
not either reinvest themselves as deities or pass on to w'hatever afterlifo the 
spirits of deities may have. This generally leads to a continuous stnjggle on 
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the part of the personality to escape its pristrn. Such imprisoned p<iwers arc 
cunning manipulators* treacherous liars* and devious foes. 

While a power is dead, priests and any other beings (such as paladins 
and rangers) who relied on the powder to grant them spells receive at> new^ 
spells. Pray all they might* they get not a one. Dead powers learn nothing 
new* are unaware of activiries in the Realms or elsewhere, can use none of 
their former divine powers* cannot move themselves from plane to plane, 
and* in shon* are about as conscious and useful as a rock. The onW thing a 
dead power can sense* under special circumstances* is the speaking of its 
name during a ceremony attempting to restore it to life. 

The portfolio a dead deity ruled over in life Is usually passed on to its de¬ 
stroyer. If that being is incapable of cany^injg out ihedwtfo'^ because of moral 
and/or ethical differences or the inability to deal with such huge amounts of 
power, the portfolio is split up among tlie next most suitable candidates 
who are already deities in the dead power's pantheon. This secot^proce- 
dure is also followed if a deity dies of worship st»r\ aiion. 

If a demipower who shares a portfolio with a higher-ranked power is de¬ 
stroyed and the destroyer cannot hold the power, the power of rhe 
demipower automatically goes to the higher-ranking owTier of the portfolio 
in the .same pantheon. Thus* if Garagos the Reaver were killedi his portfo¬ 
lio would pass on to Tempus if his killer were not a being w ho could become 
a demipower of war. 

Back From the Dead 

Death has been showm to by no means be a career- tmding proposition for 
pow'ers of the Realms. Powers can and do return from the dead. In order to 
live again as a delt>', a power must be worshiped and cannot have been ut¬ 
terly destroyed (something which is dieoreticaffy possible* the sages assure us* 
but which would involve massive destructive efforts on the Astral Plane 
after rhe location and identification of the proper divine corpse-island). 
Then something must be dtme to suddenly and massively direct a great deal 
of worship power inn) the deity. This involves a prolonged ritual in which 
the dead power's name is repeatedly invoked. (3ften massive quantities of of¬ 
ferings of the type most favored by the power are also made, and sometimes 
artifacts are used to stimehow direct the power generated by the ceremony 
more efficiently ro the deity. Finally, Ao must decide to let the dead power 
reestablish a connection with die Realms. Without the tacit consent of Ao* 
even the mo^t precisely and fervently executed ritual is all for naught. 

When a resurrected deity returns to the Realms, it is as a demipower. 

The power must work its way back up through the divine ranks to its old 
status if it once held a higher rank. Resurrected deities receive the essential, 
core portfolios of their previous divine existence when they return to life. 

This often means that they have much of their previous portfolio stripped 
away on their return. 

Divine Abilities 

No statistics for the powers and abilities of true deities are listed anywhere 
in this txKjk. The ptjwer of deities is impossible to quantify. Statistics quite 
simply become meaningless when dealing with the powers of the Realms. 

Nevertheless* some deities are more powerful than others. In the 
FoRGOTTENr Real.ms setting* the powers arc divided into several different 
statures: greater, intermediate, lesser, and demipowers. Outside of this rank¬ 
ing system lies Ao* the over-power* also discussed below. Each class of deity 
possesses certain abilities and powders* which are outlined below. These are 
applicable to the deities* not their avatars. Avatars are discussed in their 
own section. 

Ao, the Over-Power 

Ao is the only over-powder. He has dominion over all of Abeir-Torirs pan¬ 
theons, human or nonhuman, in all spheres of influence. However, he has 
only been seen in the hounds of Faerun during the Time of Troubles, and he 
apparently is much more circumspect in his dealings in ocher regions of 
Abeir-Toril* :is most other regions have never heard of him. 

Ao lies beyond the bounds of the rankings tjf deities' pi^wders in any way. 

He is considered to be more powerful than other powers in that he w^as able 
to consign almost all the Forgotten Realms deities to the surface of Faerun 
during the Time of Troubles, and he is also considered to be outside the 
ranking system, in the same way that teachers are outside the rankings of the 
grading systems they use to rate the performance of their students. Ao has 
little concern for day-to-day mortal life, but he regards the powders of the 
Realms as his creations. Ao requites no worshipers and grants no spells to 
mortals. It is doubtful that he even listens to their prayers or pleas. He serv'es 
as a watcher and a guardian over the Realms from outside of its cosmos. 















Aiide from his function during the Time of Troubles* the only resjwnsh 
bility ct^c Ao continues to perform in relation to the Realms pertains only 
ro its deities. Since the Time of Troubles, Ao decides who is a power and 
who is not. (See The Birth of Powers.) He decides which powers who have 
died or otherw-isc lost their divine connection to the Realnvs in other ways 
are allowed to return to the Rcalitis as deities. He also decides which of the 
many deities worshiped by the beings who emigrate to the Realms are al¬ 
lowed to establish a divine connection with Realmspace to serve their wor¬ 
shipers. Finally, this involves promoting mortal beings to the status of gods. 
Ao may promote any mortal, sentient creature to any stature of godhood 
(greater power through demip<iwer) Instantly if it accepts the responsibili¬ 
ties and duties of that state, bur he has only exercised that ability to elevate 
mortals to other than demip>w'er rank during the Time of Troubles. 

All Forgo'ITEN Rualms® Setting Deities 

All Forootten Reaij-is setting deities, fn^rn greater pewers to detnipowers, 
have the powers described in this section. Although these are pow^erful 
abilities, they are taken for granted by deities. 

Portfolios; Ever^^ power bas certain topics, things, ideas, or emotions 
over w^hich it has dominion, power, and contn>L Powders are intimately con- 
cemed ahour and involved in their portfolios. Deities usually are strongest 
in power when acting w'itbin the bounds of their portfolios. However, the 
portlolios of deities can change if they die and are resurrected, another 
deity in their pantheon dies, they undergo radical character shifts (Cyrtc 
gomg insane), or they ascend or drop in divine stature. Portfolios of an en¬ 
tire pantheon can undergo changes if there is a major shake-up in the pan¬ 
theon—such as one or mote deities of importance dying™or a great period 
of divine turmoil, like the Time of Troubles. 

Within a pantheon of deities, it is Important to note that more than one 
deity may share identical portfolio items or even identical portfolios. How¬ 
ever, in such cases, no more than one power can ascend in stature ctJ a 
higher rank than demipow^er. 

Greater or intermediate powers can create exact imi tat ions of the 
avatars of deities whom they have subsumed (usually by killing the deity 
they intend to masquerade its). When a pt.>wer uses a puppet avatar to ap¬ 
pear as another deity, the avatar must behave in all of its abilities (though 
not necessarily its intent and mentality) as if it really were that of the deity 
being imitated. In addition, a power"s normal avatar form cannot use the 
abilities of a subsumed deity’s avatar itself Avatars must act with the capa¬ 
bilities they were originally formed to use; if a power wants to make a new 
avatar with the combined abilities, it may do so, but the differences are ob¬ 
vious to both its own worshipers and the old worshipers of any deity it 
might be imitating. 

Immortality: All deities are imtnottal and do not age. The tmly way for 
a powder to die is through special circumstances. The usual way that deities 
die is that they are destroyed by powers of higher stature in magical or phys¬ 
ical combat. However, deities can and do return from the dead in the 
Forgotten Realms setting, and mortals in ver)' extreme circumstances 
have become powders. (See the Becoming a Pow'er and Dead Powers sec¬ 
tions of this chapter.) .As a general nile in normal campaign play, any deity 
suffering an attack that should destroy it simply disperses and reassembles 
later. (Roll percentile dice to determine the number of days.) So, for ex¬ 
ample, a power which is seemingly torn apart by a po^verful artifact would 
simply be dispersed, tjnly to reassemble later. 

Teleportation; Laities possess the innate ability to instantly telcpt>rt to 
any point on the same plane. They can do this at w ill and without any 
chance of errtjr. 

Iniliative: When dealing with mtirtals, all |X)wers aut^imatically receive 
the initiative. Of course, they can chot>se to simply w^ait and see w'hat the 
mortals <ipt to Jo* hut they may always act first if they desire. 

Communication: All deities understand and can speak any language. 
It is assumed chat this includes written and spoken languages as well as 
other more unusual forms of communication such as the scent language of 
saurials. All ptiwers can speak directly and secretly to any being across any 
void and through any physical or mystical barrier. This power transcends 
the Kiunds of space and planes, but not (as a rule) time. 

Magic Use: All deities may use any spell of any level. This includes the 
spells of priests or w'uards and does not require the use of spell books, 
prayers* or material, verbal* or somatic comptments. In sbon, invoking such 
ptjwers require.s the slightest act of w ill on the part of these incredible be¬ 
ings. They may alsii invent new' spells t>r try to improvise spell variations at 
the blink of an eye. 

Imniunilies: It takes a +1 or better magical weafxin to be able to dam¬ 
age a demipower or lesser power, a +2 or better magical weaptm to be able 


to damage an intermediate power* and a ■•■3 or better magical w'eapon to be 
able to damage a greater power. All powers are immune to any sort of magic 
that would automatically kill them if they fail a saving throw (such as when 
a saving throw vs. death magic or die or other saving throws to the same ef¬ 
fect is required), that would instantly kill them vvith no saving throw, that 
would disintegrate them, or that would drain energy or life levels. They are 
immune to the powers of all glypfia and sviniioh, which do nothing to them 
except attract their attention. They are also immune to all psionic abilities 
not practiced by a divine being, and even then they are immune to pstonic 
abilities used by deities of lower rank than theimelves. 

Granted Abiiitlen; Powers can grant any ability or spell of any level to 
their priests that does not exceed thetrown capahfliries. It is through this 
ability that deities give priests, paladins* and rangers their magical powers 
and spells. Note that only powers and other creatures of qvuisidivine status 
(sudi as tanarTi lords) can grant spells. 

Greater Powers 

in addition to the abilities detailed ahwe, greater powers can do practically 
anything. They stand at the top of the pyramid of deific power, and their re¬ 
sources are nearly limitless. Some of their additional abilities itxclude; 

Shapeshifting: Greater powers can transform themselves into any ob¬ 
ject, animate or inanimate, of any size. In some cases* beings of this stature 
have been known to assume planetary proportions. 

Magic Resistance: Greater powers are 100% resistant to mortal mag¬ 
ics, 75% resistant to the magic of deities of lesser ranks, and 50% resistant 
to the spells of other greater powers. 

Saving Throws: All greater powers are assumed to automatically make 
all saving throws required of them. This is a reflection of tlxeir great abili¬ 
ties, mental powers, and physical stamina. 

Planar Travel: just as they can leiepon across space without error, so 
roo can they travel between the various planes of existence at will These 
pow'erful beings cannot, however, travel to the Prime Material Plarxe. 

Sensing Ability; These beings are practically omniscient. They alw-ays 
know what is happening on the entire plane they inhabit and the planes 
that any of their or their allies' worshipers or holy objects are currently on. 
They also kmnv what is happening on the plane that anyone or anything 
that speaks one of their names or titles is on for a year after the name is spo¬ 
ken. In many cases, they can accurately predict the precise actions of mor¬ 
tals and other deities based on their vast knowledge. Unfurtunaiely, this 
sensing ability can be blocked by the conscious effort of penvers of equal 
stature. 

Creation: Greater powers can create any object, animate or inanimate* 
they can think of. This process is draining, however, since they are con¬ 
verting their own energy stores into physical objects. Therefore, the deity 
must rest for one turn per ton of mass she or he w'ishes to manifest. Thus* 
the creation of a 10-ton stone statue would require that the deity rest ft>r 10 
turns (IOO minutes) afterward. 

Life and Death; Greater pow'crs can kill any living mortal creature 
with but a thought. Likewise, they can bestow life upon any slain mortal 
being anyw here. Of course, another greater god can reverse this effect im¬ 
mediately if St) desired. 

Multitasks; Greater powers can perform any number of tasks at once* 
Of course, natural limitations based on their current physical form may 
apply, but there is never a penalty on their actions due to complexity. 

Avatars: Greater powxTS can employ up to 10 avatars ar a time* moving 
them between planes at will. If one is destroyed, they require one day to 
make another, 

hiterniediate Powers 

Intermediate powers wield a great deal of pow'er, hut are by no means as 
powerful as greater powders. They often serve greater povvers or are ambi¬ 
tious deities crying to work their way up to the status of greater power. Their 
pow-ers include: 

Shapeshifting; Intermediate powders can change into any object* ani- 
m,ate or inanimate* The limitations on their powders prevent the object from 
being bigger than the largest natural or enchanted item of its size already in 
existence. Thus, an intermediate power could assume the shape of a huge 
btiil elephant, but not one larger than the largest ones found in nature. 

Magic Resistance: Intermediate powers are 95% resistant to mortal 
magic, 70% resistant To the magic of deities of lesser stature, 50% resistant 
to the magic of other intermediate powers, and 25% resistant to the magic 
of greater piiwers. 

Saving Thrown: Intermediate powers have a saving throw' of 2 in all 
categories. Thus, they only fail on a natural roll of 1* 
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Pbnar Travel; Intermediate powex^ Have the same abi[it>' to travel be¬ 
tween planes as jjieater powers. They ate unable to enter the Prime Material 
Plane* but always arrive exactly where they wish with no chance for error. 
Sensing Ability- Intermediate powets always know what is happening 
within 100 miles of their current posirioru In addition* they can extend 
d'leif senses and leam whiit is happening within 100 miles of any of their or 
their allies^ worshipers or their or their allies' holy objects. They can also 
extend their senses to know* what is happening within lOO miles of where 
anyone or anything that speaks one of their names or titles currently is for a 
month aher the name is spoken. Tlie sensing ability can he blocked by the 
conscious effort of powders of equal or greater stature. 

Creation; While they cannot create objects out of nothing, intermedi¬ 
ate powers can sua^mon or create a duplicate of jny objfect dtey hold* pro¬ 
viding suitable materials are available on the same plane. Tliis is a tiring 
process, however, and rhey must rest one turn for every 100 pounds of the 
object's weight. 

Life and Death: Intermedtate ptwers, while unable to directly cause 
the death of a living creanire, can arrange accidents that can kill any mor¬ 
tal being anywhere. They can raise any previously living being from the 
dead at will (with automatic success), regardless of the rime that has passed 
since that being died or the current locatum or condition of the body. 
Multitasks: Intermediate pi>w^ers can perform up to 100 casks ar once 
without suffering any penalries of any sort. Obvitmsly, there may W physical 
limitations imposed on this based on the currenr physical form of the deity* 
Avatars; intermediate powers can use up to five avatars at a time* mov¬ 
ing them he tween planes at whU. If one is destroyed, an intermediate pt>wer 
TCiiujres seven days to make another. 

Lesser Powers 

Lesser poivers often serv'e other powers in the capacity of helpers. Tl’iey are 
the least powerful of the upper echelons ofdivinity^ in that they are entitled 
to exclusivity in their portfolios among all other deities of their rank and 
above. Their pciwers are mighty, bur in no way equal those of greater or in- 
termed iate powers, 

Shapeshifting: Lesser po wers can change intu any animate object they 
desire* Their pow-er is restricted, how'ever, so that their new- form is an aver¬ 
age example of the creature (with the addition of some superficial deific 
''special effects,"* perhaps). Thus, if a lesser pi>w er wished to bectune a stal¬ 
lion, it would kmk much like any other stallion. 

Magie Resistance; Lesser powers are 90% resistant to mortal magic, 
60% resistant to magic wielded by powers of lesser ranks, 45%> resistant to 
the magic of powers of same stature, and 20% resistant to the magic of pow-- 
ers of higher stature. 

Saving Throw's: Lesser powers have a saving throw' of 3 in all cate- 
goncs. Thus, they only fail their saving throws on natural rolls of 1 or 2 un¬ 
less their avatars" saving throws are better. 

Planar Tra\'ei: Like greater and intermediate ptmers, lesser pow'ers can 
travel between planes at will No physical or marerial barrier can hinder 
such tran.sit. and rhey have no chance to arrive anywhere other than exactly 
where they intended. Tliey are unable to enter the Prime Material Plane, 
Sensing Ability: Lesser powers always know whar is happening within 
10 miles t)f themselves. They can extend their senses to include knowledge 
of all that is transpiring within 10 miles of any of their worshipers or any of 
their holy objects They can also extend their senses to know what is hap¬ 
pening within 10 miles of where anyone or anything that speaks (me of 
their names or titles currently is for a day after the name is spoken. This 
sensing ahiltry can be blocked by the conscious effort of powers of equal 
stature or the unconsciou.s desires of rhi>se of greater stature* 

Creation; Lesser powers cannot create or duplicate any object out of 
nothing. But they know w'here to find any object that they desire that al¬ 
ready exists. If tliey desire an object that does not exist* they can sense the 
location of those who can manufacture it. Often lesser ptiwers have al¬ 
liances with intermediate or greater fxnvers that allow them to rely on their 
more pow'erful friends for assistance with the creation of ohject.s. 

Life and Death: Lesser powers share the ability to raise any previously 
living mortal being from the dead. They can do Thi.s at will and across any 
distance or barrier no matter what the current condition of the body. 

Multitasks; Lesser |X)Wers tan perti>rm up to five tasks at once without 
penalties of any sort. Obviously, in in.)me kirms they may encounter pby.sical 
limitations to the number irf actions that can he aitempied. 

Avatars; Lesser powers tan only use two avatars at a rime, min ing them 
throughout the planes at will. If one is destroyei;!, it requires one month to 
make another* 



Demipowers 

Demipowets are the least pow'eriul deities of any pantheon. De it ies hold the 
rank of demiptiw^er w'hen they fim are elevated to divine status* when they 
have just returned horn the dead* when they share a portfolio of an element 
of their portfolio with a ptiwer of the upper echelons of divine rank, and 
when they simply do not have a large enough following to gain greater 
stature. Frequently, demipowers are mortals who have earned divine status 
or powers who are very’ strong among only a small group of people (Uthgar 
among the Uthgardt barbarians) or in only a small region (Shiallia in the 
High Forest)* They have the following powers; 

Shapeshifting; Demipowers can change only into animate objects ap¬ 
propriate to their nature and portfolios. Their new tWm is an average ex¬ 
ample of the creature (with tlie addition of some superficial deific ".special 
effects,” perhaps). 

Magic Resistance; Demipowers are 70% re.sistant to mortal magic, 
40% resistant to the magic of other demipowers, ami 20% resistant to the 
magic of powers of greater stature. 

Saving Throws; Demipowers have a base saving throw of 4 in ail cate¬ 
gories. Thu*s, they fail their .saving throw only on a natural roll of 3 or less 
unless their avatars saving throws are better. 

Planar Travel: Unlike other powers, demipowers can travel between 
planes only via magical spells and devices* Because of this limitation, they 
tend to remain on one plane more than any of the ocher ty'pes of powers* 
Sensing Ability: Demipowers have the ability to know what is happen¬ 
ing within one mile of themselves, any of their own worshipers, or any of 
their holy objects. They can also extend their senses to know what is hap¬ 
pening within one mile of where anyone or anything that speaks one of 
their names or titles currently is (or an hour after the name is spoken. This 
sensing ability can be blocked by the conscious effort of pow'ers of equal 
stature or the unconscious desires of those of greater stature. 

Creation; Demipowers also cannot create or duplicate any object out of 
ntithing* They must rely on information that they gather through their 
sensing abilities to try and find any object that they desire that already ex¬ 
ists, or use their own time and effort to create it from raw materials or to 
find a being that can do so them. Often tiemipowers have alliances with 
intermediate or greater powers that allow them to rely on their more pow¬ 
erful friends for assistance with the creation of objects. 

Life and Death; Demipowers share the abiliry to raise any previously 
living morral being from the dead* Tliey can do this ar will no matter w'hat 
the current condition of the body but must have either an avatar or a holy 
relic present in the location of the body to raise it. 

Multitasks; Demipow'ers can perform any two tasks at once without 
penalty. In rare cases, the physical form they select may limit this further, 
but chat is seldom the case. 

Avatars: Most demipowers can use but one avatar at a time. If this 
avatar is destroyed* they require one full year to fashion another. Some 
demipowers ate unable to employ avatars or choose not to do so* 

Avatars 

When powers have vital business upon the Prime Material Plane* they must 
send avatars to act for them. An avatar is simply a manifestation of a deity 
upon the Prime Marerial Plane, Tliis manifestation is not nearly as poiver- 
ful as a power and is merely a projection of a deity's power to the Prime Ma¬ 
terial Plane. An almost infinitely vast gulf of power lies between the god 
and the avatar. The avatar embodies just a small portion of the god’s ptiw'er* 
How'ever* avatars share many of the abilities of powers* They have the same 
teleportation abilities, initiative advantage, communication abilities, and 
immunities as all deities do (discussed earlier in the All FurOotten 
Realms Setting Deities subsection of the Divine Abilities section). 

Unlike a pow'er* an avatar can he destroyed* This is never Iwked upon 
kindly by the true god, and often results in divine retribution* Although 
avatars may take many different forms, the number that can be created and 
the frequency with which they may be replaced depend upon a power's 
stature (explained previously). The .statistics for a deitys avatar given in 
Foiifts & Auaf^ars art for the most common avatar form or forms the ptnver 
uses. Dungeon Masters are free to have the deities they use mantfest in 
avatars of appropriate might and form for the flavor of campaign they run 
and for the instance in which the avatar is encountered* 

Magical Items; Often, avatars possess magical items of incredible 
power. Unless stated otherwise, these items always teleport hack to the 
deity when the avatar is destroyed. Deities may intentionally lend their 
avatars' magical items to being.s who arc doing them a great serv ice or for 
their own inscrutahle purposes, but an avatar’s w'eapon caniust be stolen 
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away from iT by a mortal, nor can it be lost or destroyed without the in ter- 
vent ion of another divine force. 

Class Limits and Statistic Bonuses: Avatars are imafiecied by many 
restrictions that apply to normal characters. For example^ they often have 
attribute scores over 18 (with their attendant bonuses and immunities), 
magic resistance, can he ot any class without regard to alignment, duah, or 
miiltickss restrictions, and can even possess a character class while in ani¬ 
mal f<mm. They receive the Constitution bonuses that warriors receive 
even if one t>f their classes is not a warrior class. They receive a damage (but 
nor a THACO) bonus for Strengths of over 18. 

THACOs: Always use the listed THACO for an avatar. They do not re¬ 
ceive any THACO bonuses for Sirengrh or magical weapons. They do not 
receive any penalties for nonproficiency in certain w'eapons, nor do they re¬ 
ceive any attack bonuses for specialivation. (Consult the Extended Calcu¬ 
lated THACOs table at the end tif this chapter for THACO scores through 
level 40.) Note that TH ACO scores in the Forgotten Realms setting can 
never exceed -10 for beings rated with character classes: certain monsters 
may exceed this. 

Armor Class: Avatar armtir is only for show (though it may be magical 
if loaned to a mortal) and does not contribvitc to an avatar’s Anuor Class, 
While some avatars manifest w'earing armor and some do not. the tough¬ 
ness of an avatar is integral to its divine nature, and its clothing is hut a col¬ 
orful picture for the minds of mortals. Note that Armor Classes in the 
Forgotten Reai.mjs setting can never exceed -12. 

Character Classes: Avatars’ statistics are primarily derived from the 
character class levels w ith w^hich they are rated. When they belong to mul¬ 
tiple classes, they receive the best possible calculation from iinv class to 
which they belong. For instance, if an avatar is a 3 5ih-level fighter and a 
25rhdevel cleric, it receives a weapon specialization bonus for number of 
attacks, the hit points of a fighter, a cleric’s spells, the ability to turn un- 
dead, and saving throws from w'hichever class is most beneficial. Specific 
information in an avatar eniiy^ ahvays has precedence over implicit abilities 
given to a character class. 

Thief Skilb and Non weapon Proficiencies; .Avatars whixse class rat¬ 
ings give them thief skills (pick pockets, open locks, find/remove traps, 
move silently, hide in shadow^s, detect noise, climb walls, read languages) 
automatically succeed at any use of chose skills, sir specific percentages are 
nor listed. Likew'ise, av^atars whose class racings give them non weapon pro¬ 
ficiencies, such as tracking, automatically succeed ai rhe use of chose profi¬ 
ciencies if conditions would at all allow' success. In general, avatars alw'ays 
succeed ar any nonweapi>n proficiency or ability check except on a roll of 
20, and they succeed no marrer w'hat if the ability’ lies w'ithin the purxuew of 
their deity’s portfolio (subject to rhe DMs interpretation of the breadth of 
what a poTtfidio encompasses). Avatars arc assumed to be proficient in all 
nonweapon proficiencies that are suggested, required, given as bonuses, or 
implied in the duties of any members of their clergy. 

Damage: Many avatars use weapons in combat. When they use one 
weaptrn. rhe w'eapH;in’s damage is listed, follow'ed by the weapon's name and 
rhe avatar’s Strength bonus in parentheses, along w'ith a notation about 
any weapon specialiiation damage bonus the avatar may have. If more 
than two different weapons can he employed by an avatar, ’’weapon” plus 
the avatar's Strength htmus and any specialization bonus are noted, and 
informarion about the weapons arc given in the “Special Attacks/De- 
lenses" paragraph that follows an avatar’s statistics. Jf attacks are made un¬ 
armed, then only Strength bonuses are noted. Unarmed damage for an 
avatar’s fist is K! 10 points of damage, but avatars rated with warrior classes 
do not receive multiple attacks w'ith their fists per round. They only re¬ 
ceive these attacks with a weapon. 

Regartlless of the wciijx^n bonus normally required to hit a creature or the 
level of enchantment of the w'eaptm an avatar is using, an av atar can damage 
any creature that it successfully attacks. For instance, an unarmed avatar could 
still successfully attack and damage a greater mummy that a mortal wtiuld 
have to use a +1 magical weapon to injure. Tlie div'ine nature of the avatar far 
exceeds the potency of even a +5 magical weapon for these purposes. 

Movement: Most avatars have the ability to move only over land. 
Howev er, some can alst> fly, swim, or burrow, often at the same rate that the 
avatar moves over lantl. In these cases, the additional movement mode is 
indicated by an abbreviation following the miwement nite, like this; MV 
15, Sw 15, Flying avatars are alway,s maneuvembility class A. 

Special Abilities; Often, avatars have special abilities in addition to 
iheir normal class ahilitles. Tliese are described in the individual entries 
under “Special Att/Def." 

Spclkasting and Spelts; Many avatars hav^e the ability to cast spells. 
Such avatars can ca,st spells while in any form, even that of an animal, un¬ 


less otherwise specified. They do not need to make any gestures, speak any 
words, or use any material components. When they decide to cast a spell, it 
simply goes off. All avatars with spellcasring ability can cast one spell per 
round in addition fo their normal physical attacks. If they do not attack 
physically, they can cast two spells in a round. 

The spheres or schools to w'hich avatars have access are hsced in their 
descriptions. Avatars always have access to any spell in the school or 
sphere* providing they are of sufficient character level rating to access it. 
This means that they do not have to have memorized or prayed fisr particu¬ 
lar spells like characters must; they can pick from the w^hole breadrh of 
spells they have access to on demand. 

Avatars can only cast the same number of spells of a given level that a 
wizard or priest of comparable rank would he able to ca.st. For example, an 
avtuar with the abilities of a ITth-level mage and access to the 
illusion/phantasm school of magic could cast five illusion/phantasm spells 
each from spell levels one through five, three illusion/phantasm spells each 
from spell levels six and seven, and any two illusion/phantasm spells of 
level eight. (Consult the Extended Wizard Spell Progression, Extended 
Priest Spell Progression, and Extended Bard Spell Progression tables at the 
end of this chapter for spell progression up through level 40. Paladins 
achieve maximum spell progression at ZOth level, and rangers achieve max¬ 
imum spell progTession at 16th level, as indicated in the Pkyer’s Handfxxjk.) 
A Wisdom score normally insufficient to allow a mortal access to 6th' or 
7th-level priest spells does not prevent an avatar from using them. Avatars 
W'ith Wisdom scores of 16 or less can still access hrh- and 7rh-level spells 
provided that they are rated as priests of sufficient level to cast them. 

If avatars have multiple character classes in one character class group, 
they receive the number of spelb for rhe class with the highest level only. For 
example, if an avatar is rated as a 23id-level cleric and a I6ch-level druid, the 
avatar would receive rhe number of priest spclU due to a 23rd-level cleric. 

If avatars have classes from two different character class groups that 
would give them access to the same kind of spells, they again receive the 
number of spells for the daSvS with the highest level only. For example, if an 
avatar is rated as a 19th-level mage and a I7th-level ban.i, the avatar would 
receive the number of w izard spells due a 19th-level mage. 

Members of the Clergy 

In the Realms, mo.st deities have both clerics and some sort of specialty 
priest among their clergy. Quite a few churches also have members of other 
priest classes and even classes from other character groups than the priest 
group among their derg>'. Other churches have fighting orders that are not 
technically part of the church hierarchy but serv'e the church nonetheless. 
These are often led by or composed of paladins, rangers, crusaders, or mili¬ 
tant specialty priests such as those of Tempus. (In addition, a religion can 
have lay members of the clergy who have no character class. They are 
treated as Ist-level fighters unless otherwise specified.) 

Tit is state of affairs may seem confusing at first. Basically, what players in 
the FoRGorrEN Realms setting need to rememher is chat the character 
class of a player character does not necessarily preclude him or her from 
being a member of the clergy — that is, from being part of a church’s hierar¬ 
chy. Sister Loriel who tends to the faithful of a shrine of Midikki cowid be a 
ranger, and Brother Morgan Starfox w ho ministers in the afternoon to 
those worshiping at the Tower of Balance, Myscras temple in Silvery'mmn. 
is as likely to be a mage as he is a cleric, specialty priest of Mystra, or even 
bard. To put it plainly, the terms priest, deric. spedctltv priest , and cUt^ 
member.^ are used with specific meanings in this text. Priest is a character 
class group. Clerics, crusaders, druids, specialty priests, mystics, monks, and 
shamans are types of priests. Clergy members (or clergy', or members of the 
clergy') can he of any character class, including priests. When a condition 
applies to all priests of a deity, it does not necessarily, therefore, apply to all 
clergy metnbers. 

Characters whose class comes from the priest character class group must 
be members of the clergy' and miist serve a particular faith. They gain cer¬ 
tain benefits from their deities directly, such as spells, and in return they 
have the most serious resptjnsihilities ot all members of the clergy'. 

Members of or her classes do no have ro be members of the clergy. In 
fact, it is recommended that only nonplayer characters of tiiher character 
class groups than the priest group he members of the clergy to a\'oi J player 
confusion over a character’s function in the AD&D game. If a player char¬ 
acter of other than the priest character class group chtxises to Ixr a member 
of the clergy, that character must bold to the duties and responsibilities of 
members of the clergy given below, but Joes not gain the character class 
abilities of a priest of the faith. 
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Because not all members of the clergy in the Realms have the abilities of 
the priest character class group, all ceremonies and rituals of a church that 
carry with them direct magical manifestations of a deity's power must be car- 
ried out hy memhers of a faith who are priests. While this may seem artificial 
in game terms, it is not viewed as such within the world view of the Realms. 
Clergy members know, hiised on the talents and skills they have learned in 
life and rhe blessings that their deity has bestowed upon them, what they arc 
capable of doing. They would not dream of performing a sacred ritual they 
were not duly suited to enact in a binding and appropriate way. 

Most powers expect a great deal of service from their clergy. First and 
(oremtat among the many obligations of memhers of the clergy is the duty 
to work coward their deities’ goals. Second, they must behave in a manner 
exemplary of their foiths* teachings. Even when conducting everyday busi¬ 
ness, the clergy must stand imt as shining examptes of the values their pa¬ 
tron ptiwcts advix:are. 

Another impcurant duty is rhe t^hligation members of the clergy have to 
expand the influence of their faiths. No matter where they are, they should 
miss no opptmumty to explain the teachings uf cheit religions to the unini- 
tiateJ, taking special care to emphasize rhe rewards worshiping their deities 
can bestow. In accordance with this duty', memhets of the clergy must always 
conduct themselves in a manner that refltxlts properly uptm their deities, 

Memhers of the clergy in the Realms are generally divided into two 
groups within their faith’s atganizarion, though member of one group eas¬ 
ily and often crass into the other group. HteraTcfiy-bound clergy ate those 
who are usually tied dtjwn to a specific location* such as a temple, shrine, 
grove, or abbey. They work primarily to the go^jJ of that location, the 
church, and the community, though not necessarily in the order. Mission 
clergy (often referred to as adventuring clergy) are at-large agents entnistcd 
to wander the length and breadth of the Realms spreading the basic tenets 
and beliefs of their faith. 

Most memhers of the clergy who are not of the priest character class 
gKiup arc hierarchy-hound clergy. Clergy members found in adventuring 
parties, wtirking alongsiulc merchants, or in mercenary companies arc mis¬ 
sion clergy. However, the line is a fuzzy one, such that a specialty priest 
who has spent bis lite m the hierarchy may suddenly decide, for the gt>od 
of his order, to engage in a quest for an artifact, gather a group of like- 
minded adventurers, and set off as a mission clergy^ Similarly* a cleric who 
has spent her life in adventuring companies* tithing a large part of her 
earnings to setting up .shrines for the power she follows, may determine to 
retire to a temple to use the experience she has gained to teach others, and 
enter the church hierarchy in thar fashion. Most faith.s are fairly loose with 
such restrictions, requiring only that a member of the clergy get the ap¬ 
proval iif a superi<ir (or the power being venerated, if the clergy member is 
the head of his or her own temple or faith) before joining or leaving the 
hierarchy. 

All members of the clerg^v especially mission clergy, are expected to support 
their orders, Usually, this takes the form of tithing—giving part or all of the 
rrea-sure they find or earn to their orden-. Tlie typical tithe tor a member of the 
cletgy^ is 10%. Sirme orders may demand more t>r require less of their clergy-. 
Clergy- members may aki be asked by their sut>enors to undertake dangerous 
missions on their orders’ behalves, and except under dire circumstances* they 
are expected to accept such mLs.sions and pertorm them promptly. 

Clergy Who Change Deities t Me miners of the clergy- who are neither 
priests nor receive spells directly from their deities may occasionally fall away 
from serv ice to their deities or even decide to no longer worship their deities. 
This results in them leaving the church and no longer lieing members of the 
church hierarchy. All special benefits that such clergy members might have 
gained due to their pvTsitions arc lost. In general, they will be treated with 
pity, indifference* c.ir scorn by most faiths, but will not be either hunted dou-n 
or helped so long iis they Jo not j<^in another church. At this piint, they are 
treated more as if they had changed their job than as if they had changed 
their deity. Simply leaving the clergy^ carries no experience point penalty if 
the clergy- member dtH!s not receive spells directly from his or her deity. (Any 
character class w-hti receives spells directly from a deity-—such as rangers and 
paladins—is Treated under rhe rules for priests, given klow-J 

If they actually attempt to join ,im>rher church, the behavior of their 
lonner lei lows will change. Depending on the tone ot their Itjrmer faith and 
the new? church that the ex-clergy meu’tber has joined, other members of 
the clergy w ill rreal them as tragically misguided and artempr to redeem 
them* as hopeless transgressors and ignore them, or as outright heretics and 
aitempt to kill them. They may be cast our from their churches perma¬ 
nently, without hope of rejoining them, or they may he otherwise censured. 

If a clergy member tries to tran.sfer his tir her senuce to another deity and 
has ken a w-orthy servant of the first, there is a chance that the church 


hierarchy accepts rhe character into the clergy. Such a transfer is klwap ac¬ 
companied by a kxis of enough experience points to place the clergy member 
in the midrange of die level below- his or her current leveL This chance of 
acceptance is worse than for that of a priest who changes deities because 
these new- clergy members are being judged on their pcTformai:>cc and loyalty 
as servants of a faith. They have already proven by their actions that their 
commitment to such a life-task may not be the highest, and they can exhibit 
no direct outward manifestations of a true dedication to and acceptance hy 
their new deity such as a priest could by being able to cast priest spells or not 
(thus direcrly showing divine favor or disfavor). The chances of their being 
taken at their w-ord arc thus much lower. 

Transgressions and Penance: Behavior violation.^ of alignment codes* 
neglecting to perform the proper rituals {among those a clergy- member is 
qualified lO perform), or failing to strive toward fulfilling the deity’s goals 
are examples of transgressions. These transgressions by a member of the 
clergy w-ho does not receive spells direcrly from a detty are punished by the 
head of a temple, shrine, or faith by assigning to the transgressor an act of 
penance to be completed, such as fasting, meditation, the gift of an amount 
of money to the order, an offering of another type preferred Hy the pow-er, 
the gift of at least one modemcely powerful magical item to the faith (never 
to be used by the transgressor again), and/or the performi;incc of some dan¬ 
gerous quest on the deity’s behalf. Such infractions are also punished by loss 
of status within a church until the penance is completed, during which 
time rran.sgrcssors are t>nly assigned to perform menial tasks as their duties 
within the faith* Transgressions caused by involuntary alignment changes 
may be atoned for through the casting of an atonement spell upon the trans¬ 
gressor, and true repentance for a serious willful transgression is sealed hy 
the successful casting of an otmiemeiu upon a transgressor. 

Members of the clergy- who commit heresy or w-illfully disobey or ignore 
their deities are cast from the church. They cannot Join the clergy- of an¬ 
other faith because of the reputations they carry. Penance, if their faiths 
allow- it, must he accompanied by a complete sacrifice of all possessions save 
one set of nt>rmal clothing and one nonmag leal weapcui, the performance 
of whatever difficult, humiliating* or costly task the church sets before such 
cransgresstTrs, and the humble receipt of an atonement upon the task 'S com¬ 
pletion* (Tasks that are liremlly impos^iihle are not assigned as penance.) At 
this point, rhe church considers the act expunged* but it is not obliged to 
accept the transgressor into the clergy again, although she or he is again 
treated as one of the faithful. 

Priests and Deities 

As one might expect, the relatUm-ship between priests and their deities is of 
the utmost impt?rtance. It is through their deities that priests receive their 
special powers and the ability to cast spells. 

These blessings have their price* however. Priests arc expected To ob- 
ser\'e all the requirements of being members of the clergy, and priests are 
expected to perform certain rituals, duties, and sen-ices not necessarily re¬ 
quired of other members of rheir faith’s clergy-* depending on their religion* 
Many of these are discussed in the individual deity entries through this 
bc^ok* but DMs are free to add to, reduce, or revise these rituals and respon¬ 
sibilities of the priestlitHxi as they see fit. 

Because priests have such a personal relationship with their deity, rather 
than just a personal relationship with their faith or church, as is required of 
other memhers of rhe clergy, they also face more stringent penalties for fail¬ 
ing in the petformance of their duties, turning from their religion, or failing 
their deity. 

Changing Deities; Priests may occasionally fall away from the worship 
and serv-ice of their deities. Tliis always results in a loss of ptiw-ers and spells, 
at least temporarily. If a priest transfers his or her worship to another deity 
and has been a worthy follower of the first* there is a 75% chance that rhe 
second deity accepts the character as a priest* Stich a transfer is alw-ays ac¬ 
companied by a loss of enough experience points to place the priest in the 
midrange of the level below his or her current level. These same rules for 
deity change apply to other members of a deity's clergy who recei\-e spells 
and pow-ers directly from their deities w-ho change deities, such as paladins 
and rangers. 

Transgressions and Penance: Of course* priests and others who have 
a direct relationship with their deities (such as paladin.s and rangers) can 
anger their powers in many ways other than a change of loyalties. Behavior 
violations of alignment codes are usually considered at least minor trans¬ 
gressions and are punished hy the temporary loss of low-level spells. Minor 
transgressions can usually be corrected by an act of penance* such as fasting, 
medirarion* the gift of a minor amount of money to the order* or an offering 
of another type preferred hy the power, 
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Neglecting tt> peifomt the proper rituals or failing to strive coward fuh 
filling the deity*s goals are exarnples of moderate transgressions. Such in- 
fractions are punished by the liiss of granted powers and highdevel spells 
and can only he rectified through major penance* In addititm to a period of 
tasting or methtation, such priests must each give at least one moderately 
powerful magical item to their order {never to be used by them again)^ 
and/or undertake some dangerous quest on their deity's behalf. 

Priests who coimriit heresy* a secimd moderate transgression* or who will¬ 
fully distjbey or ignore their deities have committed a major transgression* 
Such transgressions ate alw'ays punished by an immediate and total loess of all 
priestly ptwers and spells. If the deity is a neutral or evil one and the offense 
serious enough, major transgressiiins may even be punished by death in what¬ 
ever form the deity has the power to arrange. Penance, if the deity allows it, 
must be acccjmpanied by a complete sacrifice of all possessions save one set of 
nomial clothing and tme ncmmagical weaptin. Then such errant priests must 
undenake a sc'emingly imptissible quest insolvinga high risk of death and do¬ 
nate all treasure recovered, including magical items* to their deities' orders. 

Fornmately, the path for most priests is a narrow but well-marked one* 
For a true and faithful priest* the commission of even a minor transgression 
should be a rare thing. By and large, the majority of priests should never 
have to make penance for anything worse than a rriinor transgression* 

Ntnihtmiiin Cler^^y* Priests* & Followers 

The pow'ers presented in Faiths & Avatars serve primarily humans or have 
significant human followings. Some human powers allow nonhumans to 
join their clergy* their priesrhtKxis, or otherwise call upon them for spells. 
Two such faiths are those of Tymora and Gond, which permit halflings and 
gnomes* respectively* into the priesthtxxl. 

Most faiths allow nonhuman worshipers, although the nonhuman 
deities often frown upon members of what they consider “their'* people 
worshiping outside their pantheon. This divine disapproval is usually com¬ 
municated downward into a iiimhuman panthetm’s followers* resulting in a 
negative attitude ranging from disdain and disapproval to outright scorn 
and hostility that members of a nonhuman race have toward those of their 
people who worship “foreign ptiwers.” Because of rhe social battles they face 
among their own, such nonhuman followers are relatively few. Obviously* 
half-elves are free to choose their faith frtmi cither the human pantheons or 
the elf panthetm—or, where appropriate, the drow pantheon. 

If non human members of the priestbixid, the clergy in general, or orders 
affiliated with a church are allowed* the fact is mentioned in the entries for 
each deity given throughout this hook. If a particular deity is not men¬ 
tioned as accepting nonhuman priests* clergy, or other servants* then 
Dungeon Masters should use their best judgment about allowing a nonhu¬ 
man player character to follow a particular power. In general* if it svould 
make the game more enjoyable for the person involved, a rationale for such 
characters worshiping a particular deii^,' can be worked t>ut between a DM 
and his or her player* and the player cbarricter can Ix' allowed to serve the 
power the player wishes* This makes the player happy and provides a 
unique history for the player's character that a DM can use a,s an adventure 
luM^k later in the campaign. The DM is never obligated to do so* however. 

Ru n n i ng Rea I ms Powers 

Many Realms novels have depicted the piiwers of the Realms as being in¬ 
volved in all sorts of intimate details of Realms life. Tliese are the behaviors 
of cWucfm in run'cb. They arc suppt^sed to he dramatic, hold* and bigger 
than life* Novels need to bring the reader in close to the inner workings of 
their characters' minds sti that readers can identify' with the novels' leading 
characters. They need to accomplish their storytelling task with a limited 
cast of characters to keep the experience of the story' intimate and coherent 
for a reader. Hint does not mean that the powers of the Realms need to talk 
routinely ttJ anyime tacc-lo-face in a DMs ow-n campaign, just Ixjcause the 
novels about the Realms have often spotlighted the powers does not mean 
AD&D game campaign play has to. 

Tire most imptmant principle in having deities in a fantasy role-playing 
campaign is lo use them judiciously and sparingly in one’s campaign play. It 
IS certainly ptrssible to run a high-level role-playing game in which deities 
commonly appear for the purpose of helping player characters. But such a 
campaign usually stops being fun for the characters v^ery quickly* The 
AD£tD game is designed for a more mortal level of play. The player charac¬ 
ters are heroic nt>t because of the tremendous powers they might or might 
not accumulate, hut because of the terrible risks they take in the face of im¬ 
minent death. To use a power to save characters from those risks rime and 
time again is to sully the heart of the game. 


The powers of the Realms do tend* however, to be more active in the 
business of mortals than the powers of many cry'stal spheres. They are a 
nosy and roisterous bunch* sometimes wandering about the Realms in dis¬ 
guise or in avatar form for their purposes. They are pry'ing and aloof* petty 
and noble* lusty and pure* proud and humble, foolish and wise* loyal and 
treacherous, ambitious and self-sacrificing* contentious and placid, merciful 
and strict* greedy and generous, loving and hate-filled, sane and insane* vi¬ 
olent and pacifistic* In many ways, they are like the powers depicted in 
classical Greek mythology in their alb too-human foibles and contradictory 
behavior. In general* a good working rule of thumb for the behavior of 
deities in the Realms is to imagine the actions of powers from all of the 
myths—Greek, Roman, Egyptian* Indian, Finnish, Norse, Sumerian* Baby¬ 
lonian* Chinese* Japanese* African, and others. If a deity from any myth is 
spoken of as having once behaved in a similar way, it is appropriate to base 
a Realms power's actions and behavior in a similar feshion—w irhin the 
bounds of good taste . 

Format of Deity Entries 

The entries for the fxwers detailed in Faiffis & Aiarars follow a standard 
format. Notes on, that format are given here in a format mimicking that 
used in the text: 

Name of Deity 

(Comnion Title and Epithets) 

Power Ranking of Plane Name, Alignment 
Alignment abbreviations used throughout each deity's entry are: LG=I aw¬ 
ful good, NG=neiUral good* CG=chaotic good* LN-law'ful neutral* 
CN=chaotic neutral* N-ttue neutral* LE=Iaw'ful evil, NE-neutral evil* 
CE-chaotic evil* 


These are the topics* things* ideas* or emotions over 
which the deity has dominion* power* and control and 
about which the deity is concemed, i 

Other names the power is known by are given here. 

These may be “puppet gods" the deity has wholly sub¬ 
sumed, regional names* older names, or simply alternate 
names. 

Tire layer of the plane the deity's domain is found on is 
listed here* followed by the domain's name. If the plane 
the domain is on is undivided, the plane name b re¬ 
peated. (Note that some planes also have layers w ith the 
same name as the plane they are part of.) 

If the deity takes orders from another power, that ptmer 
is listed here. 

Traditional allies are given here. 

Traditional ftx:s are given here. Pow'ers the god rivals or 
competes with are nor foes. These are discussed in the 
text, not here. 

A brief description of the deity's symhtil is given here. 

The alignments required of dedicated worshipers of the 
deity are given here. Powers generally ny- to he as liberal 
as possible to attract as much worship as they can* 

This introductory paragraph describes the w%iy a power is generally depicted 
(or actually lotiks) if it is different kom the deity's avatar form, k details ad- 
ditjf>nal cities and epithets the power is know'n hy* common W't>rshipers of 
the power* and the qualities attributed to the deity* such as its general de¬ 
meanor, hearing, imd perstmality. It also discusses any relacioms litween the 
power and other powers not covered hy the "Allies" and “Foes" entries 
above. 

Deity s Avatai' (Character classes and levels) 

This paragraph describes the avatars appearance and the schtxils or spheres 
of magic from which it may draw spells. When discussixl in this avatar sec¬ 
tion, a deity s avatar is spoken of as the deity* not as "the avatar of so-and- 
so*'’ to economise on space. The avatar's statistics use this format and these 
abbreviations: 


Portfolio: 

Aliases: 

Domain Name: 

Superior: 

Allies: 

Foes: 

Symbol: 

WoR. Align,: 


AC Armor Ckiss; M V tiusvcmenr rate, FI flying (maneuverahilky cIews U assumed co 
always he A)* Sw' swintming, Br hun-owing: HP hi: points* THACO To hw Armor 
Class 0; 'AT mimher of attack* |xr round 

Dmg typical JariU4|*e done per attack (weaptm, if one is usexk Sm-miith bLUXUS nora- 
tkm. weapon spec ializai ion noiiitum) 
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MR mapc resistance; SZ Sise notation in feet) 

Sth Strength scote. Dex Dexterity score, Con QHistitution score; Int Intelligence 
score, Wis Wisdom score, Cha Otahsma score 

SpelU P: number of priest spelk per spell U;\^l iticluJing Wisdom spell bonuses, 

W: number of wizard spells per spell level 

Saves (saving throws) PPDM poison, paralytution, or death magic saving throw; 
RSW rod, staft; or warn! saving throw; PP pcrrificatwm or pohmorph saving throw; 
BW breath weaptm saving throw; Sp spell saving throw 



Special Att/Def; This entry di&cusses any 
special attacks or defenses the avatar has, its 
magical items of note, and any particularly 
distinctive tactics it tends to use. 


Other Msnifetatkms 

This section discusses other manifestatiuns of 
a power aside fn>m its a varan TheMr ttianifesta'^ 
tions are much more commonly encountered 
than the actual avatar of a deity. They often 
convey benefits to the faithful or indicate 
favor, direction, danger, agreement, or / 

disagreement by the deity. Sometimes j| 

they are merely used to comiort and as¬ 
sure their worshipers that they are aware 
of a situation or appreciate their follow¬ 
ers' devotion. ^ 


Til (^Church 

In rhe headings in this section, the following abbreviations are used for char- 
acter classes: C“cleric, CTu=crusader, D=druid, SP=specia!ty priest, 
Mon=Tnonk, Mys=mysrtc, Sha-shaman, F=fighter, Pal=paIodin, Rgranger, 
W=all wizard classes, M=mage, Ab)-ahjurer, Cbn=conjurer, Div=diviner, 
Enc=enchanter, lll=ilUisiomst, Inv^invoker, Nec“necromar\cer, Tra-trans- 
muter, Spell=spelhinger, T=chief, B^lxtrd. Note that the spellsingcr wizard 
character class is descrili^d in mid Rogires of thf Reci/ms, 

Clergy: Tlie different character classes open to members ol the 

clergy' are listed here. Alw^ays remember that a religion 
can have lay members tif the clergy who have no charac¬ 
ter class. They are treated as Istdevel fighters unless oth¬ 
er wise specified. 

Clergy's Align.: Members of any class who belong to the clergy^ must he 
one of these alignments (within the constraints of the 
alignments to w hich the class is restricted). The alkwved 
alignments of specialty priests are specifically noted in 
that section. 

Turn UHnEAD: Abbreviations for all charac ter classes ol clergy and 
whether they can turn undead 

Cm Ml. UNDEAn: ,^bbreviatUms for all character classes of clergy- and 
whether they can command undead 

Bonus proficiencies or other game-relevant material applicable to all 
priestly members of the religion s clergy are ptescnced in this introductory 
paragraph. 

Follow ing paragraphs in this overview oi the church discuss the regard of 
the public for the religion, typical details of temple or shrine construction, 
names diflerent forms tjf the clergy call themselves by, distribution break¬ 
downs of kinds of character classes within the clergy, church hierarchy, and 
titles of different ranks of clergy. Further information on the church is hro- 



ken down into subheadings; 

Dogma; Here are detailed the beliefs, tenets, diKitrines and sayings of 
the religion. 

Day-to-Day Activ-ities: Ty-pical activities of the 
church are described here. This entry- covers what 
the church does, as opp<ised to what the religion be¬ 
lieves. Thu entry- also discusses what helieveni and 
priests lyf the religion are expected to tithe or donate 
to the church or sacrifice to the deity-. 

Important Cerenionies/Holy Days; Impor¬ 
tant ceremonies and major holy days in rhe reli¬ 
gion are discussed in this entry. 

Major Centers of Worship: This entry de¬ 
scribes major centers of the deity's worship. These 
may he the largest temples of the god, those with 
the mt>st far-teaching inlluence in the religion, or 
those of hi.storical imt'^wtance m the reUgion. 


AffUiated Orders: Knightly and military orders affiliated with the 
church are briefly discussed in this entry. They are named and the charac¬ 
ter classes their membeis belong to are mentioned. The functions and du 
ties of these orders and other information pertaining to their relationship 
to the church are also touched on briefly. 

Priestly Vestments: This entry describes the ceremonial v estments of 
priests of the deity and any differences hem^een the vestments of different 
kinds of priests w-ho serve the deity. Differences in garb according to rank or 
in different regions are also discussed here. Typical coloration or construc¬ 
tion materials of symbols and holy symbols of the god are mentioned here if 
they are important. 

Adventuring Garb: This entry- describes the typical priests adventur¬ 
ing garb. It also discusses any differences between the adventuring garb of 
different kinds of priests who serve ihe deity. 

Specialty Priestii (Cbss name, if applicoble) 

The experience progression table for all priest types is found in Appendix 1: 
Priest Classes. 

Requirements: Minimum ability requirements for this type of specialty 
priesi 

Prime Riq 4 Abilities that must have a score of 16 or above for the 
character to receive a 10% experience point bonus 
Augnment: Specialty priests must be the same alignment as their 

god, unless specifically noted differently here. 

Weapons: Types of weapons specialty priests are allowed to use 

Armor: Types of armor specialty priests are allowed to use 

Major Spheress: Spheres of priest spells to which specialty priests have 
major access 

Minor Spheres: Spheres of priest spells to which specialty priests have 
minor access 

Magical Items; The kinds of magical items specialty priests are allowed 
to use 

Req. Profit Non weapon or weapon proficiencies specialty priests 
mtist purchase w-lth proficiency slots at 1st level 
Bonus Profs; Non weapon or w^eapon proficiencies specialty priests re¬ 
ceive w-ithout spending a proficiency slot. Specialty 
priests may spend additional slots as normal to improve 
their skill. 


• If any races other than human are commonly alkm-ed as specialty priests 
by the pow-er, a bullet point in this section notes this. 

• This section contains a list of special granted powers given to specialty 
priests of this god* Clerics do not receive these ahiliries unless that fact 
is specially noted. {Usually changes to other priest classes of a deity are 
noted earlier in the first text paragraph of the description of the 
church.) 

• Spell-like abilities are often expressed in terms of the spells they are sim¬ 
ilar to. When specialty priests receive such an ability—tiften expressed 
in terms such as ""the priest is able to cast tighi (as the 1st-level priest 
spell) once a day"—it is usable in addimm to their normal spell comple¬ 
ments. k should not he read as a restriction on the number of times that 
the priest can cast the comparable spell per Jay or per tenday* Such 
spell-Iike abilities require no verbal, somatic, or material comptments to 
use, and function as innate abilities in combat (discus.sed in the Innate 
Abilities subsection of the Special Attacks section of the G>mhat chap¬ 
ter of the Dungeon Master^ GMide) . They have an initiative modifier 
of + 3, no matter what the casting time of the spell they resemble is. 

S|)e!ls 

Here are listed the religion-specific spells of 
a faith. Unless the Dungeon Master makes 
;in exception or an exception is noted, only 
priests of the religion where the spell is listed 
are allow-ed to cast these spells. Priests (cler¬ 
ics, spec laky priests, druids, mystics, crusaders, 
or shamans) of a particular religion can always 
cast these religion-specific spells, even if the 
Spells do not fall within their nonnally allowed 
spheres of access* Ni>te that when used as a ma¬ 
terial component, holy symbols are never 
consumed in the casting of a spell. 
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FAERUNIAN PANTHEON 


T he Faeriii^ian pantheon is an amalgamation of native deities chat date tg the pre-history of 
the Realms^ representatives of various pantheons brought into the Realms by waves of 
immigrants from other worlds over the millennia, and numerous new powers who have 
arisen from the ranks of mortals in Faertin. Although primarily focused on humankind in 
only FaerOn, the geographic and racial spheres of influence of the Faerunian pantheon are 
always expanding {along with the raw number of deities in the pantheon increasing)^ often at the ex^ 
pense of the other pantheons of the Realms* 

Unlike the Chultan, Kara-Turan, Maztican, Mulhorandi, Untheric, and demihuman pantheons, no 
primary power rules the Faerunian pantheon. Rather, the FaerCinian pantheon is a fractious assembly of 
sometimes cooperative hut more often antagonistic powers w-ho perceive each other and the Realms 
solely through the leas of their own portfolios. Sages speculate that the Faerunian pantheon's predilec¬ 
tion for infighting and disunity- allows it to evolve and tespcmd to change far quicker than more rigidly 
structured pantheons, accounting for the relative “success" of the Faerunian pantheon in dominating a 
large portion of Aheir-Toril. 

The Faerunian pantheon is loosely governed hy an oligarchy known as the Circle of Greater Powei^ 
who meet in the Pavilion of Cynosure, which is located on a special demiplane in the Ethereal Plane, 
and who are responsible for maintaining the Balance (as defined hy the guidelines left to the powers by 
Ao) and policing transgressions by members of their pantheon. This divine assemhiy meets only rarely 
and acts only with great deli Herat ion. Its slow reaction time to on-going events is more a function of the 
difficult)' of reaching compromise between diametrically opposed greater fH^wers than an indicator of the 
assemblage's level of divine wisdom. 

Tlte Faerunian pantheon, and every' other pantheon in the Realms, is ov'erseen hy Lord Ao, the 
0\'er-pt »wer of Realmspace. Lord Ao holds himself aloof, an eternal observer who only rarely interferes, 
if at all, and then only to maintain the Balance, ratify or deny the ascension of beings to godhood, and 
ensure that the gods remain rcspn^nsive to their worshipers. 

The Faerunian pantheon was recently hurled from the heavens to the Realms by Ao after two greater 
powers, Myrkul and Bane, stole the ToMers of Fute that delineated each power's responsibilities. It was 
not the theft (>f the tablets but the abdication of resptinsibility by the members of the pantheon that 
caused Ao to induce the Fall of the Gods. The peritxl of strife that followed, know'n alternatively as the 
Time tif Troubles, the ,Avatar Crisis, or the Godswar, W'as marked by the powers being forced to assume 
weakened avatar forms scarcely more powerful than the most powerful mortals walking the Realms* 
being fr^jrced to walk the surface of AbeinToril among mortals, being banned (and forcibly blockaded) 
from returning to then outer planar realms, and leaving havoc in the w'ake of their travels on Toril. 
Magic went w'ild and mortals throughout Faerun suffered at the cruel hands of deities out of touch with 
their flocks. The Time of Troubles concluded w hen a handful of brave mortals returned the tablets to 
Ao* Ao then reinstated the powers to the Outer Planes and replaced those who had perished, but he 
bound their strength tightly to the number and faith of their worshipers. 

The Time of Troubles was hardly the first Time numerous avatars have stalked the Realms, leaving de- 
stmetion and magical chaos in their wake, and is probably not the last. The Dawn Cataclysm, know'n to 
have occurred after the fall of Netheril, is believed to have heralded the fall of Myth Drannor. This 
Gcxlsw'ar is believed to have been sparked by a naive attempt by the then-youthful deity Lathander to re¬ 
make the Realtm from scratch w'ith all that Avas evil or old eliminated from mortal affairs and a panthetAn 
of new deities under his benevolent patriarchal guidance running the Realms's divine affairs. 

Today the members of the Faerunian pantheon are more intimately attuned to their w'orshipers and 
more attentive to their responsibilities and portfolios* The powers confinue to bicker and scheme, how¬ 
ever, while their ranks and geographic sphere of influence continue to grow. 


Akiid 


(Cpuecn o1‘ Aii; tlit: Lmly of Au; Lady oftlic Winds. 

Q\H'Am r>f Elenu^ntids) 

Greater Power of the Elemental Plane of Air, N 
PtmTFoi.ro: 

Aliases: 

Name: 

So PFKIt>R: 

Allies: 

Foes: 

Symbol: 

Wtm. .AutJN-; 


Elemental air. air elemental I sts, movement, speed, flying creatures 
Tey I as (Horde laiids) 

Elemental Plane of Air/The Great Funnel 
None 

Aerdric Faenya, Quorlin, Remnis, Sbaundakul, Stillsong, Stronmaus, Syranita 
Grumbar 

A w’^hite cloud, often upon a blue background 
Any 
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Akaidi (Ah-KAH-de^) is the whisperitig wind and 
the hlinding gale stomi, her form changing from sea¬ 
son TO season. Her kiss might be moist and sweet or 
hitter and cold. Uncaring, she carries sounds and 
scents along on her journey, hut she never pauses to 
impress upon a traveler the imptirtance of her trav¬ 
els. In religious art she is often ptimayed as a huge, 
translucent blue woman with gigantic feathery w ings that trail away into 
clouds. Her wings are said to toss the w^imls abtuit the surface of Faerun. 

Like all the elemental lords, A kadi is relatively uncaring of her follow¬ 
ers iui Abeir-Toril. Her reactions are difficult to gauge, and she seems al¬ 
most an alien being in her responses to niosr mortals not native to the EU 
emental Plane of Air The relative inaction of Akadi and the other ele¬ 
mental lords has led to their being viewed as only lesser powers in the 
Realms and their toliow^ers being classed as cuLtists. Akadi is know^n as 
Tcylas in the HorJelanJs, a god of the Elemental Plane of Ain The dis¬ 
tinction hetw'een a female anti male form of the Lady of the Winds makes 
no difference to the faith. 

Akadi does seem ro have 5t>mc small affection for her foliowers, hut mtjst 
often displays that affection when they make large offerings to her by burn¬ 
ing precious incenses that waft to her on the winds— no it could be argued 
that !ihc only cares when she is bribed to do so. While appeals to Akadi to 
change <ir still the winds, provide good flying currents, ot bring gentle rains 
meet with her approvaL she grants no prayers to raise or quell harsh stomts, 
as srorms lie within the purview of Takis and Umberlee (though she occa¬ 
sionally manages a whirlwind of brief duration but stunning force). During 
the Time of Troubles, she was not spt>rted in the Realms. 

Akadi s Avatar (30-HD Air Elemental Cleric 30, Mage 30) 

Akadi has only been seen twice in written record in avatar form on Abeir- 
Toril. The Queen of Air normally appears as a huge column of swirling 
winds resembling an immense tornado that ti>wet^ from the earth into the 
clouds above (although it only dt>es tornado I ike damage when she forms a 
whirlwind—see below). Her voice can range from the whisper of the slight¬ 
est breeze through the trees to an insistent roar that can be heard for miles in 
every direction. She casts spells from the elemental air, healing, and weather 
.spheres anti the elemental air .schml. 

AC -4; MV R 64: HI' 296; THACO ^9; MT 2 
I>mp6JlO 

MR 50%; SZ G (160 iqet) 

Srr 21. Dex 24, Gvn 22, Im 19. Wls 19, Chs 15 
Spells P; 12/11/11/10/9/9/8, W: 7/7/7/7/7/7/7/6/6 
Saves PPDM 2. RSW 3. PP4. BW 4, Sp 4 

Special Att/Def: Akadi normally attacks with focused blasts of air and 
casts spells. St> long as there is air for her to move through, Akadi is consid- 
eted a native of the Prime Material Plane in any crystal sphere she appears 
in. This makes her immune to the adverse cftects of such spells as antJ-Tnitgic 
sheW, pTfJtection from enf/giW, and holy u'fjrd t>n creattires from other planes. 
A kadi's avatar may form a w4iirhvind for three rounds once per cum. As a 
whirlwind she is up to 16D fecr tall, with a 10-foot Ixittom diameter and a 
9G-foot tt:>p diatneter (if she reaches her full height). Tlie height Akadi can 
reach has no effect on the damage she Joes in whirlwind form; however, if 
she can reach only half her maximum height, her top diameter is only 45 
leet, and if she can reach only one-quarter of her maximum height, her top 
diameter is 25 feet. Tile incredible winds of Akadi's w'hirUvinJ instantly slay 
creatures (if lewder than 6 Hit Dice w'ithin 360 feet of her. Creatures from be¬ 
tween 7 and 9 Hit Dice are struck unconscious for l d4 turns, and creatures 
w ith 10 or more Hit Dice are stunned for Id4 rounds. Tliose w ho surv ive 
rh is a t tac k suffe r 4d S poi n ts of damage. 

Flying creatures arc instantly grounded by the appearance of Akadi’s 
avatar form unless the Queen of Air Elementals makes her ivinds .subside to 
allow them to fly. She often does this, as being struck on the ground is an 
insult to all flying creatures (including herself). Creatures struck down in 
mid-flight suffer normal failing damage unless Akadi cushions their fall. 

Akadi may leave a field of battle or the Prime Material Plane at any time 
by spending two rounds merging wirh the ait, whereupon she dissipates into 
misty clouds. 

( )t h c r M n i ft; stat ioi ^ s 

Akadi ha,s sent manifesiati^ins to the Realms mtire frequently than she has 
sent an avatar, but evert these appearances are extremely rare compared to the 
frequency wirh which other ptiwers manifest. The Lady of Air ha.s appeamd in 
tire form of almost any nomtal flying creature, and her voice has been heard as 
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a gentle whisper upon the hreeze. She frequently sends ah aerial serv^ant to de¬ 
liver private messages (or demands) to those she deems worthy or useful. A ris¬ 
ing breese or a change in the wind is usually seen as a sign of her favor 

The Church 

CLEacy; Specialty priests, crusaders;, mystics, shamans 

Clirgy's Align.: NG, CG, N. CN, NE. CE 
Turn Uni>Ead: SP: No, Cru: No, Myst No, Sha: Yes, if good 

Cmnd. Undead; SP; No, Cru; No, Mys: No, Sha: Yes, if neutral or evil 
All specialty priesu, crusaders, mystics, and shamans of Akadi receive reli¬ 
gion (Faerijnian) as a bonus nonweapon proficiency. Akadian priests are 
strongly encoiiraged to learn weather sense and to acquire skill in playing a 
musical instrument tliat involves blowing ait through it to produce sound 
(such as woodwind instruments, brass instruments, otgai^s, and bagpipes) in 
addition to their required proficiencies. All shamans of Akadi receive ele¬ 
mental air as one of their major spheres in addition to their ni>rmal spheres 
of magic. 

Before the Time of Troubles, all of the elemental cults had clerics in their 
ranks. Now', only specialty' priests remain. Why Akadi decided to gradually 
convert her clerics to specialty priests Ls unknown. Since the Godswar, the 
Akadian church has added a small order iff mystics and an order of crusaders 
to the church to round out the capabilities of the priesthood. In primitive or 
nomadic societies (such as those of the Tuigaii)* Akadi is served by shamans. 

Few priests <jf Akadi ever settle down in one place, so few' communities 
feel threatened or benefited by the appearance of an Akadian priest. Aka¬ 
dian priests blow into a town or village upon the morning breeze and are 
rypicallY t'tne the sun sets, A philcsophy of incessant mov ement 

and w'anderlust has ingrained itself into the church of Akadi, and few' 
temples exist to the Lady of the Winds. Those that do ate most often open- 
air circles of wooden poles adorned with feathers and streamers that flutter 
in the slightest breeze. Priests of the faith travel across Faerun, spreading the 
word of Akadi at each opportunity. They often lecture on the joys that the 
freedom of Akadi brings, but seldom stop to argue semantics or principles 
w'ith those who would them, choosing instead to sew the seeds of the Queen 
of Air and then continue along to " where ver the winds take them,” This 
tendency to spout high-sounding verbiage has led to more than one Aka¬ 
dian priest being called a '‘windbag" in several senses of the word. 

The priests of Akadi are divided up between the Whisper and the Roar. 
These are not rankings within the church or even a division between those 
clergy members with parish territories and those of an adventuring bent. 
Rarhct, these are distinctions in philosophy of action. Those who follow the 
Whisper tyTically w ork behind the scenes, seldom showing theinselves to be 
a member of the church ot Akadi. Members of the Roar are much more di¬ 
rect ahotit their involvement in the affairs of Faerun. The disparate and un¬ 
focused nature of the activities of the church of Akadi as a whole has left few' 
in Faerun viewing it as any sort of threat, although personally ambitious 
members of the church can sometimes wreak havoc in a particular region. 

A kadi’s priests are organized mostly into "churches" formed of small 
cliques who follow' a particularly charismatic Akadian. These cliques shift 
and flow' over time its the group politics lead to some members rising in sta¬ 
tus, others falling, and others leaving in disgust or empowered by the inspir¬ 
ing message of their leader to begin a new' church in a far-off land. This mrt 
of organization is very' fluid and often very' confusing to those outside the 
faith, as such folk are never sure w'ho w'ill be in charge in a tenday and there¬ 
fore who TO hold responsible for living up to agreements and contracts. Most 
Akadians hav'e a reputation for being uncrustworthy because of this very 
problem in their faith’s organization. When time comes due for an Akadian 
to live up to a promise, frequently the answer received is: "Fn'i so sorry', that's 
nor my job anymore"—if one can find the Akadian the deal w'as struck with 
in the first place! 

Novice Akadians are referred to as Fledglings. Upon undergoing a per 5 i:>n- 
ally designed rite of empowerment supervised by ;tt least two senior clergy 
(and usually involving flying), they become full priests, in ascending order of 
rank, the titles in general use by the priesthood are: Winged <3ne (full priest), 
Air of the Goddess, Breeze of Light, Zephyr (senior priest). Mistral, Sirtxco 
(leader of a laige "church"'), and Whirlwind (leader of a very large church or 
priest of great experience). A priest w ho has slain or soundly defeated an 
enemy ot the church (usually a high-rank mg priest of Grumbar or an earth- 
ha.sed creature of ptiw'cr) may add the htmorific "High" to the beginning of 
his or her title. Specialty priests of Akadi are kntiw'n as airw-alkers. 

Dogma: The teachings of the Akadian church amount to a doctrine of 
finding one's ow'n enlightenmenr. Tlie church feels that one can only find 
truth in what one is interested in and as stxm as interest fails, all chance of 
finding further spiritual growth has left an activity' or place. Therefore, the 
























feilhful muse move from activicy to accivlty» from place to place, pursuing a 
personal dream or series of interests and growing through the changing ex' 
periences each new day brings. The church pays tUtle attention to resis¬ 
tance to its doctrine; such ohstades will he worn do^vn over time. Few mat' 
ters are ever deemed so important that the church feels the need to commit 
itself to a particular cause. The only stance that the Akadian faith takes 
adamantly is that its members and its priests should not be fettered or im- 
prisoned; such a condition rapidly leads to the onset of depression among 
the faithful and a languishing death. 

Novices irt the Akadian faith are charged as follows: “The eternal Akadi is 
change personified. Each new^ day reveals to us a new side of her. Strive to be 
as flexible as she is, Puisue everything that interests you in turn. Look at prob¬ 
lems from as many viewpoints possible to achieve the most creative answ'er 
View life as an art form to create anew around you each day to your benefit 
and that of Akadi. The freedom to move about and to soar on the breeie of life 
b one of the inherent rights of every living thing. Ry forth and spread the 
word of Akadi and show through your w'orks the fresh new life she brings/' 

Day-tO'Day Activities: Listening to the wind, traveling beneath the 
stars of Faerun, pursuing personal interests of the moment, and speaking to 
others of the glories of Akadi dominate most priests' lives. Spelliamming is 
lixiked upturn favorably by the faiths since it spreads the word of Akadi to dis¬ 
tant places. Some priests become almost obsessively involved in “life exper¬ 
iments” of a practical or esoteric nature. For instance, some may become 
deeply involved in breeding faster and sleeker hawks or running hounds, 
others may decide to see Kow' ores adapr to fierce and freakish windstorms, 
and yet others may spend endless hours trying to develop artificial wings for 
cats. Yet, once any project is no longer fim or interesting, Akadian priests 
drop it like a lead weight and move on to something new no matter how 
much time they have already invested in the activity. 

Holy Days/Important Cerernonies: Each day U an important event in 
the eyes of an Akadian. The faithful typically rise before the sun emerges to 
whisper their prayers on the morning breeze and stay up to watch the moon 
rise over Faerun or glide the dying thermais of the waning day and joyfully 
speak their evening prayers. 

The Fellowship of Flight is the ceremony that Akadian specialty priests 
undergo that celebrates their ability-, uptm reaching a certain level of skill, to 
summon an air elemental fnim the Elemental Plane of Air. The ceremony is 
preceded by an hour of solemn prayer, after w'hich the elemental is sum¬ 
moned. When it answers, it is wafted w^ith sweet-smelling incertse, sung 
songs, sprinkled with flower petals, and given poems praising Akadi to carry^ 
back to her realm. 

On Midsummer, the church holds its only calendar festival. To attend 
this festival, all of the faithful who are able to travel do so for tendays before 
Midsummer. Tliey gather in rhe Shaar at rhe ruins of Blaskaltar, which con¬ 
tain the site of the first know n shrine to Akadi in Faerun, now' obliterated by 
rhe hand of time and ^seasons of wind and rain. Here the chant of the heroes 
of rhe faith is recited by all present and new names are added to the roll 
commemorating those w'ho have passed on during the past year 

Major Centers of Worship: Few' permanent temples to Akadi have 
been erected. Many of her shrines are tended by a rotating cycle of priests as 
they travel the countryside, leaving the shrine when their replacement ar- 
rives. The holiest site of rhe Akadian faith is rhe mound of the First Shrine 
of the Queen of Air in the mins of Blaskalrar in rhe Shaan The stmeture is 
long gone through ages of neglect; how'ever, the faithful gather here yearly 
to remember the history of their church and its great members so that they 
do not kjse their past and thus become dotmted to repeat it. 

Affiliated Orders: The order of Akadian crusaders is known as rhe 
Knights of the Winds Four Quarters. Its members tend to pursue personal 
t^uests and errands for church elders or carry out the ongoing vendetta 
against the church of Grumbar. Mystics of the faith belong to the Compan¬ 
ions of the Summer Wind, who tend to be good-aligned, the Disciples of 
Spring’s Breeze, who arc mainly neutral, or rhe Alliance of Midwinre^s 
Teeth, w'ho are evil. 

Prieslly Vestments: Priests of Akadi dress tor rituals in rubes of white, 
light gray, and light blue, representing the many faces of their goddess. Silk 
is a preferred material in vestments, as its flawing nature pleases the goddess, 
and rare silks dyed in flowing or rippling patterns of blue or w hite are highly 
prized. Many priests w'ear jewelry' of milky opal, cry-stal quartz, augelite, 
turquoise, hery'I Ionite, blue spinel, or sapphire, and these ate the stones from 
which Akadian holy symbols are constructed. Air elemental hknv fine grit 
over one of these gemstones, tliereby inscribing Akadi's symbol; the stone is 
set into a piece tif jew'elry, forming a holy symbol. 

Adventuring Garb: Adventuring prie.srs and Akadian clergy members 
on the road dress practically, though they favor clothes or accessories of 


Prime Req; 

Alignment: 

Weapons: 


Armor: 


Major Spheres: 


Maoical Items: 


Req. EfrioFS. 
Bon us Profs. 


white, light gray, and light blue. They recognize that traveling through the 
countryside on the enemy element of earth requires heavier clothing co 
shield oneself from that harsh element. They typically confine their use of 
silk to a scarf or decorative vest and pack their ceremonial vestmenis care¬ 
fully to protect them. 

Specialty Pnests (Arrwalkers) 

Requirements; Constitution 12, Wisdom 12 
Constitution, Wisdom 
CG, N, CN. CE 

Any one melee weapon; all other weapons must be mis¬ 
sile or chrow'n weapons (no arquebuses or other 
firearms). A non weapon proficiency penalty b enforced 
against the use of a thrown weapim in melee unless it is 
the sole chosen melee weapon. 

All armor types up to and including chain mail and 
shield 

All, Astral, elemental air, healing, protection, travelers, 
w'eather 

Minor Spheres: Combat, divination, elemental fire, elemental water, 
necromantic 

Same as clerics, except forbidden from using magical 
items with earth-based effects (ringo/ spell storing w ith 
the sKmeskin spell in it, ring of elemenwl enrtJi command, 
etc.) 

Riding, airborne (pick one mount) 

Tightrope walking, direction sense 
Kenkus and aaracokra may be airwalkers. 

Airwalkers may cast wizard spells from the elemental air school in addi¬ 
tion to priest spells. These spells are cast as if the airwalker were a mage 
of the same level. For example, a 3rd-level ainvalker casts w izard spells 
as a 3rd-level mage. Airwalkers pray for their wizard spells instead of 
studying to memorize them, and chosen wizard spells replace priest 
Spells potentially available for use that day. (In other words, the wizard 
spell occupies a priest spell slot.) Airwalkers gain access to Sth-level 
w'izard spells at 16th le\'el and 9th-level w izard spells at 18th level. An 
airwalker must have a Wisdom of 18 or higher and an Intelligence of 16 
to gain access to rhe 8th level spells, and a Wisdom of 18 or higher and 
an Intelligence of 18 to gain access to the 9th-level spells. If an air- 
walker is able to gain high-level wizard spells, everj,' 8th-level spell 
prayed for occupies a 6ch-level priest spell slot and eveJT,' 9th-level spell 
prayed for occupies a 7rh-level priest spell slot. Airwalkers are alw'ays 
able to read elemental air spells on scrolls or in w'izard spellhooks as if 
they knew' refd mugic (but studying spells from a spellbrxik is useless to 
them). No more than three-quarters of an airwalker's total number of 
spells available (round down) can be taken as wi-izard spells. 

All airwalkers gain a +2 bonus to saving throw's vs. the harmful efrects 
of air- or wind-related spells or cloud like or gaseous breath weapons, 
Airw'alkers are nev er injured from a fall so long as the distance of the fall 
does not exceed 10 feet per level of the airwalker. In game terms, this 
translates an ability to feather fall at will (and even w hen unconscious) 
for up to this distance limit. 

At 5th level, airwalkers gain the ability assume a uToidi/nTTn (as the 3rd- 
level W'izard spell) once per day. 

At 5th level, airw'alkers can summon one 8-HD air elemental once a 
day. This elemental remains under rhe control of the airw'alker for one 
hour and cannot he taken control of by another creature. If the sum- 
moner is killed or struck unconscious, the summoned elemental goes on 
a rampage, attacking everyone in sight except its summoner until its 
one-hour rime limit upon the Prime Material has elapsed. It is impor¬ 
tant to note that the elemental summoned is not a servant of rhe air- 
w'alkcr, hut rather is looked upon a.s an agent rif Akadi that is to he re¬ 
spected. The ability' to summon an elemental is granted once each day 
when airwalkers receive their normal complement of spells. 

At 7ih level, airw'alkers gain the ability' to fly (as the 3rd-ievel wizard 
spell) once per day. 

At 9th level, airw'alkers gain the ability to cast cloudkili (as the 5th-level 
wizard spell) once per Jay. 

At 9rh level, airw'alkers can summon one 12-HD air elemental once a 
tenday. All the same conditions apply as for summoning an 8-HD air el¬ 
emental. 

At 1 3rh level, airw'alkers can summon one 16-HD air elemental once a 
tenday. All the same conditions apply as for summoning an 8-HD air el- 
emental. 
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* At 15th level, airwalkers can move through the Elemental Plane of Air 
without neoi for food or water. 

• Airwalkers whn work together can summon an elemental of greater Hit 
Dice than they would otherwise he able to alone* For example, a 5th- and 
9th'levei priest could summon a 16-Mn elemeni^L As long as both sum- 
moners remain alive, the elemental remains under their conttol for one 
full hour, II one of the summoners is killed or struck uncunscious, the sum¬ 
moned elemental gties on a Tampage^ attacking everyone In sight until its 
one-hour time limit upon the Prime Material has elapsed. It then returns 
to the Elemental Plane of Air The participants in sudt a combined sum¬ 
moning attempt must abide by time restrictions for further elemental sum¬ 
moning apportioned by their levels. In the above case, the 5th4evel priest 
would have summoned hi.s 8-HD elemental for the day and the 9th-level 
pnest would have summoned her 12-HD elemental for the tenday. 

Akadiiin Spells 

3rd Level 

Wind bearer (1 nviKa t i I'ln/Evocat ion) 

Sphere; Elemental Air 

Range: 10 yards/level 

Components: V, M 

Duration: i tum+l raund/level 

Casting Time: 6 

Area of Effect: Special 

Sa V ing Th row: Spec ia I 

Til is spell creates a pillar of air 5 feet in diameter and up to 5 feet tall per 
level of the caster. The vertical dimension is decided at the time of casting. 
The pillar of air exerts an upward force of 40 pi>unds per level of the caster. 
If this is sufficient to counter the w'eighr of an object or creature entering the 
area, such an object or creature rises vertically to the top of the cokimn in a 
single round. Unwilling creatures are allowed a saving thrown vs* spell to 
avoid the effect* The caster can vary^ the height of the pillar from the pos¬ 
sible maximum to a minimum of 5 feet by concentrating for one round. 

The material compineni for this spell is the priest’s holy symbol. 

4th Lisvel 

Calm Winds {Invocation/Evocation) 

Sphere: Elemental Air 

Range: C 

Complinents: V, M 

Duration: 1 tum+l round/levd 

Casting Time: 7 

.Area of Effect: 20-foot-nidius globe 

Saving Throw; Special 

This spell creates an area in which the air remains perfectly calm, C^ifm 
utnils negates the effects of whirlwinds and spells such as dust diet'd and gitSE of 
twW within the protected area^ although such spells are not ended* Crea¬ 
tures frtim the Elemental Plane of A ir and wind-based creatures such as vor¬ 
tices and wind walkers shun and seek to leave the area at the earliest oppe:)!' 
tunity. Tins calmed area is mobile w ith the caster and lasts as long as the 
caster concentrates undisrurbeJ or until the spell duration expires. The 
caster can move at up to half his or her movement rate and maintain con¬ 
centration* but no other strenuous actions ate allow-ed. 

The material compiinent for this spell is the priest's holy symbol. 

Clear Air (Invocation/Evocatkm) 

Sphere; Elemental Air 

Range: Touch 

Components: V. M 

Duration: I tum+l round/level 

Casting Tme: 7 

Area of Effect: 20-foot-radius globe 

Saving Throw: Special „ 

This spell creace,s an area in which the air remains perfectly clear* Clear oir 
hanishes-smtike* gas, fog* and instantly settles particles such as blowing sand* 
Start, or grit. Cteattires in gaseous fi>rm are immediately expelled from its 
confines, and they cannot enter the area while the spell is in effect* The 
spell affects the area sumnjnding the creature touched* and it is mobile with 
that creature. 

The material component for this spell is the priest's ht>ly symbol* 

Winds of Akadi (Alteration* Invocation/E vexation) 

Sphere: Elemental Air 

Range: 100 yards 


Components: 
Duration; 
Casting Time: 
Area of Effect; 
Saving Throw: 


V.S 
1 turn 
7 

Special 

% 


When this spell is cast, a 30*ftxjt-diameter sphere of tvhirling air comes into 
existence at a point indicated by the caster* Creatures in the area of effect 
when the spell is cast (or those entering the area of effect while the spell is 
in effect) must make a saving throw' vs. spell or suffer ld4 points of damage. 

On the second round of the spelt, the priest can cause a ligfitning bolt to 
issue forth from the storm at any target within range* inflicting Id6 pt4nts of 
damage per level of the caster to a maximum of 10d6 points. Bolts fired from 
the cloud behave in the same way as those created by the ligfimmg boh .3rd- 
level wizard spell* and all affected creatures are entitled to a saving throw' vs* 
spell for half damage* Creatures within the cloud in a round w-hen a iigfuning 
boff ts projected make their saving throws with a -A penalty. 

Every other rourML the cloud releases one boE in a manner and at 

targets selected by the caster* The cloud produces a total of five kghmiTig fxjfts 
before the spell expires. In the iniermediaiy' rounds between buks, 

the casting priest is free to perform other actions, including melee attacks 
and spellcasting. At the start of each even-numbered rounds how^ever, the 
priest directs the lightning bok to its target and thus loses his or her normal 
action for that round, 

7 th Level 

Akadi’s Vortex (Alteration* Invoeation/Evocation) 

Sphere: Elemental Air 

Range: 100 yards 

Components: V, S 

Duration; I rum 

Casting Time: I round 

Area of Effect; Special 

Saving Throw: 

This spell is exactly like the unnds of Akadi spell in effect except that the 
lightning chat is?iues forth from the cloud behav'e*s like that produced by the 
6th-level w'iiard spell chdin lightning, A chain lightning stroke inflicts Id6 
points ot damage per level of the caster to a maximum of 12d6 points and 
loses one die of damage each time it arcs to a new' target. The cloud issues 
forth chain hghming on the third round after it is created* the sixth round, 
and the ninth round. On the tenth round, the spell expires abruptly in a 
normal Eghming hdt {ld6 points of damage per level of the caster to a maxi¬ 
mum of IDJ6 points). 

Conjure Air Elemental (Conjuracion/Summoning) Reversible 

Sphere: Elemental Air, Summoning 

Range: 40 yards 

Components: V* S 

Duration: 1 tum/level 

Casting Time: I turn 

Area of Effect: Spec ia I 

Saving Throw- None 

A caster who pedonns this spell summons an air elemental to do his or her 
bidding* Hie elemental is 60% likely to have 12 Hie Dice* 35% likely to 
have 16 Hit Dice* and 5% likely to have 21 to 24 Hit Dice (20+ld4)* Fur¬ 
thermore, the caster needs hut to command it* and it di>es as she or he de¬ 
sires* tor the elemental regards the caster as a friend to he obeyed. The ele¬ 
mental remains until destroyed, dispelled* sent aw'ay by a dismissal or lioly 
word spell (see the 6th-level priest spell con/ure fire ekmentoi) , or the spell 
duration expires. 

Whirlwind (Invocacian/Evocation) 

Sphere: Elemental Air 

Range: 120 yards 

Components: V* M 

Duration: 3 +1 d4 rounds 

Casting Time; 1 turn 

Area of Effect: A 270-foot-high cone w'ith an apex 30 feet in diameter 
and a 10-foot-dia meter base 
Sa vi ng Th row': Spec ia I 

This spell creates damaging, gale-force winds capable of destroying stnic- 
tures of less than the sturdiest stone coastruction. On land, the u^/tirlttnid ap¬ 
pears as a tornado; at sea* it appears as a hurricane. The ubiTlu'md can be cre¬ 
ated only where there is rmm for it to fully form, and its formation require a 
full turn. It automatically scatters unprotected creatures w'ith up to 3 Hit 































Dice, who must make a successful saving throw' vs. death magic m be kiUetl. 
ti grounds all flying creatures^ who must make a successful saving throw vs. 
death magic or crash, taking falling damage. Unprotected creatures with 4 or 
more Hit Dice take 3d6 points of damage per re jund of exposure from buffet ^ 
ing, flying debris, etc, and cannot move into the wind (in other words, 
toward the caster). The u/wrlu^inJ has the same effect as an eardu^tioke (see 
the 7thdeve! priest spell of that name) on all soxictures except chose made 
of solidly constructed stone. 

The u-firrlufoid moves at a rate of 30 to 60 yards per round according to 
the desire of the caster, and the caster can vary its direction by up to 60 de¬ 
grees per round. The caster must concentrate on the whirlw'ind for a full 
round to change its speed tu direction. 

Tlie material components for this spell are the pnest’s holy symbt>l and a 
piece of straw. 

Amaunator (Dead) 



(Tlie Yellow God, the Keeper of the Eternal Son) 
Greater Power (bte^r Lesser Power) of Mechanus, LN 
Portfolio: Bureaucracy, contracts, order, rhe sun, ruletship 

Aliases^ At'ar the Merciless (Anauroch, among the Bedine) 

Domain Name: Mechanus/Keep of the Eternal Sun 
Superior: None 

Allies: Kossuth 

Irowsr. Shar 

Symbol: Sun with a fece on the solar disk 

WoR. Auun.: LG, NO, LN, N, LE. NE 

Most of Faerun venerates the moon gfxldess. Selune, 
bur nor a sun^baseLl deity. The Bedine nthesmen of 
Anaurtveh, though they have no priests, are an ex¬ 
ception. Tliey respect and fear At'ar the Merciless, 
the Yellow Goddess. Symbolizing the heat of the 
desert sun, At'ar is seen as a spiteful and faithless 
woman whose hin^ in the full day strikes fear into the 
__ hravest heart.*?. She i.s a harlot who herray,'? her lawful 

husband Kozah every day to sleep with N'asr, grxl of night and the dead. The 
cautious regard the Fk:dine have for At’ar has nevi^r brought them any aiv 
swer to their prayers, however, because At’ar di>es not exist. She is but a 
twisted memory' of Amaunator, the ancient Netherese god of laiv and the 
sun, derived fmm tales that the migrant ancestors of the nomadic Bedine 
were told by the survivors of the fall of Nethcril. 

Amaunator (Ah-MAWN-ah-tor) was revered as the patron of law and 
the keeper of rime. His justice was fair hut harsh. He was revered by many 
rulers, soldiers, and powerful mages. A very careful gtxl, Amaunator made 
certain that es'ery thing was written down, contracted, signed, sealed, and 
notarized—much like the Celestial Bureaucracy of Kara-Tur in the modem 
Realms. An extremely lawful god, he follow'ed the letter of law, not neces¬ 
sarily the spirit of it—unless the spirit was a gieat deal mote to his liking. He 
expected the same from his servitors. He was also cKcasionally revered as the 
keeper of time along with the iUber aspects of his portfolio, Tlris artificial 
“addition" to his portfolio was due to a mispunctuation in a contract be¬ 
tween himself and another deity which stating: .. Amaunator shall be re¬ 
sponsible for all time, any misrepresentation of his or his followers, If so 
deemed the fault of Amaunator ...Tl'iis unnoticed punctuational snarl of 
commas and perii>ds led to Amaunator considering himself to be in charge 
of "all time." Ftiminarely, he never othcially acted to take over took rhe 
portfolii>, since he was not willing tt> step upon the toes of Mystrvl, w'ho was 
the umifficial keej>er of rhe timestream. 

When Netheril fell, the pciiplo^of the middle and low'er classes who W'ere 
not killed by the fall of the enclaves (the only living worshipers of the god) 
turned their backs on AmLuinaior, believing he did nothing to stop the disasten? 
affecting rheir civilization. His followers were right, hut contractually, his hanvL 
were tied. Magic in all forms was under exclusive control of Mysrryl, and 
Amaunator had nt> lawful right Ui interfere in any way, even when a magical 
caiiistrophe, such as Netheril s fall, was in the pnxess of txrcurring, 

Ov'cr rhe centuries, many theories have been put fon.^'jird by later scholars 
as to what ultimate fate An>:iunator met. Stime believe be was either absorbed 
into or became Latbiinder. others that he turned bitter ami became At’ar, and 
yet tsthers assert tivai he turned his back on Faerun and entered the pantheiin 
of the lands of Kara-Tur or simply moved on to other cry'stal spheres. The truth 
is that with the loss of nearly all his follow'ers in Netheril after its fall, Amau¬ 
nator began the long, arduous, and painiul prtxes.s of dying of neglect. After 
aKiut a millenuiium, he did not have enough jxiwer left to maintain the Keep 
of the Eternal Sun tm Mechanus and was nithlessly exiled to the Astral Plane. 


His corpse now drifts w'ith the endless astral tides, awaiting a day w'hen some 
ambitious spirit may Kelp him regain bis once-prtiud heritage. 

Amaunator s Avatar (Cleric 38, Mage 35) 

Amaunator £^>peared as a lanky man with silver-white hair, a shorr, tenday 
growth of white beard, and skin that glowed cor^stantly with a i^juiet golden 
radiance. He carried a scepter in one hand and a large legal tome in the 
other, and wore the dress of ra magistrate: a long, flowing, black or purple 
gown trimmed in silver or gold. To be in his presence was to feel the awe¬ 
some power of tme law. He could use spells from any sphere or schmil. hut fa¬ 
vored using spells from the spheres of sun or law. 

AC -3; MV 15; HP 202; THACO -Ai ^AT 1 
Drug 2d6+3 (scepter of the eternal sen, +1 Srr) 

MR 80%;SZL(lOte) 

Str 17. Dex 16. Gm 24, ini 25, Wis 22. Oim 20 
Spells P: 15/15/14/14/13/11/IO, Wi 8/8/e/8/8/a/a77/7 
Saves PPDM 2, RSW 3. PP 5, BW 7. Sp 4 

Special Att/Def: Amaunator recognized thieves and lawbreakers for 
W'hat they are on sight. He could also see invisible objects or people, jbiou' 
dkgrimem, memory re£id, and enforce iegd fhought*! at will. When he attacked 
physically, which he only did with great provt^ation, he used the sceftter 0 / 
tlie etmuif sun, which inflicted 2d6+2 points of damage on a successful at¬ 
tack and worked as a +5 weaptin ftir purpose tff damaging creatures struck 
only by magical weapons. The scefiter of die etcmciJ sun did double damage to 
chaotic-aligned creatures and quadruple damage to chaotic-aligned extra- 
planar creatures, along with automatically sending such creatures back to 
their plane of origin on a successful attack, k could function as a double- 
strength md of rwkrsfiip whenever Amaunator wished it to, and it destroyed 
golems it struck on a natural roll of 18, 19, or 20. 

Amaunators touch automatically destroyed all undcad creatures affected 
by sunlight. Whenever he w'ished, Amaunator could create light equal to 
sunlight over an area 10 miles in diameter for up to an hour, a feat he could 
not repeat until two hours had passed. Every other round, in addition to his 
mirmal attacks and spells, he could emit cither a .simray or a fkane strike friim 
his eyes. 

Amaunator automatically dispelled all magical darkness that be touches 
in any tvay, He could also dispel all magical darkness w'ithin 120 yards w ith a 
thought. Because of his dominion over the sun, light- heat-, and fite-based 
attacks could not harm him. He was imirume to all illusion/phanrasin 
spells and magical effects, any sort of fear or emotion-control magic and 
cold-, darkness-, or shadow-based .si’>ells, spell-Iike abilities, magical items, or 
breath W'eapons. 

Other Monifestations 

Amaunator often appeared as a glowing woman dressed in a flowing opales¬ 
cent dress bearing a balance of the purest gold—an almiwr rranslucent gold. 
It was said that il the scales tipped toward the right, rhe one seeing the ap¬ 
parition had met w'ith disfavor. She or he could expect to lose of all profit.*; 
and to hear the weight of seven years of ptwerty, debt, and servitude. If the 
balance tipped to the left, the view'er had met with favor. She or he could 
expect rewards and contractual pledges to fill his or her pockets with the 
profits of the world. Those w'ho saw' an apparition with perfectly balanced 
scales were said to be met w'ith the greatest of favor: to be invited to join 
Amaunator s priesthix^J. The clergy were probably notified by Amaunator 
himself of such favored folk since they always approached such people 
w'ithin a tenday to take them to Amaunator^s temple in Unity (now- long 
dust) for rigorous study and instruction. 

Amaunator brought revenge to those w'ho desers^eJ it, righted wrongs, 
punished the wicked, and avenged those who could not avenge themselv es. 
He did this by sending a group of I 3 giant hyeniis with maximum hit ptiints 
and a Morale of 20 that appeared from thin air to rip and tear at the flesh of 
the condemned until his or her body was spread over an acre t)f land. 

Finally, Amaunator sometimes acted or showed his favor or disfavor 
through emerald dragons, sapphire dragons, steel dragons, gtdems. takos. 
birds oi prey (especially suntalcons), sunflowers, yellow'-cyed daisies, golden 
lilies, topazes, fire-cok^red or red gemstones of all sons, tan dogs, cream-col¬ 
ored cats, pure white wolves, and w'hite stallions. 

The Church 

Cleroy: Clerics, specialty priests, monks 

Cleroy's Alkin.i LG, LN, LE 

Tljrn Undead: C: Yes, SP: Yes, beginning at 2nd level, Mon: No 
CmnD, Undead: C: No, SP: No, Mon: No 
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All clerics, specialty priests, and monks of AmamnaEor receive religion 
{Faerunian) as a bonus nontt'eapon proficiency* 

Priests ol Amaunator were powerful political figures at the height of rhe 
Netherese empire. Many scrveil as regional rulers and policical advisors, De- 
spite the clergy members' efforts ro halt the creeping desert, Anauroch ap- 
proached relentlessly after the magical catastrophe brougiit on By FCarse's 
pride. When the popularitm rose up in revolt after seven years of had bap 
vests, the priests of Amaunator responded without mercy to suppress the up- 
rising. This slide towards tyranny led to the overthrow of the ptilitical artd 
religious authority of AmaunatoKs clergy. 

Amaunator’'s clergy' were extremely hierarchical and rulcbound. Each 
Righteous Potentate (high priest of a temple, called a “Court”) oversaw all 
aspects of church lunctiorvs. No one could perform or be relieved of their du¬ 
ties without the consent of the Righteous Porentate or one of his seven 
Monastic Abhors. Under each of the seven Monastic AbLx>ts, there were an 
additional seven High Jurists (priests) who served relentlessly, perldrming 
whatever duties were assigned to them. Lower ranks of clergy members 
served beneath ihe Migh Juri.sts, but their titles are lost in the mists of time. 
Specialty priests ot Amaunator were known as sunlords and sunladies. 

The Righteous I\ncntate was in charge of teaching rhe masses of petiple 
w'ho flocked to the temple on a regular basis and overseeing the preparation 
of Court members (novices) to move into positions of power in the church. 
The seven Monastic Abbots each tended to a different supplemental duty, 
including the upkeep of the grounds and temple farms, upkeep of the church 
interior, upkeep of the church exterior, pnxuremcni of the necessities of the 
spirit, procurement of the necessities of the flesh (food, supplies, etc.), up¬ 
keep and expansion of the law library, and cuUiv'ation and supervision of 
itinerant monk missionaries w'ho w-alked the world, preaching the peace 
that could be found in the understanding of law* These monks of Ajnauna- 
tor were the only clergy members not lied intimately to temple duties at 
least part of the time, though they w'ere required to repijrt to the temple or 
shrine they were assigned to at least once a year 

Dogma: Ainaunatori were taught ihat the law was the law'. The law kept 
order in society, and w'ithout it civiliiation would unravel and chaos would 
reign. Amaunator represented the sure function of the law, for just as cer¬ 
tainly as the sun would rise in the morning, the law' could deal biirly with 
any dispute and any crime. 

Novice Antaunatori were charged as follows: "Learn the law' and live it; 
obey its every' letter and clause, for in know ledge of the intricacies of law' lies 
freedom to act w ith righteous impunity. Keep track of the decisions of your 
superiors si> that the body ot precedent continues to grow and the unity of 
purpase of the rulings of Amaunator is made manifest to all. Sen.'e your su¬ 
periors faithfully, and they W'ill reward you faithfully; shirk your duty and 
find the harsh hand of reproof.*^ 

Day-to-Day Activities: All clergy members had to learn, understand, 
and know how to reap the benefits from (exploit) the laws of the land, the 
city', and the province they lived in. In order to completely understand the 
nuances ot law' and legislature, the clergy constantly drilled each ckther. prac¬ 
ticed law' in court w'henever possible, and rehearsed law' in practice court¬ 
rooms, They could not resist invesligating the scene ^Jf a crime or taking part 
in the construction of new' law's in their locale, and did so with great inten¬ 
sity' and ferv'or. 

Amaunatori served often in coLirt as jtidgcs, to present cases, and to hear 
legal arguments and disputes* Tltey w'ere paid W'cll to settle merchant dis¬ 
putes over contracts, agreements, and trade practices and made a comfott- 
ahle lj\'ing for themselves and their church as arbitrators of all sorts of com¬ 
mercial and perstMial claims not worthy of rhe attention of figures of pt>w'er 
in ultimate authority'. 

Holy Day&fimportant Ceremonies: The holiest of days in the church 
of Amaunator was the celebration of the anniversary of the signing of the 
Pantheon Contour, an agreement between the powers adJiiJicared by 
Amaunator. This w'as celebrated on the third full mixm of the year. The fes¬ 
tivities were marked by Amaunator s followers donning magisterial regalia 
and parading the holy symbol of Amaunator before every' ctrurt and through 
the streets. 

Tl’ic longest day ot rhe year, the summer solstice, was another important 
holiday. The lollowers of *AnVrainaror spent the day relaxing, sunbathing, 
and praying to their god, thanking him ft>r rhe gift of sunlight he shed on the 
u'i^rUL Amaiinatori believed that if this day was mit properly celehraredt 
Amaunator woukl w'ithhold sunlight from the face <ii Tiri] lor a year. 

Every time a dev out folLuver of Amaunator was able to take advantage of 
sjimeone in a contract, successfully debate his or her case in court, or effec¬ 
tively pass a new law, the priest of Amaunalv^r gave thanks ro the Keeper of 
rhe Sun by burning magically preserved oak leaves and incense in his honor. 


Major Centers of Worship: Unity, a sizable Hetherese enclave, was 
the home of the largest temple to Amaunator, the Forested Enclave of the 
Face on the Sun* The steeple of this monstrous three-story pentagonal, 
hemispherically roofed building thrust 17 stories above the landscape, a|- 
low'ing the solat disk of Amaunator to be seen far above the surtounding 


Throughout the temple's history, the Righteous Potentates overseeing 
the temple had an affiniry for casting conmumJ light on the cropped hair of 
their scalps. Like hair bleaching or coloring, though, this incantation had 
to be reapplied monthly to affect new hair growth* As side effect to this 
practice, gnolfr from the enveloping Facile Forest made monthly pilgrim¬ 
ages to the temple of Amaunator to worship the "lightened one.” This en¬ 
couraged the gnolU to focus their raiding on other parts of the fore.st. 

AffrUated Orders: The church of Amaunator had several affiliated or¬ 
ders with representatives that could be found in most Hetherese communi¬ 
ties. The first was an association of bonded scribes called the Most Tran¬ 
scendent Aflfliatitm of Paradis iacal Petts* These ahxifand arrogant individ¬ 
uals traveled the world preaching the holiness of law and order. Their mis¬ 
sion in life was to build amphitheacer-siied buildings dedicated to the 
preservation of law'* These huge^ stone-walled monstrosities contained 
lxH>ks and scrolls detailing the laws of eveiy' land and every city that the fol¬ 
lowers of Amaunator encountered. 

The Syndicate of Celestial and Righteous Lawmakers was a group of 70 
warriors and paladins (mainly paladins) who worshiped Amaunator be¬ 
cause of his love of law'. These women and men taught the lawful side of 
Amaunator, interpreting his somewhat nongood tendencies as dcific rec¬ 
ommendations that could be safely ignored or sofeened to a more humani¬ 
tarian tone. These warriors branded the business side of their shields w'irh 
extremely potent variants of cunimual light spells to blind the lawlessness 
they encountered. This gave them a lasting light source in darkttess and a 
bonus in some strategic situations where they could nearly blind their foes 
with the intensity of light coming from their shields. 

The monks of Amaunator belonged to the Brotherhood of the Sun, an 
associacion of itinerant monks w'ho served the faicltful in the field, bringing 
the comforting words of Amaunator to the peasants and common folk and 
preserving order throughout the land. Their symbol was a sunburst* 

Priestly Vestments: Priests of Amaunator dressed in bright, long- 
sleeved, ornate robes of yellow, red, and orange chat were covered with 
sew'n-on arcane symbols (or the sun or depicted che sun through embroi¬ 
dery, artfrjl dying, or gold decorations and gemstone encrustations placed to 
form a sun face. Those priests with their own temples had their robes 
worked of cluth-of-gold. A sunburst headpiece completed the ceremonial 
garb. Holy symbols of *Amai.inaCor were alw'ays made of gold, gold-plated 
metal, or gold-painted w'ood. 

Adventuring Garb; Adventuring clerics usually wore utilitarian garb, 
but preferred reds and oranges for cloaks, tabards, and accessories that were 
not part of their armor. When possible, they wore armor that had been 
washed or plated with gold. 


Spcciijity Prii;st< (vSiinlords/SunlatJii’.s) 


RlQUlREMENTi;; 

Prime Req.: 
Alignment: 
WEAPtlNS: 

Armor: 

Major Spheress: 


Constitution 11. Intelligence 12, Wisdom 15. Charisma 
12 

Wisdom, Charisma 
LRLE 

All bludgeoning ( wholly Type B) W'eapiifns 
Any 

All, charm, creation, elemental fire, elemental air, law^ 
summoning, sun, time 


Minor Spheres: Divination, elemental earrh, healing, necromantic, 
numbers, protection, thought 
M.ACJICAL Items; Same as clerics 
Req. Props: Read ing/w'ri ting 

Bonus Props: Etiquette, reading lips 

• When used in an Arcane Atse^^ Forgotten Realms campaign .setting 
such as that presented in the NctLeril boxed set. sunlords and sunladies 
should be adapted to the rules presented in that boxed sec. 

■ Sun lords and sun ladies cast all sun, law, and elemental fire sphere spells 
as if they had an additional three levels of experience. 

• Sun lords and sun I ad ie-s k now the la w s a nd Iega I cvxJes of t he la nd, E he city, 
and the province they live in and the land, the city, and the province they 
were raised in (which may be two different places). They automatically 
know' ail commonly knowm and unctimmonly' knowm inirbnnaiion within 
that KxJy ol law* and its attendant procedures* If asked to call to mind an 
incredibly obscure point of the law of their home! anti or native land, they 
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may make an ability check against their Wisdom or Intelligence, 
whichever is higher to recall the point in question. They must make a 
similar ability check to know the common laws of other bods; to tecall 
the uncommon legal practices or obscure legal points of order of foreign 
lands, this ability check is at a —3 penalty ora -6 penalty, respectively. 

• Saniords and sunladies are able to detect lie once per day, Tliey are able to 
do so an additional time per day for every four levels of experience they 
gain beyond 1st level (twice at 5th levck three times at 9th level, etc.)* 

• At 2nd leveU stmlords and sunladies gain the ability to turn undead crea¬ 
tures. They aifect undead creatures as a cleric of half their actual level 
(round down) throughout the rest of their careers. In other words, at 3rd 
level they rum undead creatures as Ist-level clerics. Lawful evil sunlords 
and sunladies, as well as those of lawful neutral alignment, may never 
command undead creatures because of a c^irubination of the aversion to 
the sunlight represented by their deity that ntt^st undead creatures have 
and the fact that undead creatures violate the "laws of nature”—^me' 
thing legal-minded Amaunator dislikes intensely. 

• .At 3rd level, sunlords and sunladies are able to impose rigid (as 

the 3rd'level priest spell) on another once a day. 

• At 5th level, sunlords and sunladies are able to cast compuisiva ordar (as 
the 4th-level priest spell ) once a day and impedmf peimusion (as the 5th- 
level priest spell) once every three days. 

• At 7th level, sunlords and sunladies are able to impose legal tknug/irs (as 
the 6th-level priest spell) once a day. 

• At 10th level, sun lords and sunbdies are able to cast Sol's sedring orb (as 
the 6th-level spell) once a day, 

• At 13th-level, sunlords and sunladies instinctively can tell the ethical 
component (lawful, chaotic, or neurral) of the alignment of anyone they 
view whenever they invoke this ability. (They cannot do so constantly, 
but this ability does not cost them an action in combat.) 

• At I5tb level, sunlords and sunladies are able to cast sunray (as the 7th- 
level prie.st spell) twice a day* 


AlTUluriiitoii S[3<":lls 

2nd Level 

Amaunator'^ Uncertainty' (Enchaniment/Charm) 

Sphere: Law 

Range: 3D yards 

Components: V, M 

Duration: I round/level 

Casting Time: 1 

Area vjf Effect: 4D'ftK:it sphere 

Sa V i ng Throw: Neg. 

Creattires affected by this spell pause in uncenainty before executing their 
intended actions. In a combat situation, this equates to an initiative penalty 
equal to one-third the spellcaster's level (rounded down). This reaction 
penalty begins the round after the spell is cast. In a noncombative situation, 
the victim pauses one-third of a round (about 20 seconds) pet level of the 
caster before executing an action. 

The spell affects Zd4 plus one-half the caster’s level in Hit Dice or levels 
of creatures within the area of effect. All possible victims are allowed a sav¬ 
ing throw' vs* spell to completely negate the effects. If affected victims leave 
the area of effect, they still suffer the spell's effects until the spell expires. 

Tlie material ctumponent of the spell is a fragment of a turtle^s shell. 


4th Level 

Advanced Sunshine (Alterafton) 

Sphere: Sun 

Range: 5 yards/lev^el 

Components: V, M 

Duration: Special 

Casting Time: 7 

Area of Eff ect: 15 feet/level 

Sa v i t'lg Til r o W': Spec ial 

This spell is a multiuse incantation that can he cast in one of three forms. 
Unkirtunately, the casting of this spell bi>rrows the sunshine for the day it is 
cast (or the next day if cast at night) tti render the.se effects. Tliis spell is very 
unpopular amimg farmers and mnehers, w'ho see it as a miscarriage of divine 
interventitin. 

• Light, Adiwnced sumhine can be used to borrow sunlight from later in the 
day (nr the next day if at night) to create light now. This is useful in cav¬ 
erns or at night. This form of the spell is treated as a light spell lasting one 
turn per level of the caster, but it shortens the day's sunshine by one 
minute per level. 


• FirebaJI: A piece of the sun's energy can be converted into a /ireboW as 
though cast by a mage of the casting priest's level. This lowers the tern- 
perature within a 90-tnile radius by I degree Fahrenheit for a tenday 
each time it is cast. This aspect of the speU cannot be cast at night or 
during cloudy days* 

• fflionmution: This version of advanced sunshine can be used to borrow sun¬ 
light from later in the day (or the next day if at night) to cast cononwai 
%hi at double the range and effect for the caster's level. This shortens the 
day's sunshine by tme hour. 

5ih Level 

lliumination (Alteration, Divination) 

Sphere: Sun, Thought 

Range: 0 

CZomponentsi V, M 

Duration: Special 

Casting Time: & 

Area of Effect: The caster 
Saving Throw; None 

By means of an il/wminatton. spell, the priest in effect alters the flow of rime 
with regard to himself or herself. While the spell is in effect, the caster is 
enveloped in a golden radiance and is immune to all attacks except those 
caused by cold-, darkness-, or shadotv-based spells, spell-like abilities, mag¬ 
ical items, or breath weapons. While but one round of time passes for thi.>sc 
not affected by the spell, the priest is able to spend two rounds, plus one 
round per level (to a maximum 1 turn rotal), in contact with his or her 
deity. Thus, a 5th-level priest can seek illumination for seven rounds while 
one rovmd passes for ail others. Tlie priest can request information in the 
form of questions that can be answered by a simple “yes" or “no." The priest 
is allowed one such question per phantom round. Optionally, the DM may 
give a single short answer of five wi>rds or less rather than answering “yes" 
or "no*'' The answers given are correct within the limits of the entity's 
knowledge. ("I don't know” is a legitimate answer.) Tlie spell w ill, at best, 
provide information to aid character decisions, and the deity contacted 
smictiires its answers to further it.s own purposes. 

While affected by the ilium[naiiuii spell, rather than ask a question during 
a round, the caster can request that the power contacted bestow a cure ligfir 
, atre blindness or deqfrtess, cure disease, prayer, or free action spell upon 
him or her. The casting of any of these spells other than nne light uounds, 
w'hich may be granted up to four times, ends the spell, and no further ques¬ 
tions are answered by the deity contacted* Tlie caster cannot cast spells on 
others while affected by an illuminate spell, nor can she or he move, become 
invisible, or engage in any other action other than those described above. 

The material components of this spell are the priest's holy symbol and 
holy water. 

6th Level 

Sun Scepter (Enchantment/Charm, Conjuration/Summoning) 

Sphere: Stm. Law 

Range: Touch 

Qimponents: V, M 

Duration: I turn 

Casting Time: 9 

Area of Effcct: Special 

Saving Throw': Special 

The casting of this spell borrows an hour of daytime from the day it is cast 
(or the next day if cast at night) to render its effects. Sun scepter temporarily 
enchants a solid gold scepter or mace tliat the caster touches into a tnagical 
item of some potency. When sun scepter is cast, the golden scepter glows 
w'irh the same brighmess and illumination as a connnMol feLt spell. The indi¬ 
vidual holding the scepter w^hen the spell is cast can immediately command 
the tibedience and fealty of creatures within 120 feet of his or her Itxation 
when the spell is completed. From 200 to 500 Hit Dice (or levels of experi¬ 
ence) can lie ruled, but creatures with 15 or greater Intelligence and 12 or 
more Hit Dice/ levels are entitled to a saving throw' vs. spell. If they succeed, 
this power is negated for them* 

Ruled creatures iibey the wielder of the sim scepter as if she or he W'ere 
their absolute sovereign. Still, if the ^vielder gives a command that is ab¬ 
solutely contrary to the nature of the creatures commanded, the rulcrshtp 
power Is broken* 

While the rulersliip power is only effective upon the creatures w ithin 120 
feet of the sun scepter wielder when the spell is cast, the sun scepter can also 
be ivielded as a magical w'eapon that inflicts ld8+3 ptiints of damage until 
the spell expires. Against golems, the sun scepter causes 2dS+6 points of 
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damage. If a naiural 20 is mlled on the attack roll, the swn s€e|ji*rr completely 
desmiys the but is itself destroyed in the process. Against creatures of 
the Outer Planes, the sun scepter inflicts ki8+3 psMiits of damage. If the at- 
tack roll is a natural 20. the scepter causes triple damage* but the spell is also 
immediately ended (rhough the golden scepter is not destroyed). 

The material componerit of this Spell is a solid gold scepter or mace 
worth at least 2*500 gp. It is not consumed in the casting of the spell except 
under the condituins described above, 

Ao 


(Lord Ao, the Hidden One) 

Over*povver of the Cosmos and Realm space 


PoRTFOtio: Creation of deities, maintenance of cosmic balance 

Aljases: None 

Domain Name: Unknown (if he even has one) 

SupERjtiH; A luminous being 

SvMBOi.: None 

WOR. Auon,: Any 

Before the Time of Troubles* the question of who the gods answerer! to was a 
philostiplucal comindntm Ivtter suited tosagt^ than priests. During the coming 
of the Axurars, hi>wcveT, it wasit\ ealed that the powers themselves had a delt>v 
or at least a more pinverful power who had the ability to chasten and punish 
them for their actions. Tliis entity is Ao (AV<ih). He was present during the 
Time of Tnuihles* yet since that time has retreated to his home plane* dimeii' 
Sion* or existence, and has not responded to mortal entreaties since (thtiugh 
one paladin claims to have seen him in a vbion). While the inhabitants of the 
Realms am aware of Ao^s existence, there is little reasim for them to call on him 


or seek his words of wisdom* which wcxild he unforthcoming in any case. 

Ao is the only over-power in Realmspace, Ao lies heyond the bounds of 
die rankings of deities' powers in any way. He is considered to be more pow - 
ctful than any other power and all pinvers combined. Ao has little concern 
for day-to-day mortal life, hut he regrariLls the pow-eis of the Realms as his cre¬ 
ations. He requires no w orshipers and grants no spells ro mortals. It is doubt¬ 
ful that he even listens to monal prayers or pleas. He ser^^es as a watcher and 
a guardian over the Realms from outside of its cosmos. 


Aos Aviatar and Other Manifestations 

Ao* wten he appears (as he's only done once)* rakes a form that is 12 feet 
tall. His face is ageless, neither young nor old. His visage is neither hand¬ 
some nor ugly, and has even, symmettical, and unremarkable features. His 
hair and beard are white. He wears a robe that appeal^ to be made of celes¬ 
tial cloth. The robe is black and dotted by millions of stars and thousands of 
moons, all arranged in a pattern that is not quite perceptible, hut which 
gives the whole robe a heautihil* harmonious feel. 

Theoretically* Ac’s avatar can do anything. Normally he act.s only upon 
dcitic:*, not mortals. Ao may promote any sentient being to any stature of gtxl- 
hinxl instantly if it accepts the resptinsihiliries and duties of the divine stare, 
and he may aLsi> demote a deity at will. 

The Church 

Clergv: Ministers, w hi> may he of any class except those of the 

priest gTiiup 

CLERtiv's Alu:n.: Any, but mtisr are neutral 

Immediately tolkming the Time of Troubles* cults grew up that wxirshiped Ao 
directly. These cults appeared suddenly and then evaporated just as quickly 
w'hen it became clear chat Ao did nor answer prayers, offer procection, or 
grant spells to faithful priests. Direct worship of Ao has subsided, save for a 
cult ill Waterdeep itself and a cult in Atis name in Zazesspur in Tethyr w^hich 
turned iuir to be hacked by Cyric* nor Ao. The group in Waterdeep tends to 
behave mi>re like a debating stxiety than a church* and its members act in ac- 
Ciirdance with the tenets they believe espoused by seeking to maintain 
the balance among the various deities and their faiths. 

Tile established faiths of Faemn Jo not see any reason to speak out against 
or act against the cult of At>, because rhey do not fear it. Their high priests 
have been infomicvl by their deities that At) does not interact '.vith mortals. 

CliIc members and mmisters receive no spells tir special ptiwers at all from 
At). Tile cult of Ao ha-s no priests. Cults of Ao which do receive spells or spe¬ 
cial powers are mit truly cults of Ao* and their abilities are being supplied by 
ant It her deity (sucK as Cyric) or through the de\ er use of magical items. 

Dogma: Most doctrinal discussions of the Waccrdha\'ian cult of Ao arc 
partially ot totally phra.sed as questions. Tliese include: Ao is the t)ver-pow^er, 
hut what dttes that mean* really! t^kies At) wtirship someone? What w’ould 
that being's bmetion he? If Ati did not create the Reaim.s, only the powers tif 


the Realms, then who didr™if anyonef Some cults of Ao are more activist 
and feel that it \& their responsihtlify to ensure that all faiths in the Realms ac¬ 
tively syppon the assigned portfolios of their deities. 

ITay-to-Day Activities: Most of the activities of the cult center around 
debating the meaning of Ao's nature, what he said during his sole appear¬ 
ance during the Time ot Troubles* and wbcrhfii heserv^es another over-over- 
pow'er himself. 

Holy Days/Impomnt Ceremonies; On Gods' Etay* a Waterdhavian 
holiday on the I5rh day of Marpentith celebrating the anniversary of the 
end of the Godswar (and the day when Lord Ao appeared on Mmmt Water- 
deep)* a day-long party is sponsorevl by the cult of Ao in the Cynosure in 
Waterdeep. The celebration is follow'ed by a solemn evening prayer service. 

Major Centers of Worship; Ao’s cult raised a temple to Ao in Water- 
deep called the Temple of the Overgod Ao* bur when Ao continued to 
prove indifferent to worshipers* the building renamed the Cynosure. It 
now serves as a public forum and rental hall. 

Affiliated Orders; None. 

Priestly Vestments; The ceremonial gaihofthe ministers (not priests) of 
Ao is black trousers and shirt over which is worn a long, flowing robe of black 
Jotted with either white spots or jeweletl spangles. Ao has no holy sy mbol. 

Adventuriiig Garb; Ministers of Ao wear whatever is currently in fash¬ 
ion* appropriate for the weather* or suited to iheir profession when they are 
not holding seni’icesH 

Auril 

(Frastmaiden, Icedawn, the Cold Goddess, 

Lady Frostklss) 

Lesser Power of Pandemonium* NE 
Cold, winter 

Saukuruk (among the peoples of the Great Glacier) 
Pandesmos/Wintcr’s Hall 
Talos 

Tabs* Umherlee* Malar 

Ac'ar (Amaunator—now dead), Moander (now- dead), 
Sune* Chauntea* Shiallia, Uthgar 
A white snow-flake on a gray diamond (a heraldic 
lotenge) with a white Ixirder 
LN, N* CN* LE* NE, CE 

Auril (AWE-ril) is most powerful in those regions that 
are a fleeted by deep winters or crouch at the edges of the 
Great Glacier. She is worshiped primarily out of fear. She 
serves Talos and is one of the Gods of Furv-, and much of 
her ethos is similar to that of the god of nature's Jescruc- 
rinn. She has seen much of her personal power eroded by 
Talos, and as a result, the winters have grown colder m 
the past decade to remind the northerners who still con¬ 
trols the piiwer of cold. While she can call on the other Cods of Fur>- for 
aid* she only does so with Uml-K^rlee with any confidence; Talos usually re¬ 
sponds but then directs all the glory and woiship to himself* and Malar de¬ 
spises her. The feeling is mutual. 

When portrayed, Auril appears similar to her FrostmaiJen avatar (see 
below ). She is a Mckle, vain, and evil creature whose cold divine heart re¬ 
mains untouched by any hint of true love* noble feeling, or honor. She 
often toys with those who offend her, trapping them in snow- storms and 
then driving them insane by tantalizing them with visions of warmth and 
the comforts of home before she freezes them to death. Her eternal beauty- 
is cold and deadly* the flower of womanhi.K)d preser\-ed forever in a slab of 
arctic ice—w-ith sensibilities to match the ice. 

Auril s Avatar (Mage 27^ Fighter 20, Cleric 15) 

Auril appears most often in one of tw-o avatar forms: the FrostmaiJen or 
Icedawm. The Fn^stmaiden is a lithe* furious figure of action and is the most 
often seen a\'ataT of .Auril in all regions of Faerun except the south and east. 
Her skin is blue, her hair i.s long* free-flowing, and white* and a fine gown of 
w^hite law-n thick I y furred with frost swirls about her. The Frostmaitlen can 
cast spells from all sc Kiwis except elemental fire and all spheres except ele¬ 
mental fire. She can only cast spells that have a negative effect on plants 
and animals, such as to cause them to rot or he held, except in the case of 
aniinal summoning spells, w-bich ahvays bring arctic creatures to her aid. 
She casts only reversed (darkness) spells from the Sun sphere. All cold 
spells she casts are at triple nom\al damage and a -3 penalty to any applic¬ 
able saving throws. 
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[ccdawn is a siienr, gliding apparition of icy hanteur, an impassive figure 
in an ornate cniwn and hooked, spurred armor of opaque, light blue ice. 
She casts no spells. 

AC-^1; MV 15 (Frostmaiden) of FI 15 (Icedimn); HP 201; THAt:0 1: MT 5/2 
Drag ld6+6 or +9 (ice axe +1, frost hrtnid, +6 vs, fire'Usine/d^s'eUing creatures;, +1 
Srr, +2 spec, bpruis in ice axe) 

MR 60%: SZLdO fcet) 

Str 16, Dex 18. Con 25, Ini 23, Wis 16. Clia 23 
Spells P: 8/«/6/6/4/2/h W: 6/6/6/6/6/6/6/5/5 
Saves PPDM X RSW 3, PP 4, BW 4. Sp 4 

Special Ati/Dcf; The Frostmaiden tends to hurl Oti/uke's/reccing sphtrres, 
ice siomts, ud!h of ice, and ermes of told with 5W.4ft iitnger. She casts those spells 
as a magical ability, but still receives the bonuses noted above once. She may 
use this ice magic ability once per round in addition to her other actions. 
The touch of her gown or her hand leaves the/msi brand, a permanent blue, 
translucent scar that marks through flesh, wood, and stone alike. She carries 
an tee axe +3, jrosf brand, but prefers to use spells. {Attackers of the Frost* 
maiden must make a saving throw vs. spell each round they are within melee 
range of her or he marked by the frost ^mid, which also causes 2d8 pctints of 
cold damage the first time it marks a petstm or thing.) 

kedawn can at will turn all priest and wizard magics of 6th level or less 
back at their sources. Her appearance always costs the life of any Aurilian 
priests who are present, freezing them internally. (If they are not shattered, 
rht 7 can later be raised from the dead,) She does not hut! spells or bandy 
words, but simply drifts about, trailing a thick rime of ice that carats every' 
thing in her wake. Her passage freezes everything within 20 teet of where she 
passes that is not protected by magic solid. Plants are automatically killed un- 
less they are sentient, in which case they may attempt a saving throw vs. 
death magic to be merely forced into hibernation instead. All other living 
things must make a successful saving throw vs. death magic every^ round they 
are within 20 feer of her or die. In addition, living beings in contact with a 
substantial amount of metal (armored, for instance) take 2d4 points of cold 
damage each round they remain wathin 2C feet of kedawm. Liquids within 20 
feet of her freeze solid automatically, and this forces pi>tion.s within range to 
make a successful saving throw vs. cold or tie destroyed. Metals and stone 
within 20 feet of her Wome chilled and brittle; they shatter 20% of the time 
if dropped or stnick with a succcsshil attack roll. Magical items or constructs 
may make a saving throw vs. crushing blow il the percentile roll indicates 
they shatter to avoid this. 

Other Manifestations 

Auril usually manifests as icy breath accompanied by a cold, ruthless chuck* 
ling and a blue-white radiance that leaves a thin line of frost to mark its pas* 
sage. She alsi^f appears as a hbnk'eyed face of frost with long, wind'whipped 
white hair that radiates intense cold. Auril uses this latter manifestation it 
she wants to speak, slay, or confer items i>f power Liptin worshipers. She slays 
with her life-chi lling kiss and confers boons by breathing them out of the 
face s mouth. Her victims must make a successful saving throw vs. death 
magic to survive the face's kiss, 

Auril also indicates her favor or disfavor or sends aid through the pres* 
ence or actions of water elemental, ice para^elementals, undeaJ, winter 
wolves, frost giants, and other arctic creatures. 

The Cliuroh 

Clergy: Clerics, specialty priests, shamans 

Clergy's Align.: LF, NE, CE 
Torn Unoeau: C: No, SP: No, Sha: No 
Cmnd, Undeao: C: Yes, SP: No, Sha: Yes 

.Ml clerics, specialty priests, and shamans of .Aturil receive religion (Faerun' 
ian) as a bonus nonw'eapoii proficlencv. Upon being Embraced by the gtjd* 
dess, clerics of Auril beci>me immune to natural cold damage and the ef¬ 
fects of exposure. 

.Auril is feared and worshiped in order to hold oft the depredations of the 
harsh winters with which she threatens FaeiTin. Trappers, miners, and set¬ 
tlers in the North, some barbarians and inhabitants of the Great Glacier, 
and residents of the lands crouching at any glacier^s edge revere her and 
honor her in attempts to placate her cold fury come winter time. In recent 
years, winters have been getting longer and colder, and more and more folk 
have been making the prayers to Auril that her clerg>- urge he done. A few- 
clans of frost giants are led by shamans in her serv ice. 

Priestesses of Auril roant the lands of Faerun, especially in the North, 
though her clergy are now being seen more often in the Heartlands. Auril's 
church has a few^ males within its ranks, but mvrst clergy- of the Fmsrmaiden 

L.. .. 


are female. Specialty priests of Auril, called icepriestesses and kepriests, 
make up one-third AuriPs priesthood. The relationship bemeen the spe¬ 
cialty priests and the clerics of Auril is ver>' good. The entire church is very^ 
loosely and informally organized, and clergy members wander and are largely 
Independent. Most priests of Auril use only the honorific “Hand of .AuriH or 
**kebreath," but at temples such as the House of AuriPs Breath at Glister the 
clergy use formal titles. In ascending order, these are: Po&tulant, Votre, 
Icewind, Storm Sister/Storm Brother (a title given to the great bulk of 
priests betw'een 3rd level and 8th). Freisttoucb, Lady/Lord Cold), Ladv/Lord 
Deep Winter, Lady/Lord Cold Circle, and High Hand of (ce. 

Because of their iminuntry to natural cold, priestesses of .Auril are often 
seen scampering lightly through the in summer-ucight clothing or 

bathing in frigid river w-aters in the depths of winter to no apparent ill effect. 
They need much less food than other beings because of this ability, and 
often roam the northlands energetically when bUzzards have forced ocher 
folk to hole up against the weather. Many priestesses qf ,Auril make a hand¬ 
some living delivering medicines, messages, and needed supplies throughout 
the north lands in winter. 

Dogma: Auril charges her clergy to: *'Cover all the lands with ice. 
Quench fire wherever it is found. Let in the winds and the cold; cut down 
windbreaks and chop holes in w'alls and roofs that my breath may come in. 
Work darknesses to hide the cursed sun so chat the chill I bring may slay. 
Take the life of an arctic creature only in great need, but slay all others at 
will. Make all Faerun fear me," 

AuriPs clergy are commanded to revere her and sing her praises into any 
chill breeze or winter wind. They are to make all creatures fear or worship 
her and to bring down her cold power against all so that all may know^ her 
and quake before her. They are not to raise their hands against any other 
priest of Auril. 

Day-to-Day Activities: Clergy- of Auril seek to make all folk fear their 
goddess and her clergy (to cut down on rhe attacks they face) through the 
fury of rhe winter weather They also try to mjike themselves persiinally 
wealthy and influential by carr^hng out tasks chat others cannot in the 
w'orst winter weather and by magically protecting those w'ho pay or obey 
from the w^orst W'inter conditions. Clergy ntembers make offerings to the 
goddess of some of the w-ealth they amass by scattering it in falling snow 
during a storm or throwing it through cracks in river ice or glacial crevasses 
during the winter. 

In the cold months, Auril expects each of her priests to force or persuade 
someone to pray to her in the approved manner by beseeching Auril for 
mercy and praising her for the “cold deansing" she brings. This prayer must 
last for the length of time it takes a piece of ice larger than the ^'supplicancV' 
hand to melt against his or her bated fleslt. It must be done out of doors and 
preferably at night. Dtiring the winter, Aurilian derg>' are also expected to 
slay at least one creature by cold. This is often done so as to provide wor¬ 
shipers or potential worshipers of the goddess with food or to slay a personal 
foe of the priestess or priest. 

Holy Days/Important Ceremonies: Midwinter Night is the mosr holy 
time of the year to clerg>' of Auril. It is a festival of ice-dancing cltat lasts the 
w^hole night through, during which the goddess desires her clergy both to 
enjoy themselves and to lure as many folk as pt^sible into her service. 

postulants are instructed in the w^ays of the ginidess, and must undergo 
the most sacred ritLial of Auril to gain admittance into her clergy: rhe Em¬ 
bracing. This [’»ers4inai ritual may occur at any time of year, but if it is in sum¬ 
mer, the piTstulant miLst journey to arctic or high mountain regions in order 
to find a blizzard. The Embracing consists ot running through a bliizard all 
night long dressed in only boots (though they may be thigh-high), a thin 
shift, and bixiy paint depicting symbvds sacred to Auril. Celebrants either 
perish of exfxjsure or are accepted by the goddess by being rescued from the 
pain and shivering by Her Embrace. 

Thereafter, clergy members usually pray in private, by lying out in the 
snow all night long in prayer vigil. In summer, her clergy^ usually immerse 
themselves (except for their heads) in the coldest water they can find, typi¬ 
cally by lying down in a fast-flowing stream. Auril answers their queries and 
gives them directions and missions through mind visions. 

Two informal but enthusiastically celebrated rituals are the Coming 
Storm and rhe Last Storm—howling ice storms called up by clergy w'orking 
en masse w^ith all the cold magic they can muster. Together they bring fierce 
weather down upon a town or region to mark the onset of w'inter tjr its last 
gasp as spring begins. 

Major Centers of Worship: The House of AuriPs Breath in Glister, 
north of the Motaisea, is the largest and most intluential temple to the cold 
goddess, Ix^asting a congregatkm of over 1,60C gathering around the fires for 
nightly Fire and Ice rituals (all of them miners and fur trappers too afraid not 
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to venerate Auril)* High Hand of Ice (high priest) Malakhar Rhenta leads 
the Storm Circle of 14 or so senior priescesses in running the temple and 
planning the weather magic they work* The House of AuriTs breath is 
known mote commonly to those not of the faitli as **the Cold House” or, 
more bitterly, ''Q>y Comfort Towers ” 

Affiliated Orders: Auril’s church has no affiliated military or knightly or¬ 
ders. She is just not of a mind cosponsor prolonged martial actions; she would 
rather send a hlizzani down on those who offend her than troopts* An txld as- 
sortment of cults and fellowships have grown up around or become attached 
to her worship, though. These gmups include the Cult of Frost, whose driving 
goal IS the acquisition of the artifact known as the Rmg 0 /VPinter; a group of 
wiiards known at the Frost Witches, wh4> have recorded at least one tome of 
frost and cold magic in Auril's name and are rcputol co know the location of 
the Cudidl 0 /Wifiite, a priestly book describing Aurilian rituals and contain¬ 
ing some wizard spells also; and the Sisters of istishia, who w'orship Istishia as 
a herald of cold and servant of Auril. The Sistera of Istishia^s worship seems to 
benefit IsTishia, not Auril, as a few Aurilian priestesses have been given a di¬ 
vine mandate to seek out the Sisters and '^correct” their theology. 

Priestly Vestments; Priests of Auril wear ice-w'hite ceremonial robes 
with hlue piping. The robes are cinched at the waist by a very wide silver 
belt, w^hich also holds the requisite ceremonial ice axe. The ice axe bears the 
snowflake-in-torenge symbol of the faith. (The tee axe is treated as a hand 
axe for combat puqxjses.) A silver circlet on the head is the final touch. 

AdventUJUig Garb: When adventuring, most priests of Auril w^ear at 
least the circlet, the belt, and the ice axe w'ith their normal day-to-day 
clothes* Since they are immune to the effect? of cold, they usually wear only 
w^hat clothing they think enhances their appearance, not necessarily what 
others are wearing for the iveather. They never encumber themselves w^ith 
excessive clothing or large sleeping bundles, preferring to travel light for 
maximum mobility. 


Prime Req.: 
Aucnment: 
Weapons: 
Armor: 


Minor Spheres: 
MAtacAL Items: 
Req, Profs: 
Bonus Profs: 


Speclalt)^ Priests (Icepriestesses/lcepriests) 

Requirements: Constitution 13, Wisdom 12 
Constitution, Wisdom 
NE 

All bludgeoning weapons and the ice axe 
All armor types up to and including chain mail and 
shield 

Major Spheress: All, animal, combat, divination, elemental (no fire-re¬ 
lated spell?), healing, necromantic, protection, rime, 
weather 

Creation, guardian, wards 
As clerics 

Weather sense, ice axe 
Direction seirse 

Icepriestesses and icepriests have an immunity to cold similar to a per¬ 
manent resist cold stielL They are immune to natural cold and have a +3 
bonus when making saving throws vs. any cold- or ice-based attacks. 
Tliey suffer no damage from such an attack on a successful sa\ ing throw 
and only half damage on a failed one* 

kepriesresses and icepriests can cast frost finders (as the 1st-level priest 
spell) once per day. 

Ar 3rd lev cl* icepriestesses and icepriesTs are able to cast frost whip (as the 
2mi'level priest spell) once per day. 

At 5th level, icepriestesses and icepriests are able to cast ice likiie (as the 
4th-level priest spell) once per Jay. 

At 8th level, iccpriestessc-s and iceprie.sts are able to cast ice stiJrm or ujuW 
nf ice (as the 4Eh-level wizard spells) twice per tenday. 

At 10th level, icepriestesses and icepriests arc able to cast ctme of cold (as 
the 5th-level wizard spell) once per day. 

At i2rh level, icepriestesses and icepriests have the ability to summon an 
ice para-elemental (as the conjure fire efeutenud spell) once per tenday. 
Tltey may do sti an additional time per tenday lor evety^ level over 12. 


Aurilian Spu[l.s 

1st Level 


Frost Fingers (EvtJCatuin) 


Sphere: 

Range: 
Comptments; 
Duration: 
Casting Time: 
Area of Effect: 
Saving TTiirow: 


Combat, Weather 

0 

VS 

IrLstantaneous 

3 

The caster 


Prosi fingers is a cold form of the huTniug Iwnds Ist-level wizard spell. When 
cast, it causes freezing cold and shards of ice to blast from the caster's fin¬ 
gertips to a distance of 3 feet in a IZO-degree arc in front of the caster. Any 
creature in this area suffers ld3 points of dauiage plus 2 points tor every' 
level of the spellcaster, to a maximum of !d3+20 points of cold damage* 
Those who make a successful saving throw vs. spell receive half damage. 
Liquids engulfed by the cold freeze unless an item saving throw vs. cold U 
succe^friL 


2n J Level 

Frost Whip (Alteration, Evocation) 


Sphere: 

Range: 

Oimponcnts: 
Duration: 
Casting Time: 
Area of Effect: 
Saving flTirow: 


Combat, Weather 

0 

VS 

I ftHind/level 
5 

Flexible 6-foot'long beam 4 inches in diameter 

This spell creates a beam of frost stretching from the caster's hand. With a 
one-round delay, it can be shifted to any other body extremity'; this ability is 
nonnally used only when the caster is climbing, dangling down from a ledge, 
or pinned under foes. The beam lasts until the spell expires, the caster wills 
the magic to end, or the priest undertakes the casting of another spell* 

A frost whip is commonly swung about to lash foes. It can pass through 
them like a force, rather than a real whip, so that if the caster faces several 
opponents, it can be swung in an arc through all of them* If held in front of 
the body or across an opening, it can .sometimes be made unavoidable so 
that foes must take damage from it, but it otherwise attacks once per round 
at the caster's ntjtmal THACO for 4d4 points of damage* A successful sav¬ 
ing throw' vs, spell reduces the damage by half. 

A gently applied/Vost uhip can also freeze windows shut, stop pipes, freeze 
water, njin fruits and vegetables, and render items fragile or surfaces slippery. 

4th Le\'el 

Ice Blade (Alteration, Evocation) 

Sphere: Combat, Weather 

Range; 0 

Components: V S, M 

Duration: 1 round/level 

Casting Time: 4 

Area of Effect: 4-ftJot-long, 4'inch-wide field of force 
Saving Tlirow" None 

This spell creates a sw'irling sword-shaped formation of jagged, fast- 
swirling ice shards extending from the caster's hand* Weightless and non- 
metal lie. it is considered a +2 enchanted w-eapon for purposes of determin¬ 
ing what it can hit and strikes at THACO 6, regardless of the caster's nor¬ 
mal combat abilities. An ice hkde can pass through (be swept across) par- 
rying w'eaptms and obstacles such as trees without being stopped by them* 
Us touch lacerates for 3d4 points of damage and chills for an additional 
IJ6 ptiints of damage. 

Tire material component for this spell is a shard of ice, glass, or crji'.stal. 


7 th Level 

Heart of Ice (Alteration, Necrnniancy) 

Sphere: Combat, Necromantic 

Range: Touch 

C^imponents: S 

Duration: Permanent 

Casting Time: I round 

A tea of Effect: One c reature 

Sa V ing Th row: Special 

This spell requires intense concentration (hence the long casting time) and 
can only be delivered by touch, requiring a successful attack roll to deliver 
on any but totally immobilized iitpponents* Victims turn black, are covered 
by a thin sheen of white frost, and instantly begin to shiver uncontrollably, 
making spelkasting, attacks, or any other activity except falling in a certain 
direction or shouting impossible. Victims must make a successful saving 
throw vs. death magic or die, as their hearts freeze and shatter. Those who 
successfully save suffer 5d8 fKiints of internal damage instead, hut as a side- 
effect are also rendered immune to all cold damage for 1 turn per level of 
the caster of the heart of ke. Creatures normally able to exist in frigid con¬ 
ditions (including priests of Auril, white dragons, remorhaz, w inter wtjlves* 
and creatures from the Para-elemental Plane of Ice) are immune to this 
spell or suffer only IJ4+1 points damage from internal bruising. 
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Azuth 


(Tile Hi^h One, Patfon of Wizarcjs, the Lord of Spells, 
the Hand of Sorcery, the Lord of Spellcraft) 


Lesser Power of Arcadia, LN 

Portfolio: Wizards, mages^ spellcasters in general 

Aliases: Ntme 

Name: Buxenus/A^urh 
Superior; Mystra 

^^'LiES: Mystra, Savras the All-Seeing* Vekharoon the Vaanted, 

Oghmu, Deneir* Leira (now dead) 

Foes: Cyric 

Symbol: A human left hand, ptifinting upward, tiutUned in a nim- 

bus of Hue tire 
WoR. Align.: Any 


Aruth (Ah'ZOOTH) is the god of wizards and mages 
and to a much lesser degree, all spellcasters, as opposed 
to Mystra, who is the goddess of all magic. A::uth is Mys- 
tra^s servant, hiend, ami advistjr. This last role has he^ 
come even more important in the years since the Time 
of Troubles. Ik fore the Godswar* he and Mystra were 
much closer and ver>' affectionate toward one another, 
bur Azuth's relationship with Midnight/Mystra is much 
more professional. He regards the new Mystra as an inexpencnceJ daughter 
facing a taxing and complex job whom he must coach to alkw her to best 
perform her duties. In religious art, A^uth is most often portrayed as a 
bearded old man unbent hy age* w'ielding a stout, gem-topped staff. 

Savras the All-Seeing, a rival gtxJ of mages tvhom Azuth defeated, was 
Azuth’s foe for centuries. Savras now' serves Azuth, albeit uneasily, as a 
demipow'er of diviners and truth-speakers. The two deities seem m cau¬ 
tiously he w-orhing Uiward triendship and a formal division of duties* alhe't 
with Savras continuing to serve Azuth. Azuth alsti w orks closely to guide the 
Magister, the mortal spell wielding champion of magic who serves Mystra. 
Likewise, Velsharoon, Jemipttw'cr of necromancy, must pay at least lip ser^ 
vice to Azuth's commands. 

Azuth is a St3her sort of lather-figure deity, hut he is not humorless o-r 
mean-spirited. He has a rather dry, sardonic wit and appreciates plays on 
W'ords and stibrle humor He has perfected a straight-faced delivery' to such a 
degree that olren those who hear him speak are left wondering whether 
some of his ctunments w'cre said seriously or in jest. When he is in good 
humor, he likes to present those w^ho have called lsh him with small gifts, 
such as fiowets in unustial colors, magical fabric of elegant drape, or edible 
delicacies. When he is upset, his w'tath is terrible to behold as the air crack¬ 
les w ith magical energy aboui him that seems to flow' Kith into and out of 
his eyes and the Old Sca^, a divine artifact of ancient ct>nstruction that he 
wields to devastating effect. 



Azuth .s Av^tiir (Mage 30 , Cleric 30 ) 

Azuth is Ciimmonly depicted as a w'hite-hearJei.i w'hice-haired \'igorous old 
man dressed in gray silk robes cann ing a staff one and a half times his height 
that is topped with a huge, caKfchtm-cut topaz. He never w'cars a bar. Azuth 
can sKipt: cKjnge at will, and he often appears as a ZO-ftxit-tall pyramid shape 
w ith no apparent eyes or mouth that is covered with sparkling, pulsing 
lights. In this shape, he glides along, perfectly able to see, speak, and unleash 
spells. He can cast spells from any schixil or sphere. 


AC MV 15. PL 24; HP 176: THACO 2, ^AT I 

Dmji Id6+J. +6. or +9 (Tin; Old Sialf—iis a staff ot sinking) 

MR90’ii):SZH]0feerl 
Sir 12,1 Vs 2L Int 25. Wi. 2^. CKi 18 

Spclh P: n/12/I2/l2/| 1/10/8. W; 7/7/7/7/7/7/?/6/6 
-Saves PPOM 2*, RSW 1*. PP 5*. RW 7*, Sp 4* 

* Actually PPPM 1, RSW 1, PP 1, RW 5, Sp 1 alter saving’ ihnsw' Kinuses tor staff 
oi the mjjii and staff of ptiw'er (mmtiuum I). 

Special Att/Def: All spells Azuth casts are alway.s for maximum dura¬ 
tion, damage, healing, or any other random variahle, and he may custom- 
shape the area of effect of any spell he casts to his desires. Azuth can always 
cast two offensive and one Jetensive ot miscellaneous spell per round. He 
can discern the abilities of any type of magicbd weaptms he is ctjnfronred 
with on sight Etnd arrange his tactics to best counter them. flU touch negates 
the effects ot magical Items as a rtxl of ctinceliartoTi when he so w'ills it. 

I ie w'iclds the CJiJ Staff. The Old Staff has all the pow'crs of a of die 
rnugt and a itaff oflkm^cr and can Linleash two spells per round plus use one of 


its two special powers. Ils normal abtlitieis include the power to sfinnk itself, 
enkirge itself, turn mvftible,/fy about and return to Azuth's hand, andpkme 
sfu/t or dimensHm door at Azuth's command. Azuth can control it from a dis¬ 
tance so that it unleashes spells when apart from him in addition to any 
magic Azuth may he personally w'ielding. 

The Old Sta^has two q^^cial ptmers; It can reflect all magic cast ar it and 
at Azuth in a round 100% back at the st3urce or sources even if the two are 
separated by vast distances (so long as they are on the same plane), or it can 
absorb beings into the Spirit Siane, the gem atop it. Beings who have (or 
have been reduced to ) 2 HD or less in levels or current hit pomes get no sav¬ 
ing throw vs. spell against this effect; others get a savinig throw' at -1 per 
each Hit Die's worth of hit points in damage they currently arc at below 
their normal total. 

He is immune to all 7th-le\'’el and greater w'izardly iruigics, spells from the 
spheres of thought, time, and charm, enchatument/charm spells, illusions 
and all illusion/phantasm magic* All spells cast to Azuth's detriment tar¬ 
geted at him or including him in their area of effect are always tor minimum 
Juration, damage, or any other random variable* 

Otlie r M 0 tiifesta bi an s 

Azuth sometimes appears as a glowing, intangible floating mouth sur- 
rr^iunded by mustache and beard and sometimes as a white* glow'ing, upright 
hand with its forefinger extended to a ptiint that is outlined with a shim¬ 
mering silver aura. Most often he appears as an electric blue radiance* Some¬ 
times he manitests merely as an echoing, dry, male voice or such a \'trice ac¬ 
companies another manifestation* In all manifestations, he lias the ptiwer to 
unleash spells, identify from a distance w ithout triggering the powers of an 
item or spell, and know- the end result of any magic he sees being cast betore 
it cakes effect* 

Azuth also acts ot shows his favor through the appearance or presence of 
pure gray cats and dogs (w'hich Azuthans consider lucky), gray owls, gray 
mice, golems, W'atchghosts, devas, and the Favored- The Favtued are human 
archmages given a second life by Azuth to serve him w ith their spells and re¬ 
searches. They can fly and employ ESP at will, but are otherwise living 
mages in all respects. 

The Church 

Clergy: Wizards, clerics, specialtv' priests, monks 

Clergy's .Align.: LG, LN, N, CN, LE 
Turn UNOEAn: W: No, C: Yes, SP: No, Mon: No 
Cmnd. UndeaO: W: Nt>, C: No, SP: No, Mon; No 
All clerics, specialty priests, and monks of Azuth receive religion (Faerun- 
ian) as a bonus nonweapon proficiency. All priests of Azuth can cast priesr 
spells faster than ocher priests. Their casting time <jn all priest spells of one 
round or less is reduced hy 5 (for example, a casting rime of 7 w'ijulJ be re¬ 
duced to 4). Those spells that take more than one round to cast still take 
them the usual amount of time. Priest spells cast by a priests of Azuth alw'ays 
have a casting time of at least 1. 

Azuthan clergy tend to be frilk who love magic ftir its owai sake. They Jo 
not exult in pow'er, for that is the tendency t>f rlwisc w'ho enjoy w'hat magic can 
alkiw' them tt^db to others, but in elegance, complexities of dw'eomer, and Jelt 
ase of spells. Wirards, clerics, specialty priests, and monks serve in the derg>- of 
Azuth, Within the church hierarchy, 45% of the titled clergy' are wizards. An¬ 
other 30% are clerics, w ho form the strong right ami of the faith, 20% are spe- 
cialrv' priesLs, and 5% are monks. Relationships betw'een the three gtoups are 
gtxxl, though there isstime resentment against a current trend to promote spe¬ 
cialty priests into positions of power. How'ever, because of this trend, more 
novices of the Azuthan faith have chtiscn the path tif a specialty’ priest than a 
cleric* Specialty priests of Aztith are known as magistriiti. 

In areas w^here Azuth has temples, shrin.es and monastic communitie.s, 
the ruling (nut nece.s,sarily the most powerful) clergy memberhold.s the title 
of'^the First" and is addressed as “Revered One." Other clergy mernhers in 
large clerical communities have expanded on this idea: Tie most powerful 
user ot alteration magic is called First Transmuter, the leading :jpecialist in 
divination magic is First Diviner, etc. The First may bestow or revtike such 
titles within his or her parish. Clergy- members of high rank and long years 
in the church are granted the title of Master. Azuthan clergy eschew' most 
further titles. 

Dogma; Followers of Azuth fed that reason is the best way to approach 
magic, and that it may be examined and reduced to its component parts 
through study and meditation. Calm and caution are the w^atchwords of 
Azuthan clergy members as they strive to avoid mistakes that even magic 
cannot undo* They are raught to Lise An (magic) w isely an<l to he always 
mintlful of w'hen it i.s best not to use magic* 
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Novices in the faith are charged to; 'Teach the wielding of magic, and 
dispense scrolls, items, and spellKnjks throughout Faerun that the use and 
knowledge of magic may spread. Encourage et'ctwrjJie to tr>' their hand at 
wielding magic. Drive home the lesson that with magical power comes grave 
respimsibiliry, and live dial lesson yourself. Try to gain a copy of ever>' new 
spell, spell variant, or magtcal idea you encounter without regard for its 
worth or importance—and make a copy of that copy for a temple library. 
Train others in what you know of magic, not hoarding your knowledge for 
\*ouT5elf, and encourage creativity in magic in all ways and at all times/* 

Day-to-Day Activitieji! Azuthan clergy members very often serve as 
messengers between mages. They strive to remain above reprtiach and To he 
regarded as tmstcd neutral parties by all. They organize annual Mage Fairs, 
and at thtise Mage Fairs they try to settle feuds, curb overly destructive orde- 
ceitfiil magic, and sponsor spelKveaving coniests. They also give out scrolls 
of the winning spells from previous years and small, useful magical items as 
prizes in these contests. 

Most w izards see the priesthood as helpful, but members of the church of 
Azuth may go us great lengclis to ser\'e a prime goal that many wizards do not 
find SI pleasing: They try to ensure rhar no spell or magical item is unique to 
one mage in Faerun so that the death of a single wizard docs not take any 
spell or the knowledge of how^ to construct an item out of the world fore ver, 
Aiuthan clerg^^ members do this by magical spying (and even temporary 
thefts), by copying every^ wiiardly writing they can find including command 
words and cryptic phrases (not just complete incantations), hy encouraging 
the barter of spells, and by organking tome drives in w hich w izards are paid 
himdsomely to contribute a spell to the latest fi>llo of the imgoing Azuthan 
.spell cyclopedia (a written collection of spells fftmi various mages duplicated 
magically in bulk, kmnd, and disttibuted by the priesthotxl ftu a minor fee 
covering production exists). 

Holy Days/Important Ceremonies: Tlie church of Azuih holds a holy 
revel to tnark the ascensiim of a new Magisterand of any mage to the ranks of 
the Favi>red. Every twilight the faithful of Azuth pray silently to the High 
One fVir guidance in all their doingsS that day and the tiext, Aiuthan priests 
otherwise avoid a lot iif ceremony, bur in temples and abbeys of the Lord of 
Spells, all three majtir meah of the day are acci>mpanictl by readings from tlie 
writings of great mages on the ethics (.>f magic use, speculations as to what 
magic can be made to do in the tutiire, and varituis philosophies iif magic. 

When a being is ctmfirmed as a priest of Aiuth, she or he must undergo 
the Transkaniing, a ritual in which the novice spends a tenday in thrall to 
an mvoluntary', ongtJing shnfie c/uinge cast tin him or her by a Master In this 
ceremony, the luivice must see life through the eyes of a bew ildering variety 
ol shapes ftirced uptm him or her in successitm by rhe magic. No shape the 
novice is placed in is unable to sun ive m the envirtmment m which this rit^ 
ual lakes place, hut the experience is typically htmthling. The ritual is rypi- 
cally held in a w'alled, secluded temple garden that is temyKirarily off limits 
to all others, hut which normally serv'es as a place tor contemplation. Tire 
spell itsed in this ritual is a church secret, and it has been used by some MaS' 
Eers iin bx's in the delcnsc of temples and iihbeys under attack. 

Azuthan clergy and lairy alike also celebrate occasional Wild Nights, in 
which they dance in the iiiiidst of unleashed w ild magic just to feel its pt’iwer 
and etfects. (Other wizards uni,l priests staml by to rescue anyone w-ho runs 
into htinnd 

Major Centers of Worship: The House of the High One in Saerknin is 
the most revered temple of the Azuthan Hith. It is run j^iintly by six Miisters 
(all human male prie.sts or wizards of 18rh or greater level); Helven, Lhun, 
Mirren, Ormil, Riilath, and Thelcaimt. Another very powerful temple of 
Azuth is the Hliusc eiI the High One Ascendant, It is located in rhe moun¬ 
tains near Lhair in w^cstern Halruaa. Here First Arleenaya Kithmaer runs a 
huge temple tiimplex expanded out from natural caverns in the UKiuniains 
and fronteti by a granLl fVinnal stone archway and portico tirnamented by the 
iinesi cun ings stone shitpe and grand master sculptors can achieve. 

Affiliated Orders: Azuthan clergy members w'hii have done great ser¬ 
vice in recovering magical knowledge thought lost are often voted into the 
Order n\ the Forgotten Page by the Firsts of the church and allowed to w-ear 
A srHCcial silver trim on tlie collars of their ceremonial vestments. Members 
oi the tairh who have served the church in helping to eliinmate a magical 
imhidatice or monsiTosity are granted the title “Shield of rhe High One," 
given a minor protective magical item, and told a secret phrase or wtir^l that 
alloW'S them aid from any temple or shrine of Azuth m the form of healing, 
shelter, and small loans, when necessaiy'. 

Priestly V^estments: The vestments of the priesthtioj of Azuth are 
shimmering gray and usually made of silk, chough these are layered w ith 
heavier and imire sensible materials in the North. Tlic symbol of Azuth is 
worn on the chest, and the color of the aura on the symN>l denotes an indi- 


viduaFs rank within the church. Most acolytes, monks, mage apprentices, 
and adventurers have a yellow aura surrounding the symbol of Azuth. 
Higher level adventuzecs and clergy members at large without official posi¬ 
tion w'ear symbols with a red aura. Those with First designation in rhe 
church have a white aura. When not used to identify' rank, the symbol of 
Aiiith has a blue aura. In ihe North, usually only the fotefinger of Aiurh's 
symbol is showm ablaze. From Chessenta stiuthward—notably m Halruaa— 
the entire band is surrounded by flame. 

Adventuring Garb: In the field, clergy of Azuth wear sensible clothing, 
predominantly in shades of gray. They w-ear the symbol of their faith ov er 
their hearts, cither stitched onto a tunic or robes or inlaid in metal armor. 


Specialty Priests (Magistrati) 


Requirements: Intelligence 13, Wisdom H 
Prime Req.: Intelligence, Wisdom 

Alionmeisit: LN 

Weapons: Any bludgeoning {whtilly Type B) weapons 

AttMfJR: None 

Major SPHERESSt AH, astral, charm, combat, creation, divination* 
guardian, healing, law, necromantic, protection, sum¬ 
moning, sun* thought* wards 
Minor Spheres: Elemental, travelers, war 

Magical Items: Same as clerics, plus all items normally usable by wizards 
incitiding magical scrolls 
Req. Props: Spellcraft 

Bonus Profs: None 

* Like all Azuthan priests, magiscrati can cast priest spells faster than other 
priests. Their casting time on all priest spells of one round or less is re¬ 
duced by 3 (for example, a casting time of 7 would be reduced to 4). 
Spells taking more than one round to ca.si still require the usual amount 
of time. Priest spells cast by a magistrata alw'ays have a casting rime of at 
leiLSt l- 

• Magistrati, starting at 2nJ level, may cast wizard spells in addition to 
priest spells. Magistrati cast these as mages of half their actual level (drop 
fractions). For example, a 3rddevel magistrata casus wizard spells as a 1st- 
level mage and cannot gain spells that are not available to a Ist-level 


mage. 

Magistrati pray for their wizard spells instead of studying to memorize 
them, and chtisen wizard spells replace clerical spells potentially avail¬ 
able for use that day. (In other w'ords, the wizard spell occupies a priest 
spell slot.) Because of this, magistrati may never cast 8th- or 9ch-level 
wizard spells. Funher, a magistrata may only take wizard spells from a 
single school (abjuration, alteration, necromancy, etc.). This school is 
determined when the first wizard spell is requested from Azuth. From 
that point on, all wizard spells prayed for by that magistrata must he from 
that schixil and cannot be from any other, with the exception of read 
magic, which is always available. 

• Magistrati may use magical scrolls in addition to clerical scrolls. They 
need a read magic spell to do so if the spell is not of the schLit>l of magic 
they have selected to chixise their wizard spells from. 

• At 5th level, magistrati can identi/y (similar to the ht-Ievel wirard spell) 
magical items by touch. Use of this ability cannot awaken any curse or 
item powers and d^ies not temfHirarily reduce a magistrata s Constitution 
or require him or her to rest after using the ability. The duration of rhe 
identify ability is five rounds, which may only he used on one item. An 
item may only he identified once by a particular magistrata; another at¬ 
tempt cannot be made until the magistrata increases in experience lev eL 

• At 7th level, magistrati have the ability to cast magic mijssile once a day 
(similar to the Ist-level wizard spell) as if they w^ere mages of equivalent 
level. This is an ahility and does not conflict with their restnetion to 
only one schtxil of w izard spells. 

• At 9th level* magistrati have the ability to cast //rehud or Itgdming: Ndt 
once a day (similar to the 3rd-level wizard spells) as if they w ere mages of 
equivalent level. Thi.s is an ability and does not conflict with their re¬ 
striction to only i^ne sch wl of wizard spells. 

• At 12th level, magistrati have the ability' uj create a w-all similar to any 
w'all spell (u'ud rj//ire, wad of ice, tealf office, u-ulJ! of iron, wail of stone, 
etc.) once a day as if they were mages of equivalent level. This is an abil¬ 
ity and does not conflict wuth their restriction to only one school of wiz¬ 
ard spells. 


Azuthan Spf^lls 

All of these spells, available to priests and wizards in Azuth's clergy, are 
biith wizard and priest spells; they work identically for either class, with the 
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exception of their ciisting times* The casting times for the wizard versions 
are noted in parentheses next to the prtesily casting time- This priestly cast¬ 
ing time does not incorporate the reduction in casting time that Azuthan 
priests gain. The wizard spells have been written down in church spell 
tomes for the use of wiiiuds of the clergy-. Azuth prevents them from falling 
into the hands of those itoi of the faith by this simple expedient: These 
spells cannot he seen by nonclergy' wizards- They are not magically hidden 
□r detectable only w'ith special abilities; they are simply not there for any¬ 
one who is not a clergy member^ and if such people gaze upon a page where 
they are written, all that is seen is blank vellum, 

4th Level 

Asuth’s Fedensor ( Alteration) 

Sphere: Thought 

Range: Touch 

Ct>mpt)nents: V, S 

Duration: Up to I turn 

Casciiig Time: 7(4) 

Area of Effect: One he i ng 

SaV i ng Throw: NiUie 

This spell allow's the next Ist- through 5th-level spell cast by the caster of 
A^kth’s fedensor or another touched spellcasting being to be unleashed 
without any normally necessary material components (unless crucial to a 
spell, such as the gem used in a magic jot spell) and without being forgotten. 
The affected spell is nor erased from memory and can be cast again as nor¬ 
mal at a later time. The spell to be effected must be cast within a turn of the 
casting of Atwdi’s /edensor, or the /edensor is lost and w^asted. Azuih's feden- 
sor does not work on A^iitk's /edensor; such a use results in the loss of both 
fedensors. 

5tli Level 

Azuth^s Exalted Triad (Alteration) 

Sphere; Thought 

Range: 0 

Components: V* S 

Duration: Special 

Casting Time: 8(5) 

■Area of Effect: The caster 

Saving Til row; None 

This magic can affect any one 1st through 5rb-level spell that the caster of 
the exulted iritul already has in memory. Once this spell is chosen by silent 
will of the caster, the triad cannot be shifted to another spell Tlie chosen 
spell becomes castable thrice without any addirional memorization, loss of 
other memorized spells, or b>ss of spell memorization slots. 

The first use of the spell chosen to lie affected by A^:iitii s extifred triad is 
cast as normal in all respects, hut the second and third castings of the chosen 
spell require no material or verbal components and their casting time 
changes to 2. 

An exaifed Critkl spell canntit affect another exuired mad spell in memory. 
Only one exulred triad spell may be in use on a given spell slot at a time; any 
attempt to use multiple exalted irittd spells on a given spell in memory' results 
in the spellcaster being feebleminded. Azudi's fedemar may not be used on 
Atuth's exaJfed triad or on any spell affected by Azuth’s evoited tritul. 

No more than two exalied triad spells may be in use {on different spells in 
memory') at a time. The extra “copied" spells gained by use of an exalted triad 
all take up the same spell slot; that spell slot U considered in use until all the 
copies created by the exalted triad are used or discarded frtJin memory to 
make way for new spells, at which rime the exalted triad ends. 

7th Level 

Azuth’s SpeU Shield (Abjuration) 

Sphere: Protection 

Range: Touch 

Components: V, S 

['Hiration: I round 

Casting Time: I round (7) 

Area of Effect: One being 

Saving Throw: None 

This spell renders the caster or a touched spell recipient immune to all mag¬ 
ical effects on the round after this spell is cast. This immunity includes an 
immunity to previously applied protections and aids and ongoing effects. 
Tile spell dt>es not prevent such magics from operating; it simply prevents 
the protected being frt>m being affected in any way by them for one round. 


Destroy Magedoom (Conjurnriory/Sumrnoriing) 

Sphere: Summoning, Protection 

Range: 10 ya rds/level 

Components: V, S 

Duration: Instantaneous 

Casting Time: I round (7) 

A tea of Effec t: One magedoom 

Saving Throw': Special 

This spell was recently developed by rhe church of Azuth in response to the 
creation of a mage-killing horror know n as a magedoom by the piiwerful wiz¬ 
ards of the Zhentarim* (&e the Rums of Zhentil Keep boxed .set for details on 
this monster.) Azuth only grants this special spell to highTevel specialty 
priests and wizards who serve him well. The spell is unaffected by a mage- 
doom's 100% magic resistance. 

This spell has nn effect on any creature except a magcckiom. When cast 
on a magedoom, the magedoom must succeed at a saving throw' vs. spell or 
be destroyed. If the saving throw is successful, the magedoom takes I0d8 
points of damage* The damage may destroy the magediHim any^vay . 

Hie material components for this spell are a holy syrntnil of Azuth, which 
is not consumed in the casting, and a magical item, w hich is consumed in the 
casting. Unique items, artifacts, and relics (as adjudicated by the DM) can¬ 
not be used as components of this spell 

Bane (Dead) 

(Tlie Black Lord. Lord Bane, the Lord of Darkness, 
the Black Hand, the Dark One) 

Greater Povver of Acheron, LE 

Portfolio: Strife, hatred, tyranny 

None 

Formerly: Avalas/The Black Bastion; currently adrift in 
the Astral Plane 
None 

Bhaal (now dead), lyachtu Xvim, Loviatar, Talona, 
Myrkui (now' dead). Malar, Mask 
Chauntea, Eldath, Lathander, Mystra, Tyr, Helm, 
Dencir, Torm, IImater, Tymora, Lliira, Oghma 
An upright black hand, palm out and fingers together, 
usually on a red field 

LN, N, CN. LE, NE, CE 

Bane (BAIN), one of the Dark Gods, was the ulti¬ 
mate tyrant and a thoroughly evil and malicious 
being w'hti reveled in hatred and strife and w'as w*or- 
shipeJ by those w ho in turn enjoyed such w'icked- 
ness. From his throne in the Black Bastion, he mled 
over select parrs of Faenin through his clergy. In reli¬ 
gious art, he was depicted as a looming, brooding 
black band ready to crush the world in its palm, as an 
empty black throne, or as a shadow 7 , vaguely human-shaped figure garbed in 
garments of black streaked with red sitting on a throne of skulls. The one 
constant in these depictions was a jewel-encrListeJ gauntlet streaked with 
blood. 

While Bane bated most of the Faerunian pantheon, in particular be 
hated Mystra and dreamed of torturing her and consuming her pinver. He 
devoted much research to trying to learn w'ays in which other gods have in 
the past subsumed the pmvers of rival gods w-hom they destroyed, for Bane 
desired above all to gain true supreme power by acquiring governance over 
all magic. This may have been the underlying reastin that Bane plotted w^ith 
Myrkui to steal the Tablet of Fate from Ao, precipitating the Fall of the 
Gods. The Black Lord w'as destroyed in conflict with Torm during the Time 
of Troubles, and his poTtfolio was given to the once-mortal Cyric by Ao, 
along w'tth the portfolios of Myrkui and Bhaal. In life, he commanded Bhaal 
and lyachtu Xvim, his stin, though Xv im perfonned his designated tasks only 
reluctantly, as he held no love for his father. Loviatar and Talona served 
Bane mdirectly by serv'ing Bhaal. 

lyachtti Xvim, the Gixlson, is said to he the result of a union betw'een the 
Black Lord and a greater or a true tanarVi, and thus rhe blood of Bane runs 
through his veins* (Another tale says he is the spawn of the Lord of Darkness 
and a corrupted paladin.) Prior to the Time of Troubles, Xvim stalked the 
Realra>i for many years, enacting his father s wall With his Other’s death and 
Cyric 5 partial defeat, the Cruel Master has moved to seize his hated father's 
black throne. If any remaining ctiltlsrs of Bane ever .seek the return of the 
Dark One, such efforts w ill certainly be opposed by Xvim, rhe New Darkness. 


Allases: 
Domain Name: 

Superior: 

Allies: 

Foes: 

Symbol: 

WoR. Aleon.: 
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Alrhough much of Bane's pH^iwer was absorbed by Cyric* the Prince of 
Lies, when the Black Lord was destroyed by Torm, the Lt^trd of Duty* some of 
It fussed on to lyachtu Xvim, impristmed deep beneath Zhentil Keep. As is 
the case with Myrkul, a small fraction of Banes essence remains in the 
Realms, but unlike the deceased deity of the dead» Bane's personality was 
not captured in an artikict. Instead, fragments of his personality were scat' 
tered among his 25 or more sur^^iving Baneliches (clerical liches of Bane). In 
centuries past, the Black Lord had transformed over 35 living High Imper^ 
ceptors at the end of their tenure into undead “Mouths of Bane"— 
Baneliches, In the wake of the Gods wan each Banelich now' believes itself to 
be the reincarnated form of Bane, with the expected corresponding megalo- 
maniacal plans for conquering Faerun. They are also the only known beings 
in the Realms to either still receive spells from Bane and/or grant themselves 
clerical spelhUke ahillties without a living divine patron. 

BantiS Avatar (Cleric y 6 y Fighter 35, Mage 30^ Thief 10) 

Bane preferred never to be seen in person and hence almost never sent a pure 
avatar to the Realms. He did possess mortals from time to rime to serv^e as his 
crsat 2 avatars, preferring young and good-looking men of slim build, cultured 
tastes, w'ealth, and ptiw'er—tiften bored young noblemen. Any penson Bane 
possessed quickly assumed the appearance of a hands<ime, black-haired man 
of oily looks and a derisive, even cruel, manner. Bane's control over a body 
was complete^ though the owner retained awareness of the body's deeds and 
surroundings. Often the person whtise body Bane inhabited went mad watch¬ 
ing Bane min the lives of thase around him and all he held dear. 

Bane could cast spells from any sphere or schtnil, but could not mend or 
create anything material or living. He could raise recently slain beings, how¬ 
ever, and evoke s<i!id but temptmty spell effects such as the whirling blades 
of a Wade Wimer, 

AC -6| MV i 2i HP 2 ^1; THACX> -10: MT I or I 
Dmg ldlO+9 i+9 Str) or lJl2+9/ldl2+9 (talons. +9 Str) 

MR 75%; SZLdOfm) 

Str 21, Dex 20, Gl^n 23. Int 23, Wis 19. Cha 23 
Spells P: 14/13/13/12/10/10/10, W. 5/5/5/5/5/+/4/4/2 
Saves PPDM 2. RSW 3, PP 4, RW 4, Sp 4 

Special Att/Def: Alrhi>ugh he could w'idd any w'eapon with proficiency 
(but was specialized in none — that level of proficiency was denied Kim by 
Temptis because of a past attempt lo seize the ptirtfolio of war). Bane pre- 
ferred to attack with his slim, gauntleted right hand once per round. Upt>n a 
successful attack, in addition to ni>m'tal damage, a victiin had to make a suc¬ 
cessful saving throw vs. death magic or be instantly slain. 

When enraged or expecting battle, Bane used a power similar to the 
psionic devotion btxiy weapetnry to adapt his possessed body into any form 
desired. H'le Black Lord often warped his hands into talons capable of rend¬ 
ing flesh and hone or shattering steel. (In this form he could strike with both 
hands, but could not cause instant death, only physical damage.) This trans- 
formation was typically accompanied by his face warping into a bestial vis¬ 
age. his eyes lighting with living flame, and his skin transforming into black¬ 
ened and charred leather stretched tight against his skull with tom flaps of it 
revealing secret runes. 

In addition to seizing access to any powers and skills possessed by the 
bexjy, Bane’s mind rendered that of his possessed host unrcachahlc by psion- 
ics. He conferred upon the Kidy personal powers similar to the psionic de¬ 
votions of body control and bt>dv equilihrium. These powders esser^tially en¬ 
abled him to make the body stand on any surface and survive in any envi- 
ronmentr 

Bane w-as able to seize another host Kxly of evil or neutral alignment by 
touching It continuously for one round with part of the (probably deci¬ 
mated) fonn of a previtjus host. He thus acquired a new physical host fairly 
easily when one Kxly "wore out" due to the harsh use he put it to. 

Other M 11 1 1 ithstiltions 

Bane often manifested as eyes of red blazing flame surrounded by darkness, 
whether it was flight or not. Another favored form was that of a black, 
taloned hand whose touch was like ice (and was. in fact, a chitf reach¬ 
ing out of a cloud of darkness. In either manifestation, Bane retained the 
mighty magical powers of his avatar fonn, including the ability to cause in¬ 
stant death (unles,s a successful saving throw \'s. death magic is made) by 
touch or glance at will. He delighted above all in manipulating mortals 
through their fear of him, and his e\ ery word and deed acted to further such 
influence. He lashed out witliout qualm when necessary — but tmly when ab¬ 
solutely necessary, preferring nor to use hn.ite force when he need not. Bane 
enforced his will, gave aid to his faithful, or showed his favor through a vari- 


Knucklebones, Skull fjowlin^. 
and the Einpt)^ Throne 

I n t^ges past there wa$ but one ^pd of strifr., death, and the deati and he was 
known as jergal. Lord of the End of Everything,. Jerjgal fomented and hsd on 
the discoreJ amor^ mortals and powers alik#:. When beiqgs slew each other in 
their quest for pciwer or in their hatrof/, he welcomed them into his shadowy 
kir^om of eternal ^oom. As all thir^ died, everythlr^ came to him eventually, 
and overtime he built his power into a kingdom unchallenged by any othe.rgcxi. 
But he grew tired of his duties for be knew them too well, and without ehal- 
lengp there is nothing, and in nothingness there is only gloom. In such a state, 
the difference between absolute power and absolute powerlessness is unde¬ 
tectable. 

Duriqgthis dark era. there arose three powerful mortals—Bane, Bhaal, and 
Myrkul—who lusted after the pcjwer Jer;^ I wielded The trio foi;ged an unholy 
pafCt that they would dare to seek such ultirtiatc power or die in the attempt. 
Over the length and breadth of the Realms they strode, seeking powerful 
magic and spells and defyir^g death at every turn. No matter what monster 
they confrejnted or what spells they braved, the three mortals emerged un¬ 
scathed at every turn. Eventually the trio destroyed one of the Seven Lost 
Gods, and they each seized a portion of his divine essence for themselves. 

The trio then journeyed Into the Gray Waste and sought out the Castle of 
Btvne. Through armies of skeletons, legions of zombies, hordes of noncorporeal 
undead, and a gauntlet of liches they battled, Eventually they mached the ob¬ 
ject of their lifolorijg quest—the Bone Throne. 

"I claim this throne of evil," shouted Bane the tyrant. 

"lit destroy you before you can raise a firmer* tlireatened Bhaal the assassin. 
And I shall imprison your essertce for eternity," promised Myrkul the necro¬ 
mancer. 

jergpl arose fooni his throne with a weary expression and said, ‘‘The Throne ts 
yours. I have grown weary of this empty power Take it if you wish—I promise 
to serve and guide you as your seneschal urttil you grow comfortable with the 
pti.sition." But before the stunned trio could react, the Lord of the Dead con- 
tinuedj *Who arrtorgyou shall rule?" 

The bna immec^ately foil to f^htiqgamoqgst themselves whileJergal looked 
on vrith indifference. When eventually it appeared tliat either they would all 
die of exhaustion or battle on for an eternity, the Lord of the End of Every- 
thErg intervened. 

* After ail you have sacrificed, would you come away with nothing? Why 
don't you divide the portfolios of the office and eqgj^ in a game of skill for 
them?’' asked Jeigal. 

Bane, Bhaal. and Myrkul considered the god s offer and agreed. So Jergal 
took the skulls of his three rriost powcrfol liches and gave them to the trio so 
they could compete by dcull bowlir^. Each mortal rolled a skull across the Gray 
Waste, having ^g^d that the winner would be he who bowled the farthest 
Malar the Beastlord amved to visit Jeigal at this moment. After quickly as- 
certainingthat the winner of the contest would get alt ofjeig^ls power, he 
chased off after the three skulls to make sure that the contest would be 
halted until he had a chance to participate for part of the prize. Bane, Bhaal. 
and Myrkul again foil to fghtiqg as it was obvious their sport was ruined, but 
tgainjeigsl intervened. "’'Mry don t you allow Lady Luck to decide so you don’t 
have to share with the Beast?" 

The trio agreed, and Jergal broke off his skeletal fiqger bones and ^ve them 
to the players. When Malar returned from chasiqg the skulls, he found that the 
trio had just finished a game of knucklebones. 

Bane cried out triumphantly, “As winner, 1 choose to rule for all eternity as 
the ultin^ate tyrant. I can induce hatred and strife at my whim, and all will bow 
down before me while In my kiqgdom." 

Myrkul, who had won second place, declared, “But 1 choose the dead, and 
by doingso I truly win, because all you are lord over. Bane, will eventually be 
mine. All thi q^ must die—even gods." 

Bhaal who finished third, demurred, “I choose death, and It Es by my hand 
that alt that you rule Lord Bane vrill eventually pass to Lord Myrkul. Both of you 
must pay honor tf> me and obey my wishes, since I oan destroy your kirgdbm. 
Bane, by murdering your subjects, and I can starve your kingdom, Myrkul by 
stayir^ my hand* 

Malar growled in frustration, but could do nothir^, and yet ^ain only the 
beasts were left fiir him. 

And Jeigal merely smiled, for lie had been delivered. 
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ety of servitor creatures ns. well, including baate^u {of all lessor and least va- 
rletles), beholders and fheir km, black dragoniit, death tyrants (undead eye 
tyrants, the reinalns of Ivhivideos who rebelled against Bane or failed him), 
imps, maelephants, banehvr» simpathetics, and all manner of creatures pos¬ 
sessed by pride incarnates (a t\T5e of eitiraplanar crearurt). The Black Lord 
sometimes showed his presence through the imprint of a giant footprint 
from a mailed Kiot beneath which the verv' earth was charred. The discov¬ 
ery of a single black sapphire or the presence of red powder (often powdered 
camelian) was said to indicate Bane's approval or disapproval, respectively. 

‘fhe Church 

Clerov: Clerics, specialty priests, wizards, crusaders 

Cleroy's Alion.: LE. NE, CE 
Turn Undead: O No, SP: No, W; No, Cm: No 
Cmnd. Undead: C: Yes, SP: No, W. No, Crm No 

All clerics, specialty priests, and crtisaders of Bane received religion (Faemn* 
lan) as a Km us nonweaptai proficiency. 

Bane w ;ui the most widely known and feared evil god of the Realms. Ban- 
ites w^ere generally cruel folk w ho enjoyed exercising power over others 
within the security of a rigid hierarchy and rules. Bane is dead, his 

church lives on, tlumgh intvst of its members have ntiw' joined the churches 
ivf Cyric, lyachtu X\ im, or even Gargauth, Talos, or Talona since the re¬ 
maining Banites are not, as ot 1369 DR, receiving spelk or abilities from 
Bane or irom Cyric (unless they convert directly to his worship—at which 
ptvint they are no longer Ekmites), 

Tlie church of Bane was overrun with \vi::ards, especially near Zhentil 
Keep* The presence of so many wizards as clergy members and the inlluence 
ot the ambitious F:oul Chembiy'] led to a schism in the church long before 
the Tunc oi Troubles, Tliis created a fierce internal riv airy within the church 
between the Orthodox (mostly clerical) and Transformed (more heavily 
W'izardly) facrions of the church. 

Bane's church underwent sev eral rapid changes after the death of its deity 
during the Time of Troubles. In the immediate aftermath of the Time of 
Tn>ubles, the rift between Orrhodox and Transftvrmed Baniies wor^iened. 
Cyfric ai^umed Bane's ptvrrftvlio, continued to grant Banite priests spells, and 
tried to convert Bane’s taithtul to direct worship of him, c3rthLidox Banites 
held that Cyric was merely a new' lorm of Bane, expanded to rake m the 
pcvw'crs of Myrkiil and Bhaal to show' the growing pcwver of evil Transformed 
Banites instead argued that Bane w^as dead and Cyric had taken his mantle 
ant:l pivsition as deity' tjf strife. The ’*oftice” of Bane that Cyric held w-as the 
ptiwcr they worshiped* Along with almtjst all former BhaaUworshipers and 
the vast majority of former Myrkulyres, these Banite factions formed the 
strong base of Cytic's faith. 

There remained scattered seers tvf hard-core ultra-orthodox Bane wor- 
,shipers, such as the Risen Cult of Bane in the Moonshaes, who believed that 
Bane was still alive and that Cyric, w-hom they referred to as the Pretender, 
w'as a usurper w'ho W'ould be punished in the future along with all his faith¬ 
less rill lowers. Little did these stubborn, misguided fools realiie that the 
Prince of Lies was granting the spells and special abilities of all Banites, 
whether they rcctvgnizeJ him as Bane or Cyric% because he could n(>T resist 
the chance to prevaricate in such a broad way and because he hoped ro 
eventually lure tile stubKirn holdouts to his cause. 

Three years iilter the Gods war, Banes priests had converted almost en¬ 
tirely ro Cyric ism, though many still stuhKirnly worshiped Cyric as the new 
Bane, Cyric lost patience with the remaining priests of Bane, particularly 
the greatest hokkuits in the Mtionsea region, and unleashed an inquisition 
known as the Banedeath in Zhentil Keep (and later across the re*st of 
Faerun), TenJays of rampage ensued w'herein all temples and obvious wor¬ 
ship sites ot the old dead god w'ure destroyed* The Banedeath resulted in the 
death of most of Bane’s remaining priests in Zhentil Keep* but Biinitc wor¬ 
ship persisted marginally throughout Faenrii* albeit now wholly under¬ 
ground, both Hgiiratively and literallv* Cyric continued to grant spells and 
special abilities to the few- remaining Bairites during this time for reasons 
known only to him* One small group from Zhentil Keep began seeking the 
return of lyachtu Xvim, the Gevdskvn, to succeed his late father rather than 
Ciinverting to CvTicism. 

Seven years after the Banedeath, Cyric destroyed Zhentil Keep* At the 
end of 1 368 DR, ,some Cyric worshipers converted to the worship of the 
new ly empowered lyachtu Xvim, the Godson, who had managed to estah- 
lisii: u base in CGehenna. One ot the leading Banite priests vvho converted to 
Cyricism* Fziiul (.^hembrji’l, apparently deserted Cyric to encourage (and per¬ 
haps lead) lyachtu Xvim's rising faith. Surviving members of the Risen Cult 
of Bane view' the Godson as Bane reborn. A few' isolated pockets of true 
Banites still exist, hut they receive no spells or abilities and are mainly fo- 
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cused around the High Impercepior, who has lived in hiding since the death 
of Bane, k is undoubtedly only a shtJit rime until these scant few' convert to 
the worship of another pt>wer* 

The High Imperceptor was in theory the supreme living serx’ant of 
Banc (numerous fomrer High Imperceptors survive as Baneliches) and was 
formerly directly recognized as such by Bane, bur in practice thus declared 
leadership was often not the actual case. Well before the Tme of Troubles, 
Fzoul Chembryl of Zhentil Keep led a powerful faction of the church into 
schism. He then assumed complete authority of the splinrer branch—an 
act whose temerity' Bane rewarded by possessing Fioul directly* when the 
Fall of the Gods came down upon FaeKin, There have been other rebel 
leaders in the church of Bane, such as the Risen Cult of Bane, the Ortho¬ 
dox Church of Bane* the True Church of Bane, the Old Church of Bane, 
and so on. Bane suffered such strife to continue down tlte years because ir 
brought eager sen ice beyond the call of duty and because he delighted in 
the strife itself* 

Specialty priests of Bane were known as dread masters* a term used re¬ 
gardless of the gender of its owner. Alx>ut 10% of the total priesthtxkl of the 
church of Bane was comprised of dreadmasters and most were kept in low- 
level positions. Some specialty priests of Bane operated outside the rigid 
church hierarchy; they were mainly adventurers and hermits seeking to cre¬ 
ate their own ptiwer base to eventually destroy the others. 

Novices of Bane's clergy' were addressed as *“slave," hut if named by Bane 
from a speaking altar or in a dream vision* they became full priests of the god 
and gaineti the title of Watchful Briither/Watchftil Sister, From there, they 
ascended through the following rankings: Deadly Adept, Trusted Serv ant. 
Willing Whip* Hooded Menace* Black Fang* Striking Hand, Vigilant Talon, 
Masked Death, Dark Doom, Higher Doom, and Deep Mystery* This latter 
title was a general one held by all clergy mcmbefN of I2tli and greater level* 
A priest of this rank addressed fellow' clergy members of higher ranks or lev¬ 
els as '‘Deeper Mystery" (not to do so was regarded as a deliberate insult)* 
Know'n individual titles among the Banites of Deeper Mystery included Vig- 
ilatoT* Lord/Lady of Mysteries* Lord/Lady of the Hand, Imperceptor, Dark 
Imperceptor, Grand Bkxxllctter, High Inquisitor* and High Imperceptor, *AII 
except the last title were self-besiow'eJ, bur such self-given titles had to be 
contimieJ and used upon the hesti’iw'er by a higher ranking priest before they 
were foniially recognized. 

Banites addressed each other only by title unless the mix of individuals 
present w'ould cause confusion W'itbout the addition of a surname* E3aniie 
clergy bowed, knelt to. or kissed the boots i>f superiors, depcnitiing on the dif¬ 
ference in their ranks— and what they were ordered to do* When in the 
presence of nonworshipers of Bane* Banite clergy addressed each other as 
Brother/Sister Faithful" unless speaking to a stiperior of considerably greater 
rank, whereupon “Dread Brother/Sister’' would be u.sed. 

Priests of Bane prided themselves on cold* decisive thought, speech* and 
action. Sarcasm and cutting authority w'ere valued over shouting, loss of 
temper, or uncontrolled behavior* Two priest-s arguing to the death may w ell 
have appeared as softly polite but insistent nohlen’ien debating some minor 
ptiint right up to the last moments of one (or both) of their lives. 

Dogma: The clergy' members of Banes church believed that those who 
crossed the Dark One met rbeir dtx>iris earlier and more harshly than those 
who ffxilishly worshiped other deities than Bane and still inevitably fell be¬ 
fore the church of Bane* All priests of Bane w'erc ordered to submit to the 
W'tirJ of Biine as uttered by Banite clergy' members w'ho outranked them and 
to “spread the Dark Fear" of Bane, 

Bane whispered to initiates in their dreams: “Ser\'e no one hut me. Fear 
me always—and make others fear me even more than you do. The Black 
Hand always strikes do^vn those whti stand against it in the en^l* me 
anti die -—or in your death find loyalty', for I shall compel ir. Submit to my 
will* since true power can only be gamed through service to me. It is the 
doom of those unguided by me to let pinver spill through their hands,'’ 

Dayvto-Day Activities: Bane desired to rule the world so that all 
Faerun would know his tyranny. His clergy mcfitbers were charged with the 
task of rising to pow'er in every realm and if necessary leading a band, city- 
state, or kingdom to war to conquer its neighbors in order to bring ever 
more territory under the sway of the Black Hand of Bane. Hatred, strife, 
and destruction were to be spread—hut under clear duress and control, not 
unbridled chaos. Domination w'as preferred to Jehauchery, and carefully 
limited discord to stability. Cruelty, torture* and mayhem were tacitly en¬ 
couraged, but those caught at such activities had to pay the price unle.ss 
they had scrt'ed Bane so well hy spreading fear that none dared speak or act 
against them. Superior Raniro clergy' members had to he obeyed at all times 
and in all things. Tile faithful w'ere to work subtly and patiently—huf Tire¬ 
lessly—to bring members ol the faith to ptiwer in every guild, \’iilage, tow n* 
















court, war band, fellowship^ realio, and society. All ailes of the church had 
V to be followed to the utmost, but the rules of others were no rules at alL 
H Holy Days/Important Ceremonies: No rituals of Bane corresponded 

B to calendar dates, seasons, or lunar progressions. Rituals w^ere held whenever 

I clergy leading a congregation declared they would be, and th(^ ceremonies 

■ were called by a wide variety of names. Personal prayers to Bane were to be 

^ uttered before going into battle and before eating or drinking anything to 

M thank Bane for allowing his worshiper to live to taste the fare. 

Rituals were held in a place of darkness (often simply outdoors at 
night) lit only by dim magical radiances, mtxjnlight, and flickering torches 
or braziers. Usually dark chamhers, caverns, and ruins were used. The w^nr- 
shipers gathered around the Black Altar, which was a plain stone block 
draped with black cloth or painted black, a block of obsidian, or anything 
ovef which a large, floating, black stone Hand of Bane hovered (levitated 
there by a wizard clergy member or a magical item used by a priest or 
through magic of its ow'n). If no Hand of Bane was present, an empty black 
throne w'as always placed facirrg the Black Altar, Services in such evil 
churches involved rolling drums, chanting, and sometimes singing—and 
the sacrifice of intelligent life. Sacrifices had to be humiliated, tortured, 
and made to show fear before dying to be acceptable to Bane, and they 
usually met their deaths through slashing, flogging, or being crushed by 
the floating Hand of Bane. 

Major Centers of Worship: The largest and most powerful temple of 
Biine was not located in Zhentil Keep, nor wm it the court of the High Im- 
perceptor at the Black Lord's Altar in Mulmaster (though that is usually 
cunsidered the center of the faith). The largest temple of Bane in all Faenin 
is the Black Lord^s Cloak in the city of Mtjurktar on the edge of the flat, 
sandy plains of ThreskeL It has been said (accurately) that only the presence 
of this temple, which grew to rule the entire city following the death of King 
Theris and the subsequent assassination of his successor, prevented the more 
ambitious Red Wi::ards of Thay from abandoning all plans to assault Rashe- 
men and instead establishing a beachhead in Threskel from which to attack 
decadent Unther and fractious Chessenta. 

impercepror Kaharrath Telthaug styled himself Dread Impercepj;t>r in the 
days before the Time of Troubles, as.serting his own independence of the 
standard Banite hierarchy, k is not hard to understand w'^hy: He commands 
over 700 Banite priests of rank, antirher 1,0CX1 lesser clergy members, and a 
well'equipped, harshly disciplined army of loyal troops armed with many 
items of mintir magic, anj w^ell practiced in slaughter. Tliis army has been 
force-marched west to ravage cities in Che.ssenta time and time again only 
10 puli back w^hen the exercises are O'Ver. 

The temple is named for its only refic, an animated black cloak once 
worn by Bane himself that became a sentient monster that ens^elops people 
fn.>m rime to time and sucks them Jr>' of all bltxxJ. The Black Lord's Cloak 
temple complex has grown into a vast palace where Kabarrath keeps the 
wealth of subject Threskel and its fleet of merchant and fishing vessels. The 
widely feared pirate fleet of Alkoth is said to have secretly served the priests 
of the Cloak, and it is certain that the adventuring hands the Six Black 
Blades and the Crow- Eanners (activ'c in Murghom, Mulhorand, and Var)— 
and probably other tomb-robbing organisations as well—were agents sent 
forth from Threskel to gather magic, w^^alth. and less glamorous supplies for 
ICiharraths teinple and the greater glor>' of Bane. 

With the destruction of the Un the tic pantheon, Impercepror Kabarrath 
perceives a |xiwer vacuum in which he can seize control of that ancient na- 
lion. It is unclear which deity supports this pctw'erful temple that still main¬ 
tains its nominal dedication to Bane in the aftermath of the Time of Trou¬ 
bles. Tile incipient madness which has touched Kabarrath in recent years 
suggests the hand of Cyric, hut the recent change in battle color in the anny 
from red and black to green and black suggests chat of Xvim. 

Affiliated Orders: The Knights of the Black Gauntlet are a military 
order tif crusadens .md helmed hiwrors dedicated to Bane who are based in 
the city of Mmtar on the shores of the Lake of Steam. This evil brotherhood 
IS mied w'irh an iron fist by Tcldoni Darkh^ipe, Lord Knight Impcrccptor of 
the Dirk Li>rd. It was founded several years after Bane’s destruction when a 
ghostly black band appeared in the niling Miiitaran satrap's throne room on 
Midwinter's Eve in the Year of the Helm (1362 DR). Teldtirn emerged from 
the hand with a small company of black knights and quickly slew^ the indo¬ 
lent slug of a niler and his guards. 

After declaring himself Diirk Tyrant of Mintar and w'iping out all resis¬ 
tance to his rule, Teldom began recruiting mercenaries from all over the 
St>uth into his unholy knighthoLHJ. Wliatever their persv>iialities before join¬ 
ing the order, ftillow'ing TeiJom's indvKtiination each accepted supplicant is 
tramformeJ into an inctirruptihlc champion of evil and an uncompromising 
disciple <>f i>rdeT m a ritual involving dark /promise spells and other magics. 


Failure to satisfy the Lord Knight's inquisition results in the death of the ap¬ 
plicant and the creation of another helmed horror via the doom of Bant; spelL 

With Mintar firmly in his grip, it is believed that the Lord Knight Imper- 
ceptor has his eye on chaotic Tethyr. He began mustering his forces tow-ard 
an invasion of Kzelter at the end of the Year of the Gauntlet (1369 DR). It is 
unknown w^hai dark patron is granting the Knights of the Black Gauntlet 
their spells, but members of the order are firmly convinced it is Bane re¬ 
born—w^hich leads those outside the faith to lean heavily toward laying 
their bets on lyachtu Xv im. 

Priestly Vestments: Banite clergy members aiw'ays went armed and 
were required to always w^ear something black. Ceremonial dress for Banite 
priests was black armor with blood-red capes. The more prosperous the 
priest, the finer the workman.ship of the armor was. The ceremonial robes of 
wizards of the clergy^ were always black; wizard clergy ineinbers of the highest 
ranks enspelled these robes to swirl with ever-present illusions of glinering 
black stars and splashes of spilling blood. Facial tatrcios w'ere common 
among Banites, After the Time of Troubles, these unfortunaiely made them 
stand out among clear-faced new Cyricists within the ranks of Cyric*s faith¬ 
ful. High-level Banites wore gems on their foreheads. 

Adventuring Garb: Wherv adventuring, priests of Bane retained their 
black armor, though their battle armor usually sported cruel spurs, hooks, 
and horns. Wizardly clergy members preferred long, flowing, black-and-red 
robes. Neither group would w'ear sucfi gear in public if it would expose them 
to persecution or hamper their service to their deity. Usually, the facial tat¬ 
toos of Banites w^ere enough to identify^ them. 
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Bon us Profs: 


Specialty FViests (Dreadmasters) 

Requirements: Strength 12, Wisdom 10 
Strength, Wisdom 
LE 

All nonmissile bludgeoning (wholly Type B) weapons 
and javelins 
Any 

All, combat, divination, elemental, guardian, healing, 
law, nccromanric, summoning, war 
Creation, numbers, sun (darkness-creating or detrimen¬ 
tal effects only) 

Same as clerics 
Eciquerre 

Modern languages (pick tw^o from: beholder, bugbear, 
gargoyle, common giant, gnoll, goblin, High Shou, 
koboid, kuO'toan, Midani, minotaur, Miilhorandi, ogre, 
ore, sahuagin. Undercommon, Untheric, urd, yuan-ti) 
Dread masters are unaffected by fear spells, though they may be affected 
by other emotion-affecting spells and spell-like abilities. 

In the hands of a dreadmaster, rf)ds of terror, rods of nder^hp and uvmds of 
fear w'ork to increased effect. 

When a dreadmaster expends a charge from a rod t>/ terror, she or he is 
enveloped hy an illusion of darkest horror affecting all within 60 feet; 
chose who successfully save against the effects of the terror suffer a -2 
penalty to their morales; and the dreadmaster never loses any Charisma 
from the use of the rod. 

In the hands of a dreadmaster, a nxi of ndersftip works on 2d4-''2xlOO 
Hit Dice of creatures within 240 yards per charge, and a charge lasts for 
three rums. Saving throws vs. the rod of ruiersAips effects (when applica¬ 
ble) are at a -2 penalry* 

Finally, when a dreadmaster expends a charge from a wand ti//*’ar, 
saving throws vs. the effect of the wand are at a -2 penalty and those 
who fail their saving throws are affected for 12 rounds. 

At 5 th-level, dread masters are able to generate an aura of fear IC feet in 
radius for every^ level of the dreadmaster. Every' creature within the area 
which fails its saving throw- tries to escape the area (70%) or attack the 
source of the fear (30%); the DM may modify these chances based on 
the situation. Those w-ho succeed in their saving throw vs, spell or are 
unable to escape are affected by ill ease and greatly desire to be some- 
w'here else, but incur no modification to their attack or damage rolls. 
This aura of fear can be created once per day at will. It lasts one round 
per level of the dreadmaster. It is often used when questioning suspects 
or bullying less pow-erful individuals, AH clergy members of Bane's 
church are immune to this effect. 

At 7th level, dreadmasters have the ability to dispel good (as the reverse 
of the 5th'level priest spell disj)ei eifO once a day. 

Ar lOth level, dreadmasters have the ability- to create a mvstic ksh (as the 
5th-le\-el priest spell) once a day. 



ih 


nr 































r 


Banite Spells 

4th Level 

The Doom of Bane (Necromancy) 

Sphere: Ncc roman He 

Range: Touch 

Components: V, S, M 

Duration: Permanem 

Casting Time: I round 

Area oil Efftjct: One suit of armor and one set of mortal remains 
Saving Throw: None 

This spell Transforms the corpse or partial remains of a single upright 
bipedal creature of any race into the animate force of a helmed horror. The 
horror rises from the remains three rounds after spelkasting is complete^ 
entering its armor. If armor is not present, the horror dissipates, and the 
spell is wasted. 

The caster or another being must wear the armor as the honxir enters it, a 
process described as “unbearably chilling." This often causes the armor 
wearer to faint. The horror gains its knowledge of how to fill the armor and 
something of its independent reastminglrt^m the armor wearer, who need nor 
be of the proper class to use the armor. Once the horror has entered the 
armor, the armor should he removed, since within one turn it animates as a 
tully functional helmed htirror. Details of a helmed horror are given in the 
FoRtx5TTEN Realms Ctimjjaign Settfng box in the Monstwous Compendium^ 
sheets and in the MoNsmoi^s Compendium Anniro/, Vfjfume One. 

The remains need nut be whole and are consumed in the casting, but 
they must be the remains of a creatute that was of evil alignment for at least 
part of its life or the spell has nt) effect. The dfjom of Brme destroys the rC' 
mains forever, preventing resmrecEmri, animation as an undead creature, 
sperdt u/tdi dead, and similar activities from affecting them. A helmed horror 
is not regarded as an undcad creature, however. It cannot be turned, af¬ 
fected, or dispelled by holy beings or things. 

The material components of this spell are a pinch of bone powder or a 
hone shard of any origin, a pinch of dust, and a fairly complete, nonmagi ^ 
cal, nonaligned suit of nietal armor, w-hich serves as the body of the helmed 
horror. 

5ih Le%xd 

Dark Promise (Enchantment/Charm) 

Sphere: Charm, Necromantic 

Range: Touch 

Components: V, S 

Duration: Permanent 

Casting Time: 1 round 

Area of Effect: One creature 

Saving Tlirow: Neg. 

The dunk promise spell rvas used exclusively by priests of Bane centuries ago 
to make sure their hidden cults, temples, and covert members w^re pro¬ 
tected from the bias of the general populace. As Bane’s power gre\v to a 
fH)int where Ban ires were no longer hunted, the spell w^as no longer needed, 
and its use has since dwindled away. 

When the spell is cast, a set of circumstances are set in motion that tar¬ 
ge rs of the spell must follow' to the letter (a promise, of sorts, with stipula¬ 
tions). The dark promise must have Bane's interests at heart and cannot he 
suicidal in nature. Dtirk promises such as ^‘Never eat," “Never breathe," and 
“Never wear armor" do nor w'ork. Legitimate dark promfser include: “Do not 
return to (name of place)” or “Never again attack a priest of Bane." 

If the promise is violated, affected spell targets lose I hit point per viola¬ 
tion of the dark promise until they are dead. Curing and other means of re¬ 
covering hit points do not restore damage done by a dark promise spell, and 
these hit points arc permanently gone (short of a wish spell). The dark 
promise can be lifted by the original caster of the spell, a ttisk spell, or a re¬ 
mote curse cast by a gtxid priest of higher level than the caster of the dark 
promise. 11 an (unwilling) Target of a dark prornise spell makes a successful 
saving thrown vs. spell when the spell is cast, it has no effect. 

Only one drifk promise may be in effect on a being at one time. Any suc¬ 
cessive dark promise spells cast automatically fail. The main components of 
a dark Jiromise spell are the name of the person the spell is to be cast upon 
and a carefully worde^.! promise statement 

Mystic Lash (Evocation) 

Sphere: Combat 

Range: 10 yards/level 

Compuments; V, S, M 


40 vFAERUNIAN PANTHEON: Bane 


Duration: 1 round/level 

Casting Time: 8 

.Area of Effect: Spec ial 

Saving Throw': Special 

Casring this spell creates a long w'hip of ghostly, glowing red force that em¬ 
anates from the priest's Itand, With this lash of lightning, the caster can at¬ 
tack once per round at a +3 bonus to his or her attack roll. Whenever this 
lash strikes a being, the caster can release it to attack that being repeatedly, 
fighting on its own until the spell expires (using the priest s THACO). The 
caster can then engage in spellcasting or other activities. If the target of a 
lash dies, falls ur^cortscious, or becomes immobilized, the following round it 
returns to the casting priest's hand. If the casting priest Jljcs not grasp it that 
round, the spell ends; otherwise, the priest may again attempt to hit a new' 
target and then release the mystk tosh to once more attack on its ow'O. 

A mysPc lask does 2d8 points of electrical damage per strike. Targets who 
are hit by the losk are entitled to a saving throw vs, spell to take half damage 
(round up). The strike of the Wi also has a magical effect. If the ktsk is di¬ 
rectly w'ielded by its caster, that priest mentally chcKises the effect from tht^ 
listed below'. If die kdi is fighting by itself, the effect is chosen at random by 
rolling ld:6 and consulting the list below. 

Id6 

Roll Effect 

1 The struck victim is stunned (reeling and unable to think coher¬ 
ently or to act) for the rest of the current round and the following 
round. 

2 The struck victim forgers any one spell or command word held in 
memorj,'. If none are know'n or memorized, treat this result as tesuk 1. 

3 The struck victim is wracked W'ith pain, takes an additional 1J4 
points of damage, and any held W'eapons or other items are dropped. 

4 The struck victim is paralyzed. This lasts until the victim makes a 
successful saving throw- vs. paralyiacion. The victim may first at¬ 
tempt a saving throw tw-o rounds after being hit and is entitled to 
one attempt a round after that until she or he succeeds. 

5 The struck v ictim suffers an additional 2d4 points of damage. J n ad¬ 
dition. any one metal item or w-eapon carried or worn by the victim 
is vaporized; it is instanrly and irrevocahly di.sintegrated in a blue 
cloud of arcing electricity. Magical items are entitled to an item sav¬ 
ing thn>w' vs. lightning at a +2 bonus to avoid this effect. Artifacts 
and relics cannot be harmed by this effect. 

6 The mysric kisk entwrines the struck victim in a helix of lightning, 
and the being is propelled helplessly Id4xl0 yards in a straight line 
away from the caster, taking an additional 2d6 points of impact dam¬ 
age w^hen arriving at the new location (or, if in midair, taking falling 
damage instead). No damage is suffered from the entwining lash. 

A mystic ksk is destroyed instantly by a successful dispel magic, hut cannot 
be affected or guarded against as though it were a purely electrical attack. 

Its material components are the priest's holy symbol and a piece of amber 

6th Level 

Create Banegyard (Necrumancy) 

Sphere: Necromanric 

Range: Touch 

Comptments: V. S, M 

Duration: Special 

Casting Time: 9 

Area of Effect: I skeletal body 

Saving Throw; None 

The casting ot this spell transforms one inanimate skeleton of size M or 
smaller into a Baneguard, a skeletal undead creature gifted with a degree of 
malicious intelligence. (For information on Baneguards, see the 
Monstrous Compendium sheets included in the revised Foitgotten 
Realms Campaign Setting or the Monstrous CoMPENniUM AnmioJ, Vo/wme 
Oiul) The Baneguard is capable of using its abilities the round following cre¬ 
ation and needs no special commands to attack. 

The material components of this spell are the holy symbol of the priest 
and at Ica.st 20 drops of the hloixl of any sort of true dragon. 

Spirit Arknihilation (Necromancy) 

Sphere: Necromantic 

Range: Touch 

Gimpunents: V, S 

Duration; Permanent 
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Casting Time: 3 rpunds 

Area of Effect: One barely living or recently deceased sentient being 
Saving Tirow: Neg* 

Spmt enni/iiHaaon was used by the clerics of Bane centuries ago to negate the 
operation of spells used to retrieve information from the Banites’ victims, 
such ai dead. Tlie only place to currently find this spell is on an^ 

cienc scrolls hidden deep within old Banite liaunts. 

By use of this spell, the caster completely annihilates the victim*s spirit, 
utterly wiping him, her, or it frotn existence. The victim’s spirit cannot find 
rest in the Outer PUuies, and indeed it never even reaches them. The spirit 
is caught up by the force of the spell and utterly shattered, or its energy is di- 
vened to some foul use (such as to power a particularly monstrous spell of gi¬ 
gantic complex ityh 

This spell is usable only on victims who are about to die (0 hp) or ’who 
have died (below 0 hp, or below—lO hp if that i>ptional rule is in use) within 
one round per level of the caster. The victim receives a saving throw vs, 
spell, which negates the effect if the saving throw is successful. Victims who 
fail their saving throws not only cannot be spoken w ith using speak uidi dead 
spells, hut abo cannot be resurrected, raised, or reincarnated, though the 
body of the victim may be animated as a mindless undead creature. 


Undeath After Death {Alteration, Necromancy) 
Sphere: 

Range: 

Components: 

Duration: 

Casting Time: 

Area of Effect: 

Saving Til row: 


Necromantic 
Touch 
V. S, M 
Permanent 
1 cum 
One Banite 
None 

This spell is a closely guarded secret within the upper ranks of the church of 
Bane, and its use disappeared with the death of Banc, Undeaik after death is 
cast on worshipers of Bane upon the moments of their deathsj transfomiing 


them into different forms of undead. Which form of undead a Banite be¬ 
comes depends on his or her level of experience in life, Tlie more pt>wcrful 
the Banite was in life, rhe stronger the type of undead. Vampires created by 
this spell retain character abilities, (If the DM chooses to use the optional 
rules presen red for mummies in Van Kicfiien'.'t Guide lo tbe Andenf Dead, 
mummies created by this spell retain characiet abilities, also.) The level of 
the caster must he higher than the level of the spellV recipient, or the caster 
must make a saving throw vs, death magic or perish in the casting. In such a 
case, however, the spell still acts normally on the recipient, 

Tltis spell ts used only on Banite victims who arc about to die (0 hp) or 
who have died (below 0 hp, or beknv -10 hp if that optional nde is in use). 
If the spell is cast uptm a Banite after his or her death, u must he cast within 
one round per level of the caster after death occurs; otherwise, rhe spirit of 
the Banite is tcK) far from the body to return and take control If the caster 
waits t^XJ long, the spell works as an aninuite dead spell, creating a mundane, 
mind lew lomhie. 


Level 

Type of Undcad 

lst-3rd 

Ghoul 

4th^6th 

Ghast 

7th-9th 

Ju-ju zombie 

IDth-Hth 

Wight 

I4th-17th 

Mummy 

iath+ 

Vampire 


The material component for this spell is a hlack obsidian heart into 
which is carv'cN.! the recipient’s name and the symKiI of Bane. Tliis heart is 
shattered during rhe ccrenumy. 


7lh Love! 

Death Symbol of Bane (Conjuration/Summoning) 

Sphere: Guardian 

Range: Touch 

Components: V, S, M 

Duration: Permanent 

Casting Time: ! 

Area of Effect: Special 

Saving Throw': Neg. 

The Risen Cult of Bane uses a special syn’tboi created long agt> with the di¬ 
rect assistance ol the god Biine. Unlike other priestly symbois, the deadi sym- 
bfd (if Baue is extremely kmg-lasting; it lasts for tme discharge per creature 
whose hkxid is used in its making. Tlie casting of most death .symbols of Bane 
itivolves the sacrifice of at least 3D creatures whi^se blood is mixed into a 
paste with gnumd black opal Just and diamond dust (no less than 5,CXX> gp 


value of each type of dust). (Only three drops of each creature’s hUxjd are re¬ 
quired, though Banites usually kill whole cieatures and use all their blood.) 
The symbol is drawn with this grisly paste. 

A deatli symbol of Bane vanishes, once cait, and glows only when acti¬ 
vated, It can be detected by magics that allow the reading or detection of 
invbibie things or a*ritings. It cannot be activated by any creature bearing a 
holy symbol of Bane, Typically, it is cast on a door or portal h is activated 
when any creature of the types whose blood was used in its creation who is 
not carrying a holy symbol of Bane touches the door or attempts to pass 
through the portal 

When activated, it explodes outward in destrucrive. life-draining en¬ 
ergy. Any being w ithin ID feet of the ileatA ijmhd of Bane must make a suc¬ 
cessful saving throw vs. death magic or be slain. (Atty being touching the 
death symbol itself, even if using a weapon or tool to do so, saves at a - I 
penalty'.) Any being within 20 feet must make a successful saving throw vs. 
pamly'^ation or suffer a chilling withering that causes Idl 2 points of dam¬ 
age; there is a 30% chance that 1 hit point of such damage is permanently 
lost. Any being within 40 feet must make a successful saving throw vs. 
breath w^eapon or he wracked by fierce stabbing pains for 2dl0 rounds. 
These cause -2 penalties to victims’ attack rolls as well as a -I penalty on 
Dexterity ability scores. 

These effects are cumulative. A creature touching a deatb symfwd- 
guatded door or area has to save against all three effects each time the sym¬ 
bol is activated. 

If a dfeatb symbol of Bane is cast upon a surface that is destroyed or broken 
before the deatb symbol is exhausted (usually in an attempt to destroy nr by¬ 
pass tb^ dcatb symbol), the deaiA symbtil's magical energy' is instantly releas^ 
in an explosion. Thb energy blast does 3d8 points of damage to all creatures 
within 10 feet, 2d8 points to all within 11 to 20 feet, ld8 to all within 21 to 
30 feet, and ld4 to all within 31 to 40 feet. 

The material component of this spell is the paste (described alx>ve) with 
which the symbol is drawn. 


Moon veil {Ahjuratit'm, Alteracu^n) 

Sphere: Elemental Water 

Range: Touch 

Compi.>nenrs: V, S, M 

Duration: Permanent 

Casting Time: 9 rounds 

Area of Effect: One moonwelt 

Saving Throw'i None 

Tiis complicated evil ritual to magically veil mtxinw'ells was recently redis¬ 
covered and developed by certain priests of Bane. Moonwells are precious 
pools of clear w'ater found in the Moonshae Isles sacred to rhe goddess 
Chauntea, known as rhe Goddess (or Earth mother) in the Moonshaes, 
Some sages and priests believe that this ritual could be modified to seal 
other existing gates, color pools, and other means of passing between planes 
or contacting deities. 

A moomeil spell is a long ritual involving chanting, dancing about the 
entire circumference or shore of a mtxjnw'ell, and the sacrifice of one living 
creature per round. The caster may have up to seven assistants active in 
carry ing our the ritual. If successful, the spell causes a rntMinwell to lose its 
properties. In addition, any holy water or sweer wateT potions that are 
within 90 feet of the caster at any time during the ritual are fouled and use¬ 
less. The mixmwell may be magically purified again, but the other magical 
waters are ruined forever 

A veiled invxmwell is covered by an opaque black carpet of curling mist, 
even in full sunlight. Tliis veil blocks all beneficial effects of the mixjnwell. 
It also lessens the U’fcal influences of the GinlJess (Chauntea), preventing 
her from awakening or, if already active, from accurately directing her land- 
dwelling children, Kamerynn the unicorn and the Pack, against evil. 

Contact W'ith the black mist forces items to make saving throws vs. acid 
with a -2 penalty or be destroyed and living beings to make saving throws 
vs, poison with a -2 penalty or suffer 3d4 points ijf corrosive damage per 
round of contact, li a being dives, falls, or is otherwise immersed in the 
pooh 6d4 points of damage automatically are indicted for each round of 
contact, and the victim must make a successful saving throw- v.s. poison 
each round or he blinded. Such blindness lasts ftir IJ4 turns after the being 
w'as last in ctmtacr with the mist or water. 

All spells of 6ih level or less directed against rhe hlack mist of the well 
are reilecteJ hack 100% for full effect on the caster. The hlack mist cannot 
he separated into smaller portions, nor can any of it be taken aw ay from the 
well; the magic of the spell generates it continuously from the poid itself. 

A mooni'di can be destroyed by a specially cast variant of the siinrtty 
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sptll^ 5acTtfd site (a 7th-level priest spell of the church of Chauntea). 

No other means of destroving a mcxjnted has yet been found, k cannot be 
reversed or negated by tht- will of the caster. 

The niarerial components of this spell are a piece of burned bone from 
any creature native to the Mmrvshaes, the blood of orte living creature per 
round oi the ritual (each creature must be slain during the rituid), a pinch of 
dung* a pinch tif iishcs* a dried snakeskin, and a small vial of liquid poist^in. 

Stone Walk {Alteration* Necromancy) 

Sphere: Elemental Earth 

Range: Special 

Qimponents: V* S* M 

Durationt Special 

Casting Time: 1 round 

Area of Effect: Special 

SaV i ng Til row : None 

This spell is used to link fardlung temples or sacred areas for imixirtant and 
emergency joumev's. A stone walk is a special h>nn of teleportation that cir^ 
cums'ents all known magical harriers and safeguards against teleportation* 
including gorgon s hlot>d. prorj/r^rtfnst telepoitrttbn spells, and so on. 

A stone uiilk ins olves two stony areas large enough to stand on. Both 
must l>e prepared wuth a secret ritual involving crushed gems before the 
spell itself is cast. Once the stone ufalk is ca^t* a being can pass instantly and 
unerringly Irtmt one sti>ne to the other by standing on one and speaking a 
secret password set during the casting, TTe two ends of the teleportation 
must be on the same plane of existence hut may he any distance apart. The 
trip Itself is always instantanetjus and safe, though the destination itself may 
be guarded, trapped, flooded, or the like^ The traveler always arrives at the 
other end; blocking the stone traiviport site with S4>iid matter merely causes 
the traveler to arrive at a nearby open, floored space. 

One one-w'ay trip per level of the caster may be made for one being (usu¬ 
ally the caster* but nor necessarily) and all carried or worn items, accouter¬ 
ments, and nonliving items of up to 100 Ihs. in additional weight. Living 
creatures who touch the caster may also be transported along with 100 Ihs. 
of gear each, hut each treanire plus 100 Ihs* of gear uses up one trip. Non¬ 
living material tjf more than 100 !hs. in w'eight is simply left behind and 
cannot stone U'nlk without the touch (and accompaniment) ot a living crea¬ 
ture. Ust)Lilly* only a single priest makes a trip, and the extrLi capacity of the 
spell is lelt tor subsequent trips. Note that the passw^ird cannot be changed 
until the spell is exhausted and a new one cast to replace it. 

It too many creatures try to come on a stane ufoik. the spell is exhausted* 
The caster or wdiuever speaks the password is first taken and then 
w'hichever other creatures the magic can accommodate* Extra creatures 
and all nonliving material in excess of the spelPs capacity are left behind. 

The material component of the preparatory ritual for the end sites of the 
spell is a paste with which each end of rhe stone walk is outlined. For each 
end, this paste requires four crushed rubies of at least 5,000 gp value each. 
The ends must Ise personally prepared by the caster of the stmie uoik within 
444 days ot the casting ol the spelL Tl\e ritual of preparation involves the 
spellcaster bathing, thoroughly W'ashing rhe stony areas selected, and out- 
lining these areas with the paste w'hile whispering rhe kiture passwxird. 

The caster can tra\ el between the two end sices by any form of motiva- 
EMin desired (w^alking, Hying, burrowing, riding a ht>rse, etc.) and can cast 
the stunt' UYilk immediately after the second end is prepared. 

The spell itself requires a piece of spider silk at least a fernt in length, two 
intact diamonds ot 5,000 gp value or greater, a handful of earth, and a wing 
leather ot any Hying bird. 

Besinaba 

(I iie of Misfortune, l^laok Bess. Unjy Doom, 
i'he Maici of Misrule, Tyclios Unpleasant Daughter) 

Intermediate Power of the Abyss, CE 

PoRTKiLti^: Random mischief, mistorTune, bad luck, accidents 

Ai.iases: SKaundakul, rhe Treacherous Lurker in the Sands 

(Anauroch, among the Bedtne) 

1>JM A IN Na M e: n rh layer/B lot Tor 

Slteriok: None 

Acmes: None 

Tymora, Shaundakul 

Symbol: A rack of sharp-pointed black antlers on a red triangular 

field 

WoR, Alu:n,; Any, hut mainly CN, NE, and CE 


r 
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Beshaba (Beh-SHAH-ha), the Maid of Misfortune, 
U a deit^' feared and placated in Faerun much more 
t than she Is venerated. When represented, she is 
I shown much like her avatar appears, as a lovely 
j maiden with snoiv-white hair, her features twisted 
by nuiniacal laughter, in Anauroch, where she pre¬ 
tends that she is Shaundakul to perform mischie¬ 
vous and malicious tricks (such as causing oases to dry out, blinding people, 
and causing travelers to get lost), she appears as a jackal-headed man* 
Needless to say, this behavior has done much to befoul the reputation of 
the real Shaundakul. 

She is known as Tyche’s unpleasant daughter* but this is more a ptKCic 
title than one designating her maternal lineage. In actuality', Tyche w'as not 
her mother in the seitse of giving birth to Beshaba, rather Beshaba is half of 
the deity' once known as Tyche, with TytiYora beirtg the other half. It is said 
among sages that when Tyche split to become her cw'O warring ‘"daughters" 
in the Daw’n Cataclysm, Beshaba got the looks, and Tymora all the love* 
(The Dawn Cataclysm was a w'ar among the gods that preceded the Time of 
Troubles and is said to have heralded the fall of Myth Drannor) Certainly 
many men seem to lose their senses when they meet the gaie of Beshaba* ei¬ 
ther being overwhelmed with lust and driven to carry out Beshaba*s every 
whim in reckless, slobbering haste ot descending into pure gibbering mad¬ 
ness on the spot* In women, her gaze is said to inspire mania reflective of 
Beshaba’s own inner turmoil or a similar insanity* 

Beshaba is spiteful, petty and malicious. While most people tremble in 
fear at Beshaba's attendance at any event even in spirit* Beshaba is almost 
always invited and w'elcomed formally in the opening speeches or cere¬ 
monies of formal functions (such as marriages and coronations)* contests of 
sport or martial prowess, and at the naming ceremonies of children. If she is 
not so invited, she may take offense and wreak endless misfortune upon 
chose involved. She is difficult to understand as her actions often seem ran¬ 
dom, hut in the main she is jealous of the favorable opinion people have of 
her sister and demands equal veneration (or at least equal lip service) to 
that given to Tymora or she will ruin the lives who so slight her. 

Talos has recently been courting the affections of Beshaba. perhaps with 
an eye toward eventually controlling misfortune and bad luck along with 
destruction, Beshaba has not returned his overtures* 


Resh^bcis Avatt^r (Mage 32j Cleric 25, Fighter 10) 

Beshaba rarely walks Faerun in avatar form, but when she does appear, it is 
as an impossibly tall and thin, yet voluptuously graceful W'oman vvhose long, 
flowing, unbound hair is snow'-white and w'hose face bears the loveliness of 
lost Tychf — yet her eyes, yellow and red-rimmed, blaze with madness, and 
her skin shifts slowly and continuously in hue from dead white to mauve 
and back again. She draws her spells from any school or sphere, but when a 
spell is rever*sihle, if one of the tw o forms has a damaging or harmful eftect, 
Beshaba can only cast that iorm of the spell. 


AC -4; MV ] 5; HP 191; THACO 4; 'AT 3/1* 

Drug ld4+6 or 1J4+5 (large barbed scourge +3 nr gLxid +3, +2 spec* h>niib in 
scourge) 

MR SZ H (14 feet) 

Sir 15, Pes 22* Qm ZI, Inr 21. Wu ! 8, Cha 24 
Spells p: 11/11/10/10/9/8/4. W: 7/7/7/7/7/7/7/7/7 
Saves 2. RSW 3, PP 5, BW 7, Sp 4 


Special Att/Def: Beshaba often attacks with a double-hoc)kcd guijd +3 
in one hand and a large bathed samrge +3 in the other, striking twice w ith 
rhe scourge and once with the goad each round. Her gaze inspires lust, 
manic behavior, and madness. It a man meets her gaze, he must make a suc¬ 
cessful saving throw^ vs. spell at a -3 penalty' or be either charmed as a vam- 
pire‘s charm ability (50% chance) or go insane (50%). Insane victims drop 
all objects they have in their hands or on their arms and flee in fear to hide 
behind a door, in a corner, behind a tree, or even behind one of their 
friends. They then gibber and rave incoherently, taking no oftensive ac- 
ru>ns but trying to avoid blow's if they arc attacked. Females w'ho meet Be- 
shaba’s gaze either become manic and behave as berserkers* attacking all 
around them, Iriend or foe, at a +2 bonus to initiative, attack, and damage 
rolls (50% chance) or become insane (50%) as described above* The 
berserk state lasts until a inagic is cast on the victim, magic that re¬ 
moves charming effects is used on her, or 2 turns have passed, at which 
point the victim collapses, passes out in exhaustion, and aw'akes behaving 
normally but with no memory* of her actions. 

Once a rt>unJ, Beshaba can make any attack or spell miss her and backfire 
lor lull damage on its wiclder or caster, Beshaba is immune to all illusions. 
























c/iqnn sfiells and spell4ike eftects, and pnwers^ that w(>uld dominate her mind 
or control her will or emotions. She is also immtme to all priest spells from 
the spheres of numbers^ thought»chaos, law, and time and all wild magic wii- 
ard spells, which when cast in her (presence she is automatically able to twist 
to having wiki surges with detrimental or klamaging efrects on their casters 
and no beneficial results whatsoever 

Other Manifestations 

Beshaba prefers to appear as a 12'foot-cal I giant head WTcathed in snow- 
white, swirling hair, with her features twisted into a sneer of madness as she 
laughs maniacally. If she s^i desires, her cold laughter can have the same ef¬ 
fect as a banshee’s wail on individuals whose gase she manages to meet. 
Even seeing this manifestation from afar brings dawn mistortune on all who 
Jo not worship her: For ld4 days such beings suffer a -6 penalty on all sav¬ 
ing throws and ability checks. Beshaba can spit spell effects from her mouth 
when so manifested, but she prefers to work more subtly: When her mani¬ 
festation is abiHit stout w^eapons and walls suddenly give way, freak acci¬ 
dents txcur, and fell coincidences befall. 

This head manifestation usually appears only when clergy of Beshaba 
are active in the vicinity: on other occasions, Beshaba is seen only as a 
grotesi^ue shadow^ w'here no shadow^ should be, accompanied by hunt, far- 
off, maniacal laughter. Beshaba also acts through the appearance or pres¬ 
ence of alu-fiendbii bebilirhs, bcxlaks, eyewungs, fetches, quasirs, rats, cock¬ 
roaches, and insane watchghosts (the latter in Anaurtx:h, especially). 

The Church 

CuHGV: Clerics, specialty priests, mystics 

Cl£bgy’s Align.: CN, NE, CE 
Turn Undead: C: Yes. if neutral, SP: No, Mys: No 
Cmnd, Undead: C: Yes, if evil. SP: Yes, Mys: No 

All clerics, specialty priesrs, artd mystics of Beshaba receive religion 
(Faerunian) as a bonus nonw'eapon proficiency. All clergy of Beshaba 
higher in rank than ni>vices receive Beshaba's Bexm: Her maliciousness will 
never he visited upon them perstmally. 

The worship of Beshaba is fairly w idespread and varied :bri.iughi>ut the 
Realms. Her followers prefer to keep a low profile even in those cities 
which profess tolerance and those towm which actively supp^ut evil reli¬ 
gions. As a rule oi rhumh, ii Tymora can he found in the area, then Beshaba 
probably goes hand in hand. Her ralloivers and priests can ofren he found 
where plots are lH:tng hatched and fell actions are foreioki 

The spiteful, the malicious, and the reckless dominate the exclusively 
human clergy of the Maid of Misfortune. The Beshaban priesthood is split 
appn^ximaiely in half into clerics and specialty priests, with only a smatter¬ 
ing ot mystics belonging to the priesthood (and most of them dwelling 
apart in remo'te regionsli. Relations are good betw^een the Jifrerent types of 
priests, alihiuigh it should be noted that the faith ts led by priestesses— 
priestesse-s locked in an endless, vicious struggle for personal supremacy. 
Male clergy' tend to be underpriests or the Black Fingers (professional assas¬ 
sins) of Beshaba: tluise high in status in Beshaba s church are almost exclu¬ 
sively female. Specialty priests are referred to as doommasters (a genderless 
term in this church). Many Beshaban shrines are simply places designated 
to the fairhlul by the clergy for offerings, bur otherwise not significantly 
decora red except by a tliscreet symbol or rack of htuns attached to some¬ 
thing painted red. Doommasters prefer underground facilities, especially 
those with a gotihe flav-or. for their remples, whether they are excavated fa¬ 
cilities nr ones ccuiverted from natural caverns. 

In ascending i>rJer oi rank, the Titles in general use by the church of Be- 
shahu are: Bewuldered (as in “Bewildered Brother Gomi" or “Bewildered 
Sister Liishayal”=The Bewildered are the novices), the Unfortunate (full 
priests who use similar forms of address as rhe Bewildered), Finger of Fear, 
Hand of Strife, Higher Hand of Strife, Hand of Gloom, Higher Hand of 
Gltxmi, Hand of Homir, Higher Uiand oi Hi>rror, I land of Despair, Higher 
Hand of Despair, Misiress/Masier of l>ead, and Nails of the Lady. 

Dogma: The ethos of Beshaba is the beliefs of Tymora sttxid on their 
head. Bad things happen to every one, an^l only hy folk>wing Beshaba may a 
person perhaps be spared the w'tjrsr of her effects. Ttxi much gtHiJ luck is a 
bitj tiling, and to even it out, the wise should plan to undermine the fortu¬ 
nate, Whatever happens, it can only get worse. 

Beshaba charges her novices to simply fear her and revere her. All her 
clergy arc to spread rhe message acr^^jss Faerun to obey Beshaba and make 
offerings to appease her If she i.s not appeased, all will taste firsthand the 
curse that is spreading Faeriin-w'iJe: “Beshaha provides!’' (What she pro¬ 
vides. ot course, is misftinune to all and in generous supply.) Her clergy are 
to make others worship her and then they will lx- spared the ill luck she can 


bring. They should nor falsely advise any being in how to worship Beshaba, 
or they will pay the price of being cast out and cursed with misfortune all 
their Jays. 

Day-to-Day Activities; Beshaba is worshi[x:d largely out of fear, and it 
is the task of her clergy to spread that fear by starting talk of Beshaba's 
power and latest wickedness and by instructing all in how' to make offeririg> 
to her or in how' to join her clergy if they would prefer to be protected 
against all misfortune. Along the way, the members of her priesthmd take 
care to indulge rheir ta.stes for random cruelty and sadism. They enjoy act¬ 
ing mysteriously to manipulate simpler folk into serving them in matters 
both great and small, from providing them with foexi, luxurious shelter, and 
companionship to giving them weapons to wield against their rivals in the 
church of Beshaba and against the clergy of all other faiths. 

Holy Days/Important Ceremomes: Beshaba b w'orshiped in tw-o 
w'ays: by those who believe or^ly in her pr^wer and wish to appease her and 
by her friithfiil clergy. 

To appease Beshaba, one must make an offering of something valuable 
and hold it in flames until it is at least partially consumed. Beshaba s name 
must be called our w^hile this is done* and a prayer of praise and entreaty 
must made while ott one’s knees immediately afterward. Beshaba b said to 
look more kindly on entreaties made by those who allow themselves ro 
bum their fingers somewhat in the offering. 

Priests of ^haba must make an offerii'tg to the Lady at lea^t once a Jay 
by setting fire to brandy, wine, or spirits while uttering the name of the gixl- 
Jess and dipping a black antler tine into the mixture; prayers follow. A sec¬ 
ond prayer similar to the first must be made lo Beshaba each night twitside 
under a dark sky. If a member of the clergy is forcibly confined, at least a 
prayer during the hours of darkness is expected to be attempted. The night¬ 
time offering is a personal prayer for guidance, and the goddess ofren an- 
sw'ers it with nightmare visions later in the evening. 

Devotees of Beshaba mark ev'cry Midsummer and Shieldmeet with wild 
revets of destruction and rudeness to mark Beshaba’s nature as Maid of Mis¬ 
rule. Otherwise they ignt>re the calendar, holding special ceremonies upon 
rhe deaths of important clergy' and when a priestess ascends to a new' rank. 

The funeral ceremony is known as rhe Passing, k is a rare time of dignity 
and tender piety among the clergy. The body of the departed is floated 
down a river amid floating candles in a spell ceremony dc.signcd to n’lake 
the corpse into an undcad creature and tefr/x7r£ it to a random kxration else¬ 
where in the Realms to wreak immediate havoc. Senior clergy use spells or 
magical items to scry from afar to see what damage is then done by the crea¬ 
ture's sudden appearance. 

TlTie ceremony of ascension in rank is known as the Marking. It is a cer¬ 
emony involving drum music, dancing over flames, and the permanent 
marking of the priest with a brand or tattoo. The priest being promoted 
must hear the pain w-ithout benefit of spell or potion to ease it. 

Major Centers of Worship: The most holy center of Beshaban worship 
is the Spires Against rhe Stars, a hilltop fortress north of Saradush in east¬ 
ern Tethyr that w'as once a vampire-haunted, abandoned castle of a noble 
family. The Spires is headed hy Nails of the Lady DIatha Faenar, an elderly 
but (through magic) still lushly beautiful priestess who has mthlessly slain 
her rivals and so far eluded all attempts to destroy or depose her over the 
course of almost a century. DIatha is said to he able to wield magics ttxi pti- 
tent for most mortals to use or comprehend. 

Affiliated Orders: Beshaba hiLs a secret society of iissas-sins dedicated to 
her name called rhe Black Fingers, k is comprised of male members of her 
clergy and evil thieves and lighters. 

Priesdy Vestments: Female priests of Beshaba wear robes of mauve, 
purple, and black, and are branded or tattooed i^n one instep w ith Beshaba 's 
Badge (rhe antlers) and on one thigh w ith a row ot marks of rank which can 
only he read by fellow initiates. These are covered by normal clothing when 
the priestess is outside of temples or sites where ceremonies are being con- 
klucted. Male priests wear robes of crimson and are rattCK:)ed with Beshaha's 
Badge on one cheek, a device w'hich can he covered only by a mask, mud 
(or a similar substance), or long, unkempt hair. In serxaces, duommastenj of 
either gender who are leading a ceremony prefer simple black tunics w'ith 
the symlxil of Be.shaha on the chest arid black stockings. 

Adventuring Garh: When working in the field, undercover, on a 
quest, or simply traveling, most Beshaban clergy wear utilitarian garb ap¬ 
propriate to their locale and the level of danger they anticipate encoun¬ 
tering. 

Specii:ilty Priests (Douipmasters) 

Requirements: Wistlom 10 
Prime Req.; Wisdom 
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Rc jttt^n Luck 

B efore the Dawn Cataclysm, there was but onegpddess of luck^ Tyche, 
Ever flirting with fbrtunt; antJ disaster. Lady Luck bestowed and vvithdrew' 
her favor at a whim. After etans of toyir^ with the affections of various 
powers, Tyche found herself embroiled, alopg with the rest of her circle of 
deities^ in s war between thegpfjh resultingfrom the actions of a currerTt para¬ 
mour. Lathander Always fickle with her fiavors, Tyche kissed the Momir^brd 
with misfortune and wandered off to explore the Realms. 

During her travels, Lady Luck discovered a budding rose of unequaled 
beauty. Dc'Jghted with tliis fortuitous happenstance, Tyche reachexJI to pluck 
this ddgjitfol token, which she assufTied was a peace overture from Lathanfier, 
who sought to regain her good graces. Much to her amazement. Lady Luck 
could not pluck the rose from its btish ntj matter how hard she tried. Frustratedt 
she cursed the with bad luck, and flower s stem brnke in her hands. Care¬ 
lessly, Tyche stuck the plucked rose behind hi^ i-ar aid continued on her way. 

Unbeknownst to Tyche. the rose was a manifestatiejn of Moander; god crF 
comjptkin and decay. Tlie severed rose stem crept into Tyches tar and subtly 
bqgan to rot her fojm the inside out. Lady Luck now suffered feom misfortune, 
and it .sprarg foxn her own careless hand. 

When Tyche returned iTome, she came across her efear friend, the goddess 
Selune, waiting to speak with her. Abo wait!rg for her were Lathtinder, who 
wished to r^in he:r affections, and Azuth, who had come to inetJiate the dts- 
between tfie twxx Selune wept great tif^is as she saw the corruption de- 
stnoyirg her friend from within, and befijne Tyche could even intuit her intent, 
Selune tsshed out with a b€>[t of purifyirg Ight, Tyche s rotted core split 
down the midrfle and a smaller; brghter version of the goddess of luck stepped 
out allcjwirg thegtxjdess of the moon to save that which was good and pure in 
her friend. However, ftJkiwirgthis first fgure fiom the rotten external shell was 
aixrther fiirm stunnirgto bt^icjJd. but full of dark malice and capricious ill will. As 
the two emefged, they immediately foil upon each other in hate, strugglirg 
madly, amJ w'csre only separated l>y the ofimbined efforts of all three visitors. 

It is said that Tymora, Tyche s Fair-Haired Daughter, embodie.s all the grace 
and kindness of her mother, while Seshaba, Tyches Unpleasant Daughter, got 
only her looks. Since their birth, the twin aspects ofTyt+ie—Tymora, Lady Uick, 
and Beshaba, Maid of Misfortune—^hwe battled each otiicr in a crvil war ffiat 
continues to this day. 


AtloNMEt^T: 

Weapons: 

Armor: 


CE 

All hluilgetining {wholly T)pe B) weapons 

All armor types up to and including plate mail and 

shield 


Major Spheriss: 

Minor Spheres: 

Maciical Items: 
Req. Profs: 
Bonus Profs; 


All, astral, chaos, charm, combat, guardian, healing (re¬ 
versed forms only), protection, summoning, wards 
Creation, divination, necromantic (reversed forms 
only), time 
Same as cleric.s 
None 
None 


• Once per game day, a dtximmaster can reduce the saving thrx^iw^ or attack 
mil of one individual by one (a 3 becomes a 2, a 1 becomes a 0). The 
priest using this power glows a deep, radiant red for one round when 
doing so. All effects of the die roll Etre based on the reduced oumher as if 
it were the number originally rolled. The modificatitin occurs immedi' 
ately after the number is rolled (that is, before any other numbers are 
Rilled or other actions taken). 

• At 3rd level, doomma.sters have the ability^ to cast Tosha's utu’ounolkthli.* 
hideuiui iaugfikT (as the 2nddevel wizard spell) once a day 

• At 5th level, doommasters have the ability to cast bane of Beskiba: (as the 
2nd-level priest spell) once a day. 

• At 7fh level, doommEisters have the ability to cast misfire (as the 4rh' 
level priest spell), /mibiihilriv arntrol (as the 4 ch-1 eve I priest spell), or 
Wer resisfiince (as the 5ch-level wizard spell) once a day, 

• At 10th level, doom masters have the ability to cast mis/urtmie (as the 
Srhdcvel priest spell) once a day. 

• Ac 15th kvel, dcKimmasters have the ability to iuitomaiically succeed at 
tine s;i\ ing throw' that vvtiuld avert an unfortunate or damaging effect for 
themselves tince a day. They must declare the use of this ability rather 
than roll for the saving tlirow. Note that this Joes nor allow them to cir¬ 
cumvent effects thill ntirmally dti not alKnv saving throws, 

• At 2Dth level, doom masters have the ability" to create the Siime effects as 
a Murdenkuinen 's disiuncEion (as the 9th-level wuzard spell) once a tenday. 


Be^shabnn Spells 

2ndl Level 

Bane of Beshaba (Abjuration) 

Sphere: Combat 

Range: Touch 

Components: V, S, M 

Duration: Special 

Casting Time: 5 

Area of Effect: One living creature 

Saving Throw: None 

In a spiritual sense, the bane ofEeshoba (also known as '^Beshaba's Arsekick") 
is the reve rsed version of the favor of Tymora spell employed by the ser\'an^ 
of Beshafc^’s nemesis. This spell confers a curse upon a single living creature 
that cannot be ended by dispel magic or other magical effects. It lasts until 
the death of the target creanire or until its power is exhausted by use. The 
spells favtrr of Tymora and bane of BesMw automatically cancel each other 
out if cast on the same creature, regardless of how many saving throws the 
first spell to he cast has affected. 

A priest of Beshaba must physically rouch the recipient with a bare hand 
to cast this spell, requiring a successful attack roll if the recipient is in battle 
or not unaw'are or immobilized. The fxme of Beskafcc confers penalties upion 
the saving throws of the victim it affects. The first saving throw made by the 
victim after the spell is successfully cast is made at a -4 penalty, even if it 
takes place later in the same round as the spell took effect. The second sav ¬ 
ing throw after the spell takes effect is at a -3 penalty, the next at a -2 
penalty, and the following one at a -I penalty. After the four penalized sav¬ 
ing throws txcur, the magic is exhausted. 

Only one such spell can be in effect upon a victim at any one time. Ad¬ 
ditional castings of bane of Besfioha have no effect while one hone of Bes/iofxt 
is still in effect. Unlike Tymora, Beshaba imposes no restrictions on her 
priests as to how many times this spell may be cast upon a creature. 

The material components of this spell are a sliver of a broken mirror and 
the priest's holy symfoil (which is not consumed in casting the spell). 

4th Level 

Misfire (Enchantment/Charm, Necromancy) 


Sphere: 

Range: 

Components: 
Duration: 
Casting Time: 
Area of Effect: 
Saving Tlirow': 


Combat 
5 yards/level 
S 

1 day/lcvel 
7 

One creature 
None 

The victim of a misjftre cannot hit any chosen target w ith any throwm, fired, 
slung, or otherwise projected missile weapon fi>r the spell duration, though 
unintended targets may well be hit by the victim's use of such weapt^ns. A re- 
move curse, dispel magic, or bless spell cast upon the recipient disrupts this 
magic and ends the spell, 

5th Level 

Misfortune (Enchantment/Charm, Necromancy) 

Sphere: Combat. Charm 

Range: Touch 

Components: S 

Duration: 1 round/level 

Casting Time: 5 

Area of Effect: One living creature 

Sa V i ng Throw: N one 

TTiis spell catuses the recipient to receive a —3 f>enaliy on all saving throw"®, 
ability checks, initiative checks, proficiency cheeb, attack rolls, and damage 
rolls and a - 15% penalty to all thieving skill checks for the spell duration^ A 
priest of Beshaba must physically touch the recipient with a bare hand to cast 
this spell, requiring a .successful attack roll if the recipient is in battle or not 
unaware or immobilized, A remote curse or dispel magic ends the spell prema¬ 
turely, and its caster can also banish a misfmune by silent act of will. 


Bhaal (Dead) 


El,t >rd of Muh ipt) 
hiternictliate Pcjwer of (iehenna, LE 
Portfolio: I3eatb, especially \iolent nr ritual death 

Aliases: None 
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Domain Name: 

Superior: 

Allies: 

Foes: 

SVMBOU 

WoR. Augn,: 


Formerly: Khaks/The Tiittme of cuircntly adrift 

m the Astral Plane 
Bane (now dead) 

Bane (now dead), Hnar> Loviatar, Myrkal (now dead), 
Talona, Mask 

Chauniea, Helm, Lathander, Torm, Tyr, Ilmater, Lliira 
A white, face-tm human skull surrounded by a counter¬ 
clockwise orbit of many streaming teardrops 
LN, LE, N. NE, CN, CE 


B Bhaal (Bahl), one of the Dark Gods, was the god of 
death, particularly of slaying, assassination, and vio¬ 
lent death. His was a ptmerful faith in FaerCm at one 
time, and the Lord of Murder was venerated by nu¬ 
merous assassins, violent mercenaries, and ocher bm- 
tal and fiendish killets. While he lived, Lovlatar and 
Talona served him (though the two w'ere rivals to 
each other), and he in turn served Bane. 

Bhaa! was violent, cruel, and hateful at ail times, and lived only to hunt 
and murder He could K* alternately cold, calculating, and ruthless or filled 
with a savage bkKxllust. The presence of living creatures instilled a deadly 
hunger in the Lord of Murder and an ovcrptiwering need to kill and destroy. 
His minions, such as Kaigoroth the Beast in the Moonshae Islands, wrought 
devastation and violent death wherever they roamed. 

Bhaal suffered a series of reverses prior to the Ttme of Troubles, the most 
vital being his banishment from the Moonshaes. Bhaal tried to destroy the 
Earth mother (Chauntea) and seize the Motinshae Islands as his personal do¬ 
main, Tlie Ravager, imhuevi with a greater fraction of BhaaPs essence than is 
normally contained in an avatar, was slain hy Tristan, High King of the 
Ffolk, w'ho wielded the Sttwrei ofCymrych Hugh, As a result, Bhaal was se¬ 
verely weakened and exiled from the Realms for a time. 

Before Bhaal could rebuild much of his power, he was returned to Faeriin 
m avatar form by the will of Ao during the Fall of the Gtxis. Bhaal, reduced 
to a killing force able only to pt>ssess humans, then went on a spree of murder 
and destruction the like of w^hich had never before been seen. When Ltird 
Bane sought the powder needed to challenge Torm, he slew' all of the assassirts 
in the Realms who mavle up the hulk of the Lord of Murder’s faithful, hirther 
reducing BhaaPs power. After the Lord of Strife's destniction, Bhaal forged an 
alliance w'ith MyrkuP The two gods stiught ihe Tablets of Fate st,i that they 
could return to the Outer Planes. After pursuing her across ihe Heartlands, 
Bhaal kidnapped Midnight and seized one Tobler of Fate, but was murdered 
stxsn afrer by Cyric with the sword Godstianc (later revealed to have been the 
avatar fomi of Mask). What remained of BhaaPs essence W'as absorbed by the 
Winding Water, and that riv er has subsequently been poisonous from the 
Bevareskyr Bridge Jowastream to the Ttolldaw' Ford. 

Ir is believed a fragment of BhaaPs personality remains in the jet black, 
foul-smelling w aters of the Winding Water much like MyrkuPs essence sur¬ 
vives irt the Crou^ of Hums and fragments of Bane's personality survive in 


his serv itor Baneliches. If Bhaal is ever resurrected, it will he in rhe shadow 


of Boateskyr Bridge. 


BhriLiis AvLittir (Thief 32» Fighter 27) 

Bhaal rarely appeared in avatar form, hut w'hen he did in urban settings he 
typically assumed a form known as the Slayer. The Slayer looked like a 
human male corpse vv ith a feral face, ivory'-white skin, and deep lacerations 
that endlessly w'cpt black ichtjr that vamshevl before it struck anything. 

Bhaal manifested in rural settings, such as the Moonshaes, as a giant of a 
man. The Ravager, as this form W'as known, was over 30 feet tall, with long, 
tough sinews, a flowing beard and mane of hair, eyes that glowed with the 
flames of Gehenna, a face twisted in a grimace of supernatural hatred, and 
two 7-loot-long curved horns protruding from his forehead. 


AC MV 15: 217: THACO -6: MT 5/2 (Slayer) or 2/1* (Ravager) 

Phng I 1 J 4 +I 6 (Ixine dagger. +12 Str, +2 spec, bonus in dagger—Slayer) ur 
ldtO+l2/lJlO+i2(+i2Str—Ravager) ^ 

MR 90%; SZ M (6 feei. Slayer) or O (30 feet, Ravager) 

Str 24. tVx 24, Qm 22,1m 17. ’'J(/is 15. Cba 17 
Spells None 

Saves PPPM 3, RSW 4, PP 4. BW 4. Sp 5 

•The Ravager inatle nvo sets of tw in punches per round for a toitil of four fist 
strikes and ciHiltl alst.» gore iivr rake certain opptjnents with his horns. 

Special Att/Defr Tlie Slayer could ktitafe at will and w'alk on air. His 
nuHements were always silent, and his v oice soft, menacing, and cold. In 
battle, the Slayer wielded Line of the infinite number of kme daggers hid¬ 
den on his person or that he could conjure out of thin air. Body parts 


wounded by these wielded daggers would wither. If the wounded area w-ere 
a head or torso, it would shrivel and the victim would suffer an additional 
3d4 points of damage above the given bone dagger damage^ if a limb, it 
w<juld shrivel and become unusable. 

The Slayer could also animate up to six hone daggers at will at MV R 16 
(A) to each strike twice a round at THACO 4, attacking as +2 magical 
weapons for purptises of w'hat they could attack and doing ld4+2 points ot 
chilling damage per successful strike. These daggers would then w'ink out of 
existence as the Slayer willed. Tlie btxly of anyone slain by one of these an¬ 
imated daggers could—if the Slayer desired—become a tombie under his 
command or be made to burst apan, all its bones shattering and joining any 
bone daggers the Lord of Murder had already animated to become a fekidt? 
bamer of bone shards. Such a bor>e-shard blade barrier inflicted 12dl2 
points of damage upon those who tried to pass it and lasted as long as the 
Slayer w illed—in other words, it could be left as a pennanent feature. Tliese 
bone-shard Mtdc barrim filled any volume of space from 5 cubic feet to 70 
cubic feet in any shape. If the Slayer created a permanent bone-shard bLuk 
homer, the spirit of the slain being remained in the affected area as part of 
the animating force affecting rhe bones. The Slayer could also awaken an 
urge to slay (see below) or cast otrriacEfon (or its reverse—see belour) at wilL 

The Ravager was a rampaging titan of destruction. He attacked with his 
two massive fiscs that could easily crush stone in their gm:«p- When facing 
size L or bigger opponents, he could gore or rake them with his fearsome 
horns for 3d 10 points of damage on a successful attack in addirion to his 
normal fist attacks (two sets of two punches per round). The Ravager could 
only he hit by weapons of +4 or greater enchantment and regenerated 5 hit 
points per round. 

In either form, Bhaal could animate or create any type of undead crea¬ 
ture indefinitely by couch. All skeletons or zombies he animated obeyed 
him absolutely, Greater undead chat he created were required to perform 
one service for him and were then free-willed. Bhaal could also automati¬ 
cally disnipt any undead creature of less chan divine status with his touch at 
will, turning it into dust that not even he could reanimate. The Lord of 
Murder was immune to all forms ot attack hy undead creatures of any sort. 

Bhaal manifested as a pair of flying crowding claws (animated skeletal 
hands—in BhaaLs case, always a matching human pair) that could point, 
carty' or wield things, or grow^ or fire bone daggers that emerged from their 
finger ends but did not diminish the Ivands themselves. (The daggers fired 
as light crossbow quarrels with a THACO of 4.) Alternately, the Lord of 
Murder sometimes appeared as a laughing human skull that hurtled about 
at MV FI 16 (A) trailing teardrops. In either manifestation, Bhaal could 
speak or cause darkness 15' radius around a focal pctint anywhere within 90 
feet of his manifestation. He could also aw'aken m any lawful evil-aligned 
being an urge to slay, if he did so and the being failed a saving throw' vs. 
spell, the being would rush to attack whatever target Bhaal directed it to, 
striking tw'ice per round with whatever wcaptin came to hand at THACO 4 
and moaning and sobbing uncontrollably (in other words, ntirmal speech or 
warnings were impossible) wiih its need to cake life. Bhaal could affect up 
to a dozen lawful evil creatures per round with an urge to slay if that many 
were within 90 feet of his avatar or manifestation. 

The Lord of Murder often acted through a v^ariety of violent, deadly 
monsters, including skeletal undead of all sorts, from deathfangs to dread, 
and many species of teniae led monsters, from Jarktentacles to philosopher 
grell. It is said that harrla of hate were created by Bhaul to stalk the Realms 
and that the hand of the Lord of Murder guided their choice of victims. 

Tlit’ C Ihtirch 

CLEKor: Clerics, specialty priests 

Clerov’s Align.: LE. NE, CE 
Turn Unoeau: C: No, SB: No 
Cmnd. Unoead: C: Yes, SP: Yes 

All clerics and specialty priests of Bhaal received religion (Faerunian) as a 
honu.s nonw'eapon proficiency. 

Priests of the Lord ot Murder were known as either Bhaalists i>r Bhaalyn 
(the latter term being most favored east of the Dragonreach, the ftirmer 
westward to the Sword Coast ) and were always a disorganized web of smctly 
it>cal hierarchies. Bhaalists/Bhaal^m tended to be clerics in the urban areas of 
ihe Realms, W'hile in remote areas (such as the Moonshaes). they tended to 
be specialty priests known as deatbstalkcrs. 

Bhaal was (fittingly) murdered during the Time of Troubles by Cyric, the 
mortal who would become his successor. In the main, his faith has been 
taken over by the Dark Sun, and BhaaPs temples have been almost totally 
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converttxl to the worship of the Prince of Lies. The followers of Bhaal in 
urban areas have almost um\ereally switched to worshiping Cytic to the ex¬ 
tent of adopting? the new deity's vestments, ceremonies, religion-specific 
spells, and the abilities he grants his specialist clergy members. Tlvcy refer lo 
the power they v'enerate as Cyric. For sooie years the former Bhaalyn of 
Thay referred to him as Cyric-Rhaal to difterentiate him from the lesser as¬ 
pects of Cyric worshiped by lormer Ranites, whose deity was utterly de¬ 
stroyed and who they k it had errtmeously declared Cyric to be their deity as 
welt. Relationships between the Bhaal-Cyricists and the factions of the 
other believers of Cyric were heavily strained* but order was imposed during 
Cyric’s purges among his con^-erted faithful during the years following the 
year of the Banedeath (1361 DR) and now all former Bhaalists and Bhaalyn 
(imcotuf on ably) acknoM'letlge their deity^ to be simply Cyric, 

Prit>r to rhe Fall of the Gixis, relations between the city-bred and country 
veoiions of Rhaals priesrhtjod were fair, bin c(x>l and distant. The differences 
between the tw^i facEitins ittcreased with the demise of the Lord of Murder dur¬ 
ing tIh‘ Time ol Troubles. The niral fed lowers of Bhaal retained their belief in 
Bhaal for years, planting to the fact thiU they still received their accustomed 
magical spells. How^ever, shortly after the schism Ixjtween urban and rural 
Bhaalists reached its height in 1367 DR and amhiLshes were retx>iTeJ between 
rival Ibcrions, rural Bhaalyn priests ceased receiving spells in Rhaal’s name, 
and most have now converted to Cyricism or Xvimism. What isolated and 
minute pcKkets of pure Bhaal wtirship still exist are usually in remote rural 
are:is, prcsikled owt by an ancient priest. Many of these former worshipers are 
now venerating the nrcish and other ni>nhuman pantheons as well. 

The leader of an area or factitm of Bhaabwor^hip, regardless iT level, was 
always known as the High Primate/High Primistress (this strange female 
feirm of the title rhankfully seems unique to this faith), and the head of a 
temple or fortress w^is its Pnmate/Pnmistress. (Often fortresses of Bhaal were 
citadels that sheltered many a:isassins and sent forth agents to nearby towns 
or city marketplaces to solicit patrons to hire the ix:cupants of the citadel to 
perform killings.) Tire assistants of a Primate or Primistress (kntm-n in many 
other faiths as ^priors") held rhe title First Murder, and the First Murder 
could call upon the Cowled Dearhs (nine mt>st senior dergy' membeis w^ho 
held offices in the religiturs houseliold or community). UnJemearh these 
eminence.^ w-ere the common clergy members, collectively known as 
l\’athdealers and bearing the shared title (regardless of level or rank) of 
Slaying Hand, 

Urban temples dedicated to the Lord of Murder wx-rc typically dark, spar¬ 
tan dungeons located beneath a city^s streets featuring an occasional mtisaic 
or sculpture depicting a \‘ tolent death. Mt^t contained several chambers of 
tokens taken I mm the bodies of murder victims and large crypts filled with 
the corpses of past victims who could not be left where they tell (Tile in¬ 
habitants of such crypts were often restless,) Rural holy sites were usually 
primitive shrines kxrared on h^rren hilltops and dominated by blixvJ-stained 
sacrificial altar,s. Typically a ring of stones carved to resemble teardrop- 
shaped skulls is inlaid in the ground arouni.1 Hie altar. 

Dogma; Bhaalists hdiev etl (in their sick and twisted w-ay) that every^ mur¬ 
der committed strengthened holy Bhaal, As a result, they view'eJ murder as 
Ixiih a pastime and a duty. Bhaalists wea" required to deal death once in every^ 
tenJay tinting the darkest peritJ ai the heart of tlic night. If imprisonment i,ir 
other cons training circumstances made this impossihte, they had to murder 
twice for each death missed. In accordance with the Lord of Murder's teach¬ 
ings, Bhaa lists strove to ensure that he I ore they died, murder victims knevv 
wfto was killing them and that their death was in the name of Bhaal, 

Novices of Bhaal were charged as follows: "Make all folk fear Bhaal. Let 
your killings he e.specially elegant, or grisly, or seem easy so that those ob¬ 
serving them are awed or terrified. Tell folk that gold pdiffered to the church 
can make the Lord of Muriler tiverlonk them for today." 

Day-tO'-Day .4cti\ities: While Bhaal alfxi encouraged the pursuit tif per¬ 
sonal wealth and hiihhies, in the main, l3haalisEs spent their nights perform- 
mg murders and their days preparing tor murvler (procuring or caring for 
weapons, journeying ti> the appropriate site, praying to Bhaal for success, 
sleeping under guatkl so a.s to he fully aw ake for the hours of darkness, earing, 
training, praying for spelb, and the like). Many stTveJ a.s ass^tssins, bounty 
hunters, anki mercenaries or in organizckl brotherhooils of men and wc>men 
in such professions. 

Priests ot Bhaal enjoyed killing fi>r its own sake but tried not to murder 
inJi.scrimmnTely. Much time and thought went into the planning of not just 
the dark deeds, hut the implicatkins of ktiling this or that inJiviJuaL The 
church tried to eliminate all rivals and those who .stotiJ against it, to he sure, 
but als4> strov e to enrich itsell by frightening Ckanmon folk into placing of¬ 
ferings of coinage and valuables before Bhaalists an*.i by taking care tvi let 
ecimomically and socially impksriant individuals live unharmeJ. High Pri¬ 



mates spent mvich of their time planning the proper strategies of manipulat¬ 
ing nearby rulers, inhabitants, and organimtions into the deeds and behavior 
that the Bhaalyn desired. 

Holy Dtiys/lmportant Ceremomes; The main ritual to Bhaal is, of 
course, an act of slaying, during which the priest intoned: ''Bhaal awaits 
thee, Bhaal embraces thee, none escape Bliaal'^ (if necessary, repeatedly). 
After each murder, a priest of Bhaal drew Bhaiil's symbol beside the corpse in 
the bluird of the victim and smeared the blotid on his or her owm hands, 
from where it promptly vanished if the ceremony was dtine ftrly. 

Priests also prayed to Bhaal upon retiring for slumber (m a remple, this 
was done cn mrisse, in a formal cerermvny known as Day’s Farewell) and 
whenever they set out to slay. Moreover, every increase in priestly rank w-as 
marked by a solemn private ritual in which the ascending priest went our 
from the temple to return only after slaying another with nothing save his or 
her bare hands. The events of the killing w^ere related privately to a senior 
priest, and if the signs were deemed favorable, the new rank was con v eyed in 
a church ritual held in full ceremonial regalia by all temple clerg^^ members 
during which a liv ing sacrifice to Bhaal was made. Senior priests were said 
have an uncanny ability to ferret out lies about this ptivate ritual and be 
harsh in their punishment of those bearing false report. 

Lay worshipers of Bhaal (but not priests) were to pray to Bhaal for the 
limited safety of''his overlook" when setting forth on journeys or into 
knowm danger. Tliey were also to pray when giving gold to BhaalIsts (to en¬ 
sure that the Lord of Murder accepted their gift ) and w^henever a violent 
death occurred nearby or to someone related to them. 

The t>nly calendar ritual of the church vif Bhaal occurred on the Feast of 
the Mtxin, when the dead of the faith were remembered and Bhaalists cele- 
hrated especially important or impressive slayings by retelling stories of tliese 
deeJ.s. One O'f the most "splendid" tales of gore told often is of one iif the ex¬ 
ploits of the famous priest-mage Uthaedeol the Blood-drenched. It is of his 
killing of the warned and guarded King Sarnyte of Tethyr. 

Uthaedeol teleported to appear in midair in front of a pegasus-riding 
palace guard, sievv' the man, and rode his steed forcibly dnwm to its death, 
smashing through a skylight into the throne room. Uthaedeol leapt clear of 
the pegasus a.s the king’s archers peppered it w'ith shafts, and rode a prepared 
flight magic down to plunge into one eye of the king's guardian black 
dragon. He slev^' the great drake wnth his owm still-seeret desnmmg/iSE spell 
(known to he a small, liKalired effect) and rode its involuntarv 

dying breath across rhe throne room, gliding along the stream of acid tt 
breathed prtitected by his enchanted armor. 

As the armor hlackened, crumbled, and fell away, UthaeJetil cast a spell 
that flung all arrows in the room, even those not yet fired, into swarming 
(light. He then sprang to meet the king in single combat w ith his lone dag¬ 
ger against Samytes brixid sword. It is recorded that Uthaedeol slew every 
guard who came against him as he slashed the unfortunate monarch's skin in 
hundreds oi places; he then cast a spell that forced the king into a veritable 
dance of death so that he lei I lifeless from exsangui nation. 

The priest-mage then cast two entrapping spells and teleported aw-ay. 
Tire first trap was a meteor suann activ'aiek.1 whenever any spell w^as next cast 
in the thnvne r[H>m. It slew' tour court w irards of note. The second was a bkide 
bumer set to erupt into being when st)me4)ne who was blood kin to the king 
next enrered the uxim. It slew the kings two eklesr st>ns. 

Major Centers of Worship: The Towner of Swift Death just outside 
Tyratunvs in Thay. w here Primate Oumrant Tsulkidc leads a fortress full oi 
trained killers witli the blessing (and linancial support) of the Red Wirards, 
was one of rhe tew remaining temples in the Realm.s solely dedicated to Bhaal 
utvtil the Year ot the Tankard (1370 DR), when it finally formally switched to 
the worship ot Cyric. (Before then, Cyric supplied tlie priests' spells in BhaaPs 
name.) The Red Wizards often employ those trained in the Tower on mis¬ 
sions for rhe great glurv' of Thay (and, oh ye^, of Bhaal^—er, Cyric). 

Affiliated Orders: Bhaal’s cler^ members sponstireisl countless brother- 
ho4Tjs ot assassins and thieves ihnvughtJUC the Realms. Prominent among 
them were the Shadow- Thieves of Amn and the Citadel of Assassins in the 
Galena Mountains (kwh of which still exist, though Bhaal Joe.s not). Al- 
thoLigh the true assassins of the Realms have all been destroyed and Bhaal 
murdered, guilds established in his name continue his legacy of murder and 
death as an avtication if not a viHzation. These orders still pay ritual homage ttv 
the Lord iif Munler as well as his successor, Cyric, and arc comprised of evil 
lighters, wizards, priests, and rogues who work as assassins. All specialty priests 
4il Rhasil K-longeJ to a siiciet^' knowTi as the Bretham of the Keen Strike. 

Priestly Vestments; Regardless of rank or gender, all BhaaftTi wtire full 
ceremonial robes and cowls ol deep pury>le or of black with violet streaks of 
random size, shape, and placcmenr. The interior linings ot the cowl and gar¬ 
ments were always deep black, and a black veil was worn over the face to 














make the cowl seem empt),^ to an observer High-ranking priests somecimes 
added a scarlet sash to this costume for easy recognition when ill-lit rituals 
were taking place. Curve-bladed ceremonial daggers (treat them as normal 
daggers except (or their shape) were worn at the belt, hut only High Pri¬ 
mates, Primato, or members of the Ba'threti of the Keen Strike employed 
them in combat or slayings; all other Bhaalists used them only in rituals. 

Adventuring Garb: When adventures were undertaken or guard duty 
performed, Bhaalyn wore full armor of the best type they could obtain or 
were allowed to wear. Black capes and black leggings usually accompanied 
the serviceable armor. 

Specialty Prie.sts (Deatbstalkers) 

REQiJiREMENTs: Constitution 12, Wisdom 14 

Prime Req.: Constitution, Wisdom 

Augnment: LE 

Weapons; All bludgeoning and piercing (Type B, Type P, and Type 

P/B) weaptvns 

Armor: All armor types up to and including chain maih no 

shields 

MajorSpberess: All, astral, charm, combat, elemental, healing, law, 
necromantic, summoning 

Minor Spheres; Divination, creation, guardian, time 
Magical Items: Same as clerics 
Req. Profs: Hunting, ceremonial dagger 

Bonus Profs: Tracking 

• There is a J^% chance per level (round up) that any physical blow in- 

llicted with a ceremonial dagger by a deaths talker on a man-sised or 
smaller creature is devastatingly potent in aim and effect (fatal or nearly 
fatal)* The victim is immediately reduced to 0 hit points (whether or 
not the optional -10 hp death rule is in use) or the total indicated by 
the normal damage of the blow including all applicable bonuses and 
penalties, whichever is lower* 

• At 7th level, deathsralkers may cast^nger of death (as the 7thde\ el w Li¬ 
ard spell) once per month. 

• At 10th level, deathstalkets may engage in pkme skipping. Plane skip¬ 
ping involves the deathstalker traveling to BhaaTs area of Gehenna, 
moving through that plane, and then tra\ eling back into the Printe Ma¬ 
terial Plane at his or her destination. In general, each 10 feet moved 
through Gehenna equals one mile of distance on the Prime Material 
Plane. Direction does ntu matter in Gehenna, since the will of Bhaal 
and the inientiim of the traveler determine where she or he comes out. 
Tile plane skip takes a turn to prepare for the movement into Gehenna 
and another rum to return plus travel time while in Gehenna. This 
form of travel is 1 00% reliable under normal circumstances, but it can¬ 
not pierce magici^l shields, areas sanctified to the forces of good, anti- 
magical areas, or areas that cannot he reached from the Outer Planes, 
Plane-skipping deathstalkers are not protected while in Gehenna, since 
Bhaal considers those capable of traveling to his htimeland capable of 
protecting themselves. Deathstalkers may take another person with 
them for every two levels of experience over 10th they ptjssess. 

• At 11 th level, deathstalkers may summon an ocriaf smtim (as per the 

6th-level priest spell tierkf This ser^'ant wiU fight for the death- 

stalker (contrary to normal restrictions on the spell) and can act as a 
magical assassin. Only one aerial sen.'anr may he summoned per month 
(30 days), and i>nly one may he controlled at a rime. 

BhaBlist Spells 

2nd Le^^eI 

Attraction (Alteration) Reversible 
Sphere: Charm 

Range: Touch 

Q)mpt>nents: V, S, M 

Duration: I hour/level 

Qisting Tune: I round 

Area of Effect: One target being 

Saving Thnnv: Neg* 

Thts spell is much used by priests ot Bhaal because of their ambient air of 
death. Attraction replaces any negative emotit)ns the target ha.s toward the 
spellciister with tipposite positive emotions if the target being fails a saving 
throw vs. spell. Repulsion becomes attraction, hatred becomes love, etc. 
The spell also temptjrarily raises the caster's Charisma by ld4+2 points in 
respect to the target being for the spell s dtiration, making the target's re¬ 
actions to and loyalty to the caster much more likely to be positive and 
helptuL 


The reverse of this spell, disdain, replaces all positive feelings the target 
being has toward a named being (which can be the caster if she or he really 
vv^nts to be despised by someone) with opptrsite negative emotions* It also 
temporarily lowers the named being's Charisma by ld4+2 pviims in respect 
to the target being for the spell's duration, rnaking the target's reactions to 
and loyalt^^ to the named being much more likely to be negati\ e and hostile. 

In either form, the saving throw against this spell has a tncKlifierof -eI 
through +5 (as adjudicated by the DM) if the emotions to be chantjed are 
extremely intense. As such, it is much mote useful as a ploy to make a date 
w^ith a barmaid (who is motivated to please customers anyway) than it is to 
convert the feelings of one's enemies* 

The material component of this spell is the holy symbol of the casting 
priest. 

3rd Level 
Decay (Alteration) 

Sphere: Time 

Range: Touch 

Components: V, S, M 

Duration: Permanent 

Citing Time: 1 round 

Area of Effect: 1 cubic foot/level 

Sav i ng Throw; Spec ial 

TTiis spell accelerates the aging of any irem. It has no effect nn living matter. 
For every hour that passes, the object decays a day. Equally, any abrasion or 
strain to the article is increased twenty-fold. After an appropriate antounr of 
time has passed, most objects break, rust or corrode, decay into powder, or 
otherwise become useless. A successful dispel magic halts the accelerated 
decay process and return's an item's aging to normal rates; aging that has al¬ 
ready taken effect is permanent, Kow'ever. 

Normal items do not receive a saving throw' against this spell's effects* 
Magical items receive a saving throw against the spell; they must make a 
successful item saving throw vs. lightning at a -2 penalty or be affected by 
the spell Artifacts and relics are unaffected by this spell To affect an item 
being carried or worn by someone, the casting priest must make a successful 
attack roll wuth his or her hand. 

The material component of this spell is the holy symKil of the casting 
priest. 

5th Level 

Wound (Necromantic} 

Sphere: Necromantic 

Range: 120 yards 

Components: V, S 

Duration: Permanent 

Casting Time: 5 

Area of Effect; One target being 
Saving ThrtvW'; Ncg. 

A ranged version of the spell couse senou.s uoumfs, this spell does 2 JB-i-1 
points of damage to the target creature* If the target being succeeds at a sav¬ 
ing throw' vs. spell, all damage is negated. 

Cha untea 

(The Great Mother, the Grain Goddess, 
the Golden Goddess, She Who Shapes All) 

Greater Power of Elysmm, NG 

Portfolio: Agriculture, plants cultivated by humans, farmers, gar¬ 

deners, summer 

Aliases: Earthmothcr (Moonshae), Jannath, Pahluruk (among 

the peoples of the Great Glacier), Bhalla (Rashemen) 
I’XjMAiN Name: Eronia/Greaf Mother's Garden 
SuRERIOr: None 

Allies: Lathander, Silvaitus, Eldath, Mielikki, Sbiallia, Seliine, 

Lurue the Unicom 

Foes : Ta los and the gods of fu ry' (A u r 1 1. Um herlee, a nd M a la r ), 

Talona, MoanJer (now' dead), Bane (ntm' dead), Bhaal 
(now'dead), Mvrkul (now'dead) 

Svmikil: a budding flow'er encircled by a sunburst or (older) a 

sheaf of golden w^heat on a green field 
WoR, Align.: IN, N, CN, LG, NG. CG 
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Chautttea (Chawn-TEE-ah) rarely appears to mor¬ 
tals, although the most devout sometimc.'v sec her 
smiling face in their dreams. Her hand is on every 
place where humans seek to grow thingSH She is noi 
a goddess gis^en to spectacle or pageant, hut rather 
calls her followers U> small acts of devotion. She is 
immensely popular among gardeners, farmers, and 
common folk of many nations. Through her bless¬ 
ing, most of Faerun is fruitful. She is wise and quiet, thiHigh not passive, and 
is not given to hasty action. Aside from the divine interactions mentioned 
above, she has a cordial ongoing contest with Tempos and a friendly rivalry 
with Gortd. LathanJer and Chaim tea have had an off-again, on^again ro¬ 
mance for centuries (currently on), but the relationship bet ween them is al¬ 
ways warnt. 

Chauntea has a special relationship with the people of the Moonshae 
isles, a place which she has dedicated a portion of her being, known as 
Earthinorher. to tjversce specifically. Earthmother is a more primitive facet 
(T Chauntea who is representative of the gixldcss’s nature in eorts past and 
is much more wild and neutrjil in her outlook. She often uses three agents 
in the Moonshaes, said to he her Children: Leviathan, a great whale who 
guards the waters ol the Moonshaes; Kamcrynn, a great male unicorn, the 
king of the wilderitess; and the Pack, a gathering of dire w'olves melded into 
a single, unstoppable horde in the service of the goddess. Absent from the 
Mounshaes for years, these children have heen spotted indivually at late in 
the w^ilds and the sea. 

CJiaunteas Aviitar (Druid 40, Cleric 20) 

Chauntea is purtrayc'd as a kmdiy. w hite-haired woman of middle years, wise 
by virtue of a long life w^elldiveil. She has a lush heaur>', tanned, brown skin, 
and a powerful build. She is usually draped in white robes of the finest linen 
or heavy silk cinched by a girdle embroidered w ith all manner of growing 
planrs. Leaves, vines, and flowers twine through her hair and about her 
htnly, stime even seeming to grow from her head. She drawls her spells from 
all priest spheres. 

AC-6; MV 15; HPl 97: THACO^i'AT f 
Dtm-k!I0*9 {^9 STR) 

MRB0%; SZ LUO feet) 

Str 20. Dex 19. Ujn 25, 22, Wis 25, Cha 25 

Spells P: 17/16/16/!5/15/H/I2 

Saves ITHM 2, RSW 6. PP 5, BW 8, Sp 7 

Special Att/Def: ChaunteaV touch has the power to banish disea:^* and 
biirrenness, bestowing instant life and fertility. By touch she can also trans- 
fonn foes who attack her into shamhling mounds or treants. unless they suc¬ 
ceed at a saving throw' vs. polymorph. She prefers to ignore wounds rather 
than return attacks in most cases. Wounds inHicieJ on her gush forth life- 
giving 5ieeet urriier and swift-racing floral vines rather than hlotxl. Normal 
animals anJ their giant analogs refuse to attempt to harm her and do her 
Kidding instantly She cannot he harmckl by any plant or fungus (sentient or 
otherwise), or plant- or fungus-based attack, nor can she be piiisoned, trans- 
formed into any shape she docs nor wish ri> assume, or ahected by any earth- 
based Of water-based attacks or spells. 

{)ther M^inifestations 

Chauntea otren manifests a,s a Hower w here none has been or should be that 
sprtHits, rises, and blosst>ms with lightning speed. Such a flower may appear 
as a simple sign ot the approval of the goddess or a “yes*’ answer to a question 
asked 111 prayer. The hkHimiiig tsf such a tkwver can also accompany the sud¬ 
den appearance i5t seeds, a garden tool, or helpful plants or Kerbs. Her floral 
signature also has marked the parting of growing things to reveal a path. 
diH>r. ortiither leature that is Ixring s<^ught. 

Chauntea s<Jmetimes uses sprites, hrownies, firestars, and messenger spir- 
vrs ro do her biLlding. Tliese messenger spirits take the fi^rm of larks, robin.s, 
red hens, talking trees, or motes of light dancing in the air. They appear very' 
seldom to mortals, but are common in the Great Mothers Garden, 
Chauntea s home dt>mani- 

Tlit: Cdhurch 

Cleroy: Clerics, Jmids. mystics, monks, shaman.s 

Alignment: LN, N, CN, LG. NO, CG 

Tl kN Unoead; C: Yes, D: No, Mys: No, Mon: No, Sha: Yes, if goixl 
Cmnd. UNDtAo: C: No. D: No, Mys: No, Mon: No, Sha: Yes, it neutral 
All clerics, vlruids, mystics, monks, .ind shamans t>f Chauntea receive reli¬ 
gion (Faerunian) as a bonus nonw'eapon proficiency. Clerics, mystics, and 


The Unicorn Run 

anh and poss down the tale the hcgdwwters of the Unicxjm Run are, 
in truth, the Font of lii^, and a cradle of fecundity'. Each natural race is said 
t4> have emerged from the womb of Chauntea onto Toril at the river s 
source and then trav'eled down the Unicorn Run to thcoul^de wodd. Some say 
a dat.^tcr of Chauntea resides at the rivers source to usher the neivboms into 
the world, while others claim that Shiaflla midwife the pnacess. 

Regardless of the truth, the lore of the dves, konrerfei. and hslfliq^ alt agpee 
that the Unicom Run is sacred to life and asiteof incredibte purity. Asa result, all 
tliree races have stariqg taboos 4xiut extended trips up the rur\ fljr if the river is 
ever hiuled, then no new races will ever be bom on Tbril q^ln. 

shamans of Chauntea are immune to the ptiisons found in plants and mush¬ 
rooms. Clerics cannot draw- spells from the elemental fire sphere, though 
they may access all other elemental spheres normally. Clerics and shamans 
are encouraged to take the herbalism non weapon proficiency aiTid receive 
the agriculture non weapon proficiency as a bonus proficiency. 

Chauntea‘s priests tend to be folk of all races w ho have a deep love for 
the land apd an appreciation of natural W'ays and balances, seeing humans 
and other intelligent life as part of an ongoing series of cycles. They tend 
to be gardeners or farmers by trade and training and have an increasing ap- 
pteciation for the beauty of plants that brings them at last to the venera¬ 
tion of She Who Shapes All. 

Chauntea is spoken of as "Our Mother" or “the Mother of AH" by her 
clergy'. They know that she is very' powerful in a quiet way—^and like her, 
they tend to be quiet and patient in their ways. Many members of her 
clergy arc female, in the communities in which they dwell, they are know n 
for their wisdom and appreciated for their willingness to freely (w-it hour 
fee or obligation) tie up their skirts and pitch in w'hen agricultural w'ork 
must be done, especially where farmers are ill or injured. 

Though Chauntea’s faith has some large, impressive temples and 
shrines w'hose granaries ensure that food for all is abundant in their vicini¬ 
ties, the backbone of the Earthmocher’s faith is composed of small, local 
temples. (Dften these arc seed-storage caverns near pure wells. Chauntean 
services are also held in open fields and druid groves. 

Chauntea’s church has tw'o wings: standard clerics who minister to 
the faithful in towns, cities, and civilized areas, and druids who work in 
more outlying regions. With the success of the town priests, the druids 
have been moving farther and farther afield. The relationship betw'een 
the druids, w ho call themselves "True Clerics of Chauntea," and the 
more civilired clerics is cordial, but at times strained. The druids have al¬ 
ways venerated Chauntea and consider the more recent city disciples to 
be upstarts. The more civilized priests, in turn, feel that the dniiLb’ day is 
June, and while druids are still useful in wild lands, the rising nations 
need an organized, protessional faith controlled by a more reasonable 
and rational clergy. The percentage breakdow n of clerics and druids in 
the clergy is about 40% clerics and 50% druids. Mystics and shamans, 
when work alone otitside of either wing of the thurch and report only to 
She Who Shapes All herself, comprise only 5% of the priesthood to¬ 
gether, and monks, W'ho are ahvays allied to a particular temple or druidic 
circle's leader, round out the remaining 5%. 

Priests of Chauntea use such titles as (in ascending or^lcr of rank) Close 
One, Watchful Brother/Sister of the Earth, Tmeseed, Harvestmaster/Har- 
vestmistress: High Harv'esimaster/Harvestmiscress, and Oniim. 

Dogma; Chauntea's faith is one of nurture and growth. Agricultural 
sayings and farming parables dot her teachings. Growing and reaping, the 
eternal cycle, is a common thread in Cbaunteii's faith. Destruction for its 
own sake, or leveling without rebuilding, is anathema to the church. 
Chauntean priests are charged to nurture, tend, and plant whenever and 
wherever possihle; protect trees and plants, and sav e their seeds so that 
what is destroyed can be replaced; see to the fertility of the earth, but let 
the human w^mth see to its own; and to eschew fire. 

Day-to-Day Practices: Priests of Ch'auntea are charged to learn—and 
pass on to others, both fellow clergy and laity—all they can of horticul- 
lure. herhkirc, plant types, and plant diseases, and to encourage all civi¬ 
lized folk to enrich the land by replanting, composting, and irrigation, not 
merely to graze or Jig it bare for what it can yield and then pass on. They 
replant trees wherever they go, root out w'eeds that strangle and choke 
crop plants, and till plants hack into the soil. Tliev strive to let no Jay pass 
in which they have not helped a living thing to flourish. 

Clergy tif Chauntea are enctjuraged to work against plant disease wher¬ 
ever they go. They often hire nonbelievers to help them burn diseased 
plants or the corpses of plague-ridden livestock to prevent the spread of 
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sickness^. They k^ep careful watch over such blazes. Chauntean clerics do 
not like lisndlin^i fire but are not forbidden to use nonmagical fire. 

Chauntea encourages her faithful to imike offering? of focxl to strangers and 
those in need, freely sharing the bounty of the land. Ir is also said that money 
given to one of her temples returns to die giver tenfold. Worshipers should 
plant at least tine seed or small plantcurring a tenday; tend ir faichltilly for as 
long as possible, and see that their own wastes ate always tilled back into the 
soil to feed later lite. Any extra seeds yielded by planting? should be taken to a 
temple of the gtxldess lor distribution to the less fotturuite. 

Holy Da ys/lm porta tit Ceremonies: Every day should begin w'ith whis¬ 
pered thanks to Chauntea for coniinueJ life and close with a prayer to the 
setting sun, from whence {ChaunTeans believe) the Great Mother sends her 
power. Prayer CO the Great Mother must he made w'henever things are 
planted, but should otherwise occur w'hen worshipers are moved to do so by 
the beauty iif nature arotmd them, W'hich they are always encouraged to no¬ 
tice. Prayer to the Golden Gotldess is best made on freshly tilled ground, 
farmland, or a garden, or tailing that, at least at a well or watering place. 
Chauncea listens best to those who enrich the ground, so before prayer many 
priests bury wastes, disptise iif the Utter of civilization, or plant seeds. 

Few ceremonies of worship fall at set rimes. Passing one’s wedding night 
in a freshly rilled tick! i.s held hy C^haunteans to ensure fertility in marriage. 
Greengrass is □ fertility festival, wherein uninhibited behavior and con- 
sum pfii>n ol UhiiI and drink is encouraged. The much more solemn High 
Prayers ol the Harvest celebrate the bi^unty Chauntea has given a commu¬ 
nity and are held at different times in each community to coincide with the 
actual harvest of crops, mther than precisely on Highar\^estide. 

Major Centers of Worship: Goldenfields, a vast, walled abbey and farm 
compound east and north of Waterdeep, is the current pride of Chauntea. 
The goddess is said to he delighted at the community of more 5,000 wor¬ 
shipers w^ho till over 20 square miles of contiguous land and outlying holdings 
on the biinks of the I\^arin. The largest and most energetic project under¬ 
taken by the taichful of Chauntea, it has become the Granary of the North. 

Goldenfields supplanted the t^lder Harv est House in central Amn as the 
most impiartant center iif Chauntean wtirship, hut rhe ornate ftirmal gardens 
of the all'femak Sisters of rhe House remain unmatched in the known 
Realms. However, this smaller temple of Chauntea is being challenged even 
for its second-place ranking by rhe smaller but almost perfectly apptiinted 
Abbey of the Golden Sheaf in Mistledale, which serv^es the dale around it 
with admirable skill and diligence. 

Affiliated Orders: While hy no means defenseless, the church of 
Ubauntea has no affiliated military or knightly orders. Tho.se whti guard its 
temples and shrines are usually members of the clergy. 

Priestly Vestments: Priests of high rank iff all types in the scr\'ice of 
Chauntea tend to favor white or stin-cokired ceremonial robes trimmed in 
deep forest green and to use staves sniixuthed by much handling but other- 
w'ise natural in appearance. Some such staves are enchanted rt> purify or pro¬ 
mote the gnwvtb of what they touch. 

Adventuring Garb: Chaunrea s clerics, monks, and shamans dress 
simply and wiThcii.it pretense mtist tif rhe time, Tltey favor earth tones of 
green ati^l hrtnvn. The ^Iniids pteler simple brown robes viath high rank de- 
ntired only by a belt laced w'ith gold thread or some other similar, precious 
Jec^>ration. The citified clerics, on rhe other hand, wear an open-fromeJ 
brown cloak with more standard garments, like tunic and trousers, under¬ 
neath. Mystics dress in everyday clothes or robes tif more colorful garb in 
brighter green, yellow, rusr, and hniwm earth tones. 


Spt^ciiilty^ I Viests (Drukk) 


Require St ENTSt 
Prime Req,: 
Alignment: 
Wkaponp: 
ARMrm: 

Major Spheress: 

Minor Spheres: 
MAi:ruAL Ite.ms: 
Req. Profs: 
BtJNUS Profs: 


Wisdom 12, Charisma 15 
Wisdom, Chari.sma 
N 

Club, sickle, dart, spear, dagger, scimitar, sling, staff 
Padded, leather, or hide ami w'ooden, bone, shell or 
other non metallic shield 

All, animal, elemental, healing, plant, pnnection, time, 
wards, weather 
Divination, travelers 
As druid 

Agriculture, herbalism 

Survival fpick typt*): nujJem languages (pick twa> horn: 


brownie, dryad, elvish, korred, nymph, pegasus, pixie, 
satyr, sprite, sylph, treant, unicorn) 

All specialty priests ot Chauntea are druids. Tlietr abilities and restrictions, 
aside from changes noted above, are summarized in .Appendix 1: Priest 
Classes and detailed in full in the PlaveTs Hfmdfvifjk. 


1 Ihauntcdn Spells 

2 nd Le vel 

Favor of the Goddess (Alteradon, Invocarion/Evcxiation) 


Sphere: 

Range: 
Qjmptmerits: 
Duration: 
Casting Time: 
Area of Effect: 
Saving Tlirow- 


Plant 
Touch 
V,S 

Permanent 
5 

Two plants, vegecahle.s, nr pieces of fruit/level 
None 

This spell confers instant fertility to plants or doubles the yield of a I ready- 
mature, grow ing plants. For example, picked fruits in a basket swell to tw ice 
their former size when this spell is cast on them. Tainted, diseased, spoiled, 
or poisoned plants are rendered w'holesome by this spell, hut plants natu¬ 
rally harmful to humans are not made safe. Affected plants seem to glow' 
with life and goodness, and their dmmatic increase in volume can break 
open containers if the chosen produce has strength em^ntgh. For instance, 
cucumber? would burst open a crate or barrel, hut tomatws wtiuld explode 
before such containers gave way. This spell can only affect a plant, veg¬ 
etable. or piece of fruit once. Further castings are ineffective. 

ird 

Phantom Plow (Invocation/Evocation) 

Sphere: Elemental Earth 

Range: 10 yards/level 

Components: V, S 

Duration: Permanent 

Casting Time: 6 

Area of Effect: Spec ia I 

Sa VI ng Throw-: Spec i al 

This spell turns aside the earth in a deep frirrow- in a straight line as indi¬ 
cated by the caster chat extends from next to the caster's feet (or beneath 
the caster, if the caster is not touching the ground) to a distance of 20 feet 
per level. The furrow' stops if it encounters consecrated ground, and it does 
not form at all if the intended path lies entirely within coasecrated grtmnd. 
It causes all earth bearing an active or latent dweomer that it touches to 
glow with a brilliant crimson faerie fire tor Id4+1 rounds. 

It used us a w-eapon, it spills all creatures standing on the ground in 
which the furrow opens into an unavoidable fall and inflicts ld4 points of 
damage. A succe.ssful saving throw vs. spell results in their taking only half 
damage. Affected creatures must make successful saving throw-s vs. fall for 
all glass or cr^'stal items they wear or carry, or the items break. Creatures 
buried, burrow ing, nr in phase in the earth stiffcr 4d4 points of damage from 
rhe contact of a p/iuntom /ibu' and receive no sa\-ing thrtiw to mitigare this 
effect. If a furrow is directed against a w'all, it stops, but it strikes the wall as 
a ram Joes. (Refer to Table 52: Structural Saving Throws in the Dungeon 
Master GuieJe.) 


4lh Level 

Plant Lance (Alteration) 

Sphere: Plant 

Range: 5 yards/level 

Components: V, S, M 

Duration: 4 rounds 

Casting Time: 7 

Area oi Effect: Special 

Sa\'!ng Throw: None 

This spell transform.^ one entire plant per level of the caster into an ani- 
matcii, flying spear that flies to attack as the caster directs. The planus trans¬ 
formed can be of any sixt, from clumps of moss or lichen to tow-ering trees, 
but they mtist he alive for the spell to work. They are consumed by the spell 
The spears can operate only w ithin spell range and fly at MV 27 (A). 

When the flying spears reach their target, they strike at TH.ACO 8 for 
5d4 points of damage each. They wither and vanish whenever either their 
target dies or the spell expire.?, depending on w hich option is elected by 
rhe spelicascer at rhe time of casting. Otherwise, they move with and strike 
ar their target once per round for the Juration tif the spell without any at¬ 
tention from the caster, w^ho is tree to work other magic or engage in i>cheT 
activities without affecting the pftmr lunces. The spear.? remain categorized 
as living plants until they wither at rhe end of the spells duration and so 
can be affected hy magic that w orks on plants. They count as magical 
w-eapons + 1 fi>r purposes of striking creatures that can only be damaged by 
magical weapon.?. 


50 * FAERUNIAN PANTHEON; Chauntea 







































L 


Tl\e maicrial comptinei\is ot rhe spell are rhe plants. Note that if imuf- 
fkienr plants are growing within range, the caster cannot generate the 
maximum ntimber of spears that the spell affortls. 

1th Level 

Conjure Nature ElenientaJ (Conjuration/Summoning) Rei^ersihle 

Sphere: Elemental &5Tth» Air, Fire, Water; Plant: Summoning 

Range: lOO yards 

Components: Y S, M 

Dtirafion: Special or 24 hours 

Casting Time: 1 turn 

Area of Effect: I mile 

Saving Throw; None 

Upon the casting of this spelK the caster opens a direct link with Chauntea 
and a portion of her essence forms a nature elemental (detailed in the 
Monstrous Compendium htxikLt in the Rums of Sfientil Keep boxed set) 
froin the uncivilised and uncultivated portions of the priest's current sur¬ 
roundings. This spell is only granted hy Chauntea deliberately to her clergy' 
members after great consideration upon the damage it will inflict when used. 
(The only other church known to l>e able to cast a parallel form of this spell 
is that of Ri III fane Rallithib and he has refused its usage for over a century.) 

Unless the caster is 17th level or higher, she or he must make a saving 
thixw vs* breath weapon. If the saving throw' fails, the caster provides the 
spirit portion of the elementars essence (it is composed of earth, air, fire, 
warer, and spirit) and departs the Prime Material Plane w'hen the elemental 
disperses ar the end of the spelIV duration. The caster is then dead, but his or 
her body remains intact (it is, oddly, not restructured like the environment) 
and may be raised or resurrected. 

Priests must be above 17th level to inscribe this spell onto a scroll, and 
then only s^^mcone who is in touch with nature (druids, clerics or specialty' 
priests of nature powers, or rangers above 5th level) can read the scroll. 
When reading from a scmll, a caster does not need to make a saving throw'. 

Nature tieinentals are summoned to return the spellV area of eftect to an 
uncultivated state. Alt signs of civilization and all humans or humanoids 
within the area of effect arc obliterated. The only people immune to the eh 
ementalV fury' aa* the ca.stet and up to 10 pet^ple per the casterV level within 
a lOO-yard-mdiLis w-ho are designated upon casting the spell The eletnental 
disperses into its envio>nirienial components when a I -mile radius is reno^ 
\'ated or after 24 hours, w'hichwer occurs first. 

Unlike other elemental^, nature elemental canttOT he controlled. Their 
duties and the area in which they are to pertorm them are set at their sum¬ 
moning, if the area a nature elemental is sununoneJ into is free of signs of 
civilization, the creature disperses. Nature elementals are not affected hy 
pTfifection from evil spells and like magics intended to hold at hay extraplan ar 
creatures. 

The reverse of this spell, dismiss naane s^kTuentai, disperses a summoned 
nature elemental 

The material components for this spell are huming incense, siift clay, sul¬ 
fur. phosphonis, w-ater, sand, and a duly cMnsecnited holy symbol. 

Sanctify Sacred Site (Ahjiiration, Altcratuui) 

Sphere: All, Sun, Plam 

Range: Special 

Components: V, S, M 

Duration: Permanent 

Casting Tune: From sunrise to sunset 

A rea of Effect: One de fi kxl ho I y s i ce 

Saving Throw; None 

This spell was develiped in ancient times hy druids of the Eitrthmother on 
the Mtxmshne Isle.s is a variant of the sunruy spell Long forgotten, it W'as 
rediscovered through the research efforts tit the wizard Flamsterd and the 
druids the Mininshaes folluving the destruction of the Risen Cult of Bane 
hy H small company of Harpers several years after the Time of Ttouhles. The 
druids employed this spell to mitigate the destruction intlicted hy the 
cultists’ mtxmveil spell hui it has additional powers as well 

A stincrijfy sucred site spell takes nearly a full day to cast; it begins at tiawn 
and ends at sunset, it is cast uptin on a site sacred to Chauntea such as a sa¬ 
cred gro\'e, moonw'ell or graveyard of her followers that has been vlefileJ hy 
the forces of evil The ritual oi casting the spell involves chanting, dancing 
.solemnly ahtujt the entire site, and the sacrifice of tokens of the goJJessV 
Kninry (the material components). 

SiUKtify .sacred ide is a Idrin of faith magic that purifies eorruprion and evil 
from the land. It must he preceded hy the casting o\ foaa (a 4th-le\'el priest 
spell). The base fxrrcentage of success is equal to rhe lev'el of the prie.si who 


cast$ the spell For every five true worshipers of Chauntea of any race w'ho 
participate in the ritual as long as they are ahle (all day, or until death or 
total exhaustion), whether they be human, elf. koired, or faerie dragon, the 
chances of this spell succeeding in purifying a defiled sacred sire are in¬ 
creased by 1%. Success is checked for at the moment of stuiset. The chance 
of this spell succeeding is increased hy 25% if it is performed on Midwinter 
or the vernal or autumnal equinoxes. If performed on Midsummer, the 
chance is increased by 40%, 

If the spell succeeds, a dazzling beam of light erupts from the ground or 
water at the center of rhe sacred site to be sanctified* This beam has all the 
effects of a sunrtiy (the 7 rh-level priest spell) on any creatures of evil present 
within a I 'inile radius of the light, whether they be on the ground, in the air. 
or beneath the earth. Any defiling magic in effect on the sacred site, such as 
TTiuomed spell, is permanently dialled, imd any magical ptm'ers of the site 
lost to the defiling tnagic willslowdy return if the fairhfo) maintain their wor¬ 
ship of Chauntea at the site. 

The material components for this spell are varied and difricult to procure 
simultaneously. Tlie goddess requires a spring sapling covered with dew- to be 
planted, a summer swan halhvay between the gosling and adult stage to he 
released, a bushel of fresh fall harvest to be consumed, and ice crystals from 
the first winter frost to be placed at the center of the site. 

Cyric 

(Prince of Lies, Prince of Madness, the Dark Sun, 
the Black Sun, the Mad God, Lord of Three Crowns) 

Greater Power of Pandemontont, CE 

PoRTFOLEo: Mtitder, strife, lies, intrigue, deception, illusion 

Aliases: Leira, N'asr (Anauroch, among the Bedine), Bane. 

Bhaal, Myrkul, Cyruk (among ex-Myrkulytes) 

UkJMAiN Name: Cocytiis/Shattered Castle 
Superior: Niine 

Aihes: None 

Foes: Mystra, Kelemvot, Oghma, Azuth, Mask, Tyr, Torm, 

Deneir, Leira, lyachtu Xvim, and many others 
Symbol: A W'hite skull (sans jawbone) on a dark purple or Mack 

sunburst 

WoR. LN, N, CN, LE, NE, CE 

V Cyric (SEERdek) is a gtxl horn of the events of the 
Time ot Troubles. He gained the iollowers and port- 
folios of many old evil gods and fights to retain 
them. His power base is immense, and he is one of 
the three greater ptjwers ot evil in Faerun. The de¬ 
struction of Zhencil Keep, along with many of the 
rest of the wax's of FaenTm. may he laid at his feet. In 
an attempt to further enhance his ow-n ptwer, Cyric 
created the Cyrinishad, a bixjk that is enchanted to hind the teader shn'ishly 
to believing that Cyric is the most important being in the universe, exceed¬ 
ing all others. Cyric made the serious error of reakling his own btx^k and is 
now mad, Kdieving that he himself is the center of rhe universe an^l tw'er^'- 
thing that nxcurs is hy his direct intervention. 

Cytic's madness has taken a number of forms, including visions and a 
continual chorus of voices that hurhle and moan in the hack of his mind. 
These voices may he parts of Cy tic's own shattered consciimsness or they 
may he the remain,s of the gods that Cyric slew or usurped rhe portfolios of 

Cyric is petty', megalomaniacaL and tomlly selbcenteted. He enjoy's trick¬ 
ing and misleading both well-meaning and cornipt individuals and then re¬ 
vealing his deceit when tlicy have made some fatal mistake in judgment or 
taken a pers^mally devastating action that wall ruin their lives. His favorite 
libation is the tears of disillusioned dreamers and broken-hearted lovers, 
which he drinks from a silver chalice encnisted w ith tiny ruhiei in the shape 
of sundered hearts. 

Cyric hates the other gods, especially Mystra and Kelomvor, hut believes 
they are his puppets, easily fotiled and defeated, existing only on his whim. 
iXie to the consequences of his creation of the CTrfnwhad, Cyric abandoned 
rhe portfolio of death and the dead to Kelemvor and lost the portfolio of 
ryTanny ti> lyachtu Xvim, the Godstm of Bime. 

Cyric uses his new, twisted, ever-changing home in Fandemonium, the 
Shattered Keep (Cyric refers to it as the "Castle of the Supreme Tlirone"'), iis 
a base for his friturc plans for the Realms. Such plans have thus far met var>'- 
ing degrees of success, hut Cyric believes that the results are as he himself 
lias declared — ^since he is the mt>st ptiwerful I’S^ing in the universe* 
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(-yrics Avat^ar (Thief 35, Mage 21^ Cleric 20, Fighter 8) 
Cyric is seldom seen nn Fiierfln hut mnst often has appeared as a slim man 
with hi Sizing dark eyes and chalk-white skin who speics caustically and sar- 
tastically> and acts duplicitously but with firm purpose—save when he 
laughs wildly or discusses possible courses of action w'ith himself in different 
voices in ohvions insanity. He believes himself Master of All and often un¬ 
derestimates opponents because he simply cannot comprehend that they 
w'ill not instantly tall Kffore him. He was aptly described hy one now-dead 
observer as "a babbling madman who nonetheless remains dangercmsly 
vengeful and capable.” He uses spells from any sphere or schoid, bur refuses 
to have his avatar raise dead. rcincaTTiate, or resturecr anyone. Illusion/phan- 
Easm spells cast by Cyric are at triple normal effect and a -3 penalty to sav¬ 
ing throw's (if any saving throw is normally alkwved). 

AC -6: MV 15: HP Z04^ THACO h ^AT Z/l 

OmK ld8+16 (krig iturird +}, +11 Str, +-2 sptx. Ix>nu 5 in kmgswuid) 

MR7G%LSZLtl0tvet) 

STtt23, nExZbCoKZlJ^it 17, Wis I6 Xha 21 
SpelU Pi 11/1 iy9/8/7/5/2, W: 5/5/5/5/5/4/4/4/2 
Saves PPDM 2. KSSf/ 1. PP 5, BW 7. Sp 4 

Special Att/Def; Cyric used a rose-red intelligent sword named Gods- 
bane lor a long tinxe, luit broke G^xfshane at the height of the CyTfms/iud de¬ 
bacle, at which time it became tibvious that Godsfxme had merely been an 
a\'atar lomi of tlie god Mask. Now Cyric uses a hmg suwd +3 w'ith no appar¬ 
ent special powers. Cyric can alter his appearance to that of any person, 
creature, 4 it deity almost instantly. He can instill madness w ith a touch of his 
hand as the 5th-level wizard spell /eefo/emrnj^ but his victims receive no Wis¬ 
dom adjustments and a-3 penalty to their saving throw vs. spell to avoid the 
effect. He is unaffected by illusion/phantasm spells or illusionary effects of 
any kind, yet he seems, at times, to perceive illusions that no one else ha.s 
caused. He Is also unaffected by fear and emotion-affecting magic or by 
efutm-t^’pe magics and spells, as he is so self-absorbed that nothing else can 
hold his attenrion or trouble his emotions. Unde^id creatures will act neither 
for him nor against him, ignoring ids presence, rhi>ugh he can create them 
through the normal methixJs. Cyrics avatar alsti has all the special attacks 
and defenses (under that heading) that Leira's avatar had. 

Other Mailitestntiens 

Cyric prefers to haunt the drciims of his w orshipers as a bltvoJy wTaith or 
manilesi a.s a cloud of fHiisomms smoke belt ire his enemies rather than send¬ 
ing an avatar. He .sometimes manifests as a sudden gloom containing the 
phantom images of w hirling human —and the dark, intent gaze of two 

black eyes. At other times he sends nightmares or various undcatl creatures 
to do his bidding or show his favrir or displeastire. Cyric is not atxive mas¬ 
querading as another deit)' to gain the wtirship of mi>rtals and the power de- 
rivc\i from that w'orship. 

Tht^ Cliurch 

Cle Ri iV : Cl eric s. spec ia 1 ry priests, c ru sade rs 

Clkkoy’s Alion.: LE, NE, CE 
Turn Unoeao: C: No, SP: Yes, Cm: No 
Cmnp. Undhao: Cl Yes, SP: Yes, Cru: No 

.All clerics, specialty' priests, ami crusaders of Cyric receive religion (Faerun- 
lan) as a btmus nonw'eapim proficiency. 

Cyric’s faith attracts pt>wer, and it remains strong in any area where evil 
is planned and beings seek to impress rheir w ill on others. Cyric's most de- 
\'oted followers are young evil men and women seeking to make their way in 
an uncertain world un^l gHithering as much power as pi^ible tor themselves. 
He also attracts the worship of almost all who pursue assassination for a liv¬ 
ing. though most of them are new n> that profession, considering the demise 
of all FnerCmian assassins during the Time of Troubles. 

The church of Cyric bencfitctl from a decade of growth and consol id a- 
titm befort* the events that drove its gtid mad. The church absorbed a great 
many of the worshipers of Bane, Bhaal. and Myrkul, and even the (still' 
hushed) revelation of the demise of Leira sw-clled its ranks. 

The true priests of the Dark Sun Cyric P‘the Sworn,” as they call them- 
seh'cs) are feitv in number, hut grtnving. Cyric is also still granting spells to a 
few of the priests of the gods be supplanted after the Time of Troubles in an 
attempt to maintain these priests' powers long enough to convert them. 
Til is strategy' wt irked well for the Bhaalist and Myrkulyte clergy; who had al¬ 
most all con\ erted before the recent destniction of Zbentii Keep once more 
shtHik up the Faerun ian panrbetin. The Banite priests remained stubKirn 
and the Cyricist church finally solved the problem of Bane in Zhentil Keep 
with a purge, known as the Banedcath, that led to the death or ffirced con¬ 


version of all Banites in Zbentii Keep (driving any surv'Ivors underground). 

This purge tactic was being initiated all over Faeriin when the Keep fell 
and Kelcmvor and lyachtu Xvim were catapulted to prominence in the 
Faeriinian pantheon. At this pmint, Cyric k>si most ex-Myrkulyte priests to 
Kelemvor and almost all unconverted Banite priests to Xvim. Feuds and in¬ 
ternal strife are rampant among the now-integrated Myrkulytes, Bhaalists, 
and Banites and the true priests of Cyric (those who entered the church 
after Cyric's ascension), as the ambitious, ruthless clergy members all seek 
to W'in ever-higher ranks within the still-unsettled priesthood. To these 
people, personal power—and its use upon others—is everything. Trust is 
not in great supply among adherents of the Dark Sun. 

Cyric, though now^ a few^ monks shy of a monaster>', remains closely in¬ 
volved with the upper ranks of his clergy. His high priests are expected to 
carry out his orders, reganlless of how' dangerous or odd they may seem. Some 
priests carr^^ our their tasks as enthusiastically as they had before. Ohers seek 
to obey rhe letter of any direcfiv'cs while changing the spirit of them. 

The priesthood is still very much in flux. Its members employ a wide va¬ 
riety of tides and dispute each other's rank often. Members of the clergy' are 
always aware of the possibility' that a superior may stumble, allow ing them 
to advance. Priests are often encouraged by inner voices that may or may 
not be the voice of their deity. Popular priestly titles seem to include Dark 
Muster^ Hand of Cyric, Watchful Skull, and Dread Death, 

Oogmai Cyric's faith is one of control by any means necessary. Force 
and deception are used in equal measure to spread his w'ord. He (or rhe 
masks he wears) is highly venerated by chose of black heans and evil deeds, 
from petty murderers to evil rulers of empires. 

Cyricist priests are given the following charge: “Death to traitors. Death 
to all who oppose Cyric. Bow down before the supreme power of Cync, and 
yield to him the blood of all who do not believe in his supreme ptwer. 

“Fear and obey chose in authority^—^but if they are w'eak or given to pur¬ 
suing airy goals of vague gtHxlness» slay them in the name of the Dark Sun, 
Battle against all clergy of other faiths, for they are false prophets and forces 
who oppose the One True Way. 

“Bring death to those w'ho oppose the rightful church of Cyric and thoise 
who seek to make or keep peace, order, and laws. All rightful authority' 
comes ftom Cyric, and all other authority must be subverted. 

“Break not into open rebellion, for when hosts march, all faiths and gods 
aw'aken. It is better by far to fell one foe at a time and keep all folk afraid, 
uneasy, in constant strife—and under the spreading r>'ranny of Cyric." 

Cync's abandonment of the portidlio of death and the dead that he had 
follow ing the Time of Troublus has freed him to embrace much of w'here 
his true heart lies—treachery, decepcitm^ and strife. Random violence is 
nev er as good as violence that serves scune greater, more dangerous pur¬ 
pose. Plans and counterplans can twist and turn on themselves, such that 
a defeat in one area can bring overall vicTory for the Dark Sun. xAny 
means, any method, any sacrifice or treachery is alknved if it bring.s about 
the desired end. 

Day-to-Day Activities: Priests of the Dark Sun are pledged to spread 
strife and work murder every'where in order to make folk fear and believe in 
Cyric. They support rulers with a taste for cruelty and empire-building, hut 
indulge in intrigue in every' land so as to spread strife every'where without 
plunging realms into widespread war and thus giving worship only to Tern- 
pus the war god. 

xAr least, this is what Cyricists pay lip service to doing. In truth, Cyricists 
spend most of their time scheming against each other in an endless struggle 
of cabal against cabal, with each priest striving to strengthen his or her own 
personal power. In addition. Cyric speaks often to his faithful clergy; hut 
not with one voice. They all fear him and must believe what he tells them 
each is the One True Way, hut w’hat he says often sets different churches at 
cross-purposes and different Cyricist priests at each other*s throats as much 
as it promotes the defeat of other religions. 

Holy Days/Important Ceremonies: Cyric as yet has established few- 
holy days. Until the destruction of Zhentil Keep, the final day and night of 
Marpenoth was ohseiw-ed as a holy day in celebration of the Banedeath, the 
purge that en.st(red Cyrics total victory over the persistent worship of Bane 
w'ithin Zhentil Keep. After the Keep's destruction, that holy day suddenly 
ceased to be ohserved, and all mention of ir has been wiped ftom official 
church records. 

Cyric's church does not celebrate the anniversary of his ascension to di¬ 
vine status as this also marks the anniversary' of Midnight's ascension (and 
Cyric hares her). In addition, church histories now' note that Cyric has al¬ 
ways Keen divine, and thereiore his ascension would be illogical to cele¬ 
brate, although the history- til Cyric's noble efforts to regain the Triplets of 
Fate as a mortal are also a part of church canon. The obvious contradiction 
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of speakitifi of Cyric’s mortal life while mainraining his eternal divinity is 
not allowed to trouble the minds of Cyric's faithful. 

Blood sacrifices are deemed necessary for Cyric to hear any prayers of 
entreaty. Local priests usually declare an impromptu Day of the Dark Sun 
(a high holy day) whenev cr they acquire something (or s<jmeone) deemed 
important enough to sacrifice to Cyric. 

Major Centers of Worship; Zhentil Keep was the mightiest seat of 
Cyric ism until its destruction at the end of 1368 DR. No new major ceo' 
ters for Cyricisin have emerged since its destruction. Most observers ejc- 
pect one of the thtee new temples recently erected in Amn to become the 
mightiest seat of power among followers of the Mad God if they do not de¬ 
stroy each other in the rivalries inevitably to come. 

AffUiated Orders; The church of Cyric does not sponsor any knightly 
orders. Cyric has tirdercd the establishment i^f a fighting order, the Com¬ 
pany of the Ebon Spur, but the order has found no leader yet. The two 
priests in charge of establishing admissivm standards into the order (two 
high-ranking priests in two of the emerging Amnian temples) cannot 
agree on what those standards should be and are engaged in intricate 
plots to kill each other off, since each is convinced he is right. Since 
Cyric appeared to each of them in a vision and gave them precise and 
contradictory instructions as to the estahlishment of the order, he is evi¬ 
dently pleased with rheir efiTorts. When the order finally does get off the 
ground, Cyricist crusaders will lead fighters against rival churches for the 
glory of Cyric, 

Priestly Vestments; Priests of Cyric dress in black cu dark purple 
robes, with or without hoods, trimmed wdtb silver. Silver bracers or 
bracelets (usually adorned with the stamped skulUand-starhurst symbol of 
Cyric) are worn on the wrists to symbt^lizc the prie-stbood's ensiavement to 
Cyric (in a symbolic reprise of Cyric's one-time captivity), and some 
priests paint the symbol of the it deity on their cheeks or foreheads on high 
holy days. 

.Adventuring Garb: Priests of Cyric are fond of going about in disguise 
and love using illusions that alter their appearance when they can obtain 
theuv They dress either rn be inconspicufujs or to impress, awe. artJ terrify, 
depending on what they are assigned to do. Whenever they are in disguise 
or trying to look inconspicuous, they still attempt to wear as much protec¬ 
tive armor or magic iis possible w ithviut it giving them aw'ay When dress¬ 
ing to terrify, they love black armor with oniamentation that looks men¬ 
acing. such as spiked shoulder attd elbow pieces and helms in the shape of 
snarling mnnsrers. 


Sptxri;iHry^ IViesLs (ST.nKdttadcrs) 

Requirements: Strength I 3. Wisdom 13 
Prime Req.: Strength, Wisdom 

AitoNMEN n NE, CE 

Weaihjns: All hkidgeonlng w^eapims anti king swords 

Ar.vior; Any 

Major Spheress: AIL astral, charm, comhat, guardian, healing, necro¬ 
mantic, summoning, sun. time, w ar, weather 
Minor Spheres; Divination, elemental, numbers, protection 
Maoicai. Items: Same as clerics 
Req. Profs: Two modern Umguages 

Bonus Profs: Disguise, ventrikiquism 

• Strifeleaders gain a +1 to saving throws against spells using 
i 11 usi on/pha n t asm m agic. 

• Strifeleaders are unaffected by/ear spells and other emotion-altering 
magic. Tlrev can still be charmed and arc subject to enchantment/charm 
spells in general, provided those spells have no direct effect on the 
emotions. 

• .At 3rd leveL strifeleaders are able to cast bkek talon (as the 2nd-level 
priest spell) once a day. 

■ At 5th level, strifeleaders can summon an aerial serv ant (as per the 
6th-level priest spell aerial sertant). This serv ant U'ill fight for the strife- 
leader (contrar^^ to normal restrictions on the spell) and can act as a 
magical assassin. Only one aerial servant may l>e summoned per month 
(30 days), and only one may he controlled at a time. 

• At 7ih level, strifeleaders arc able to create a dark aura or a skwll of se¬ 
crets (as the 4th-level priest spells) once a day. 

• At lOrh level, strifeleaders are able to cast pfianEasinal killer (as the 4rh- 
levcl w^iiard spell) once a tenday. 

• Ac i5th level, striteleaders may instill madness. This ability is similar 
to the/it'bkinirid 5 rh-lev el wizard spell, with the exception rhar no 
Wisdom adjustments are made to the saving throw, and the strife leader 
must touch his or her target. 


Cyricist Spells 

2 nil Le\ el 

Black Talon (Alteration, Necromancy) 

Sphere: Necromantic 

Range: 0 

Oimponents: V, S 

Duration: I round/level 

Casting Time: 5 

Area of Effect: One of the carter's a nns 

Sa vi ng Throw: Spec i al 

This spell temporarily transfomis the caster's arm into a retract able, rubbery 
appendage that she or he can extend up to 10 feet and use to strike at foes 
with at +1 hmus to normal attack rolls. Tire arm ends in a taLined claw that 
rakes foes for ld4 points of physical damage plus ld4 points of uneartlviy inug- 
ical cold damage (2d4 points total) on a successful attack. Undead creatures 
are unaffected by thb chilling damage. Victims are allowed a saving thrown vs. 
spell CO cake only half of the chilling damage. While his or her arm is trans¬ 
formed, the priest is unable to work spells involving somatic components. 


4tb Level 

Dark Aura (Alteration, I nvoc at Lon/E vocation) 

Sphere: Qrmbat 

Range: 0 

Components: V, S 

Duration: I round/level 

Casting Time: 7 

Area of Effect: A sphere of 20 feet in diameter/level of caster 
Sa V i ng Throwr: Spec ial 

This spell creates a spherical miasma of gloom and menace centered on the 
caster. Within this area of visible (hut not vision-clouding) dimness, all evil- 
aligned beings attack at a +1 bonus to their attack and damage rolls, all 
gtKid-aligned creatures strike at a -1 penalty to their attack and damage 
rolls, and the caster is persi>nally empowered to strike at a +3 bonus to his or 
her attack and damage rolls. Neutral-aligned beings (w'ith respect to good 
and evil) are tinaffecred by this spell. Once cast, the spell moves with the 
caster and does not need to be concentrated on to be maintained. (Note 
that the caster receives the bonuses conferred by the dark aura whenever 
they are relevant in subsequent spells employed by the caster also.) 

if a gtxxl-aligned creature within the aura succeeds at a saving throw vs. 
spell at a -2 penalty, she or he escapes the detrimental effects of the aura kir 
the current round. Good creatures may attempt this saving throw' e^'ery 
round, w'hether or not they succeeded on a previous round. (Breaking free of 
the clouds effects on one round does not mean one has overcome it for all 
later rounds.) The spell outlines all good-aligned beings w'ithin it in amber 
(law ful), orange (neutral), or scarlet (chaotic) auras that seni'e only to iden¬ 
tify their alignment and do no harm. The spherical field of a dmk aura ex¬ 
tends through walls and the like, retaining its spherical shape at all times. 


Skull of Secrets (lav'ocation/Evocation) 

Sphere: Guardian 

Range; 5 yartls/level 

Components: V, S 

Duration: Varies 

Casting Time: 7 

Area of Effect; Special 

Saving Throw : Ntine 

This spell creates the intangible image of a floating skull trailing black 
flames. The skull appears to have eyes of flame, but neither its eyes nor its 
tail of flames are real, and they cannot burn or harm anything. It floats 
within a lO-foot-diameter sphere, drifting aUiut at MV^ 18 (A). Dispel magic 
destroys it, but it cannot othenvise be touched or harmed. 

The skull delisters a vert^l message of 22 words or fewer (w'hich cannot 
be an incantation that launches a spell) and spits a tongue of real flame. The 
me:«iage to be spoken is spoken by the caster w'hcn the spell is cast. The 
flame is a cone of magical fire l-fm^t in diameter at its wide end and lO.feet 
in length, w'hi^se touch deals 3d4 points of damage to exposed flesh and 
readily ignites all flammables. 

EnT'th the message-speaking and the fiery' *'hreatK’' occur when complex 
and specific conditions sec during the casting are fulfilled; these trigger con¬ 
ditions are similar to those set up by wizards in the casting of magic mouiit 
spells. The message and the flame can have the same or a quite different set 
of fulfillment conditions. When Kith actions are performed, the image of 
the skull sknvly fades avvay. 
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This spell is usually employed to ignite forterm pyres and to set afire foes 
of the faith; its visible form serves to dupe the faithful into thinking that 
Cyric is personally nianitest at an event. 

7th Level 

Create Direj'uard (Necromancy) 


Sphere; 

Range: 

Gimpi’>nents: 
Du nit ion: 
Casting Time: 
Area of Effect 
Saving Til row: 


Aliases: 
["XiMAiN Name: 
Superior: 
Allies: 

Foes: 

Symbol: 


WuR. Align.: 


Necromantic 
Touch 
V,S.M 
Special 
I round 
I skeletal hixly 
.. None 

The casting of this spell transforms one inanimate skeleton of si:e M or 
smaller into a Jireguard. a skeletal figure with red flames in its eye sockets^ 
wearing black, shajtjwy. semitransparent armor. (For information on dire- 
guards, see the Monstrous CoMpENmUM sheets Included in the revised 
Forgotten Realms Crampaign Set ting.) The direguard is capable of using 
ITS abilities the round following creation and needs no special ctimmands 
to attack. 

The material components of this spell are the htdy symbol of the priest, 
which IS not consumed in the casting of the spell, and at least 20 drops of the 
hltxnJ t>f any son of true dragon. 

Deneir 

{Lord of AH Glyphs and lma<^es. the Scribe of'O^hnia) 

Lesser Power of the Beastlands, NG 

Portfolio; Glyphs, images, literature, literacy, scribes, pictorial and 
literary art, cartography 
None 

Bnix/Library of AU Knowledge 
Oghma 

Oghma, Azurh, Milil, Mystra, Lliira, Lathander 
Cyric, Bane (now- dead), Malar, Talos, Micsk 
A single candle set above a staring purple human eye 
with a triangular pupil, or a single lit candle 
Any 

Deneir (nch^NEER) is the patron of the artist, rhe 
illuminator, the scribe, and the cartographer His is 
the jxiw'er to accurately render and describe, to wTite 
and CO read, and to pass on information. He counts as 
his foes all who destroy, hide, or distort knowledge. 
He works for Oghma making sure that all that is 
knowTi and tnic is accurately recorded in the Great 

__ ^ I Library. He is portmyctl in religious art as a balding 

old sage with aTiuge, flared beard whose eyes are in some way peculiar: 
Sometimes they are a vibrant violet with triangular pupils, at other times 
they are a hrilliam ice blue, and at yet others they are bla-ing orbs of blue 
lire. He is ahvays shown htdding a quill pen and carrying or writing m or on 
a hix>k, scroll, or parchment. 

Deneir is caught up in rhe recording, filing, indexing and maintaining of 
all th;it was ever written ot depicted. He can appear very absLMic-minded, 
and often trails oft in midsenience because his mind is racing along other 
trails of thinighi even as he speaks. Fiu all his acquaintance with hook 
knowledge, he can be out of toiicK w ith the world as it is now’—in particular, 
human cLisrcims in practice: He tends to use mannerisms of speech and hold 
to piiitus of etiquette that disappearei,l long Eigo from Faerun —or he may 
(unintentionatly humorously) mis his slang terms or try to stuind in vogue 
and actually sound pr(L>fi>undly dated. When he gets going on a story, he can 
eat up immense amounts of his listeners’ time as he diverges seemingly end- 
lessly in parenthetical substones. For all their length, his tales always convey 
some vital piece of know ledge to those who wait them out. 

[deneir s Avittnv (Mage 28* Cleric 27) 

Deneir mttst i.>ften appears as an <ild, balding sage with a huge flaring w hite 
beard and eyes of intense blue or V'iolet (rhough he has been know n to ap- 
pear younger, especially when in disguise). His voluminous robes are covered 
in glyphs and syn’iKils that seem to serve as some stirt tTcotle to remind him 
of events and pieces of informatiim, hut which cause random efEecis (stime 
as standartl and symbfjfs, Siime bizarre miscellaneous spell effects or just 
odd happenings) to any who touch them. He usually carries quill pens, 
scri>iU, and tomes, and may let sijme of these fall and be left behind. (This 
iippears to happen accidentally, hut in tact always occurs on purpose.) Mor¬ 
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tals who recover such rhii^s find them to be enchanted pens, spell sctolk, 
tomes of magical power, or instnictions tor creating magical items or con¬ 
structs* He can drawf his spells fttim any schcx>l or sphere of magic, but out of 
long habit he tries never to use fire magic because valuable waitings might be 
destroyed* 

AC--i; MV 15; HP 171;THAC0 4:MT I 
[>ng Id 10 

MR ?t)%:SZL(lOfect) 

Str 15, [>Ex 19, Con 21, [NT 24* Wis 22, Cha 16 
Spells P: 12/12/12/12/11/9/5, W: 6/6/6/6/6/6/6/6/6 
Save* PPDM 2. RSW X PP 5, BW 7. Sp 4 

Specral Att/Def: Wi\en attacked, Deneir s first action is usually to leave 
by the most expeditious means* If forced into a situation where he canni>t 
leave, Deneir can err^loy any one priest spell and any one w'imrd spell in the 
same round, or he can summon a scroll from thin air with whatever spell he 
desires wTitcen on it and tlien read the spell as his action for a round. Thtwe 
w^ho have seen him agree that he lacks the wariness* mthlessness, and strate¬ 
gic sense of one used to battle, and in fact seems ahsencminded even when 
attacked. His touch causes confuskm as the 4th-level wizard spell when he so 
desires (no saving throw'). 

Instead of casting spells or summoning a scroll, Deneir can choose to 
make a being once more experience the worst gNp/i or svmhof damage that it 
evet experienced. The same saving throw modifiers that applied when the 
glyph or symhfjJ was originally encountered apply again. 

Deneir cannot be harmed by any spell read from a scroll or any magical 
effect created by the use of a book or tome. He is immune to c/uami or illu- 
sion/phanrasm spells, spell-like effects, and abilities. 

Other Manifestation^i 

Deneir prefers to manifest as a glow'ing nimbus of light around a book. If a 
monal opens the book, Deneir may tnov^e the radiance about to indicate 
things. He may telekinese the book and other nearby objects about or ex¬ 
tend a glowing, humanlike hand out of the light to cast spells, to wield or 
carry things, or to point and gesture. Wlien appearing as this nimhus, l^jneir 
rarely speaks, though he sometimes writes with silent letters of fire in midair 
or in a mortal’s mind, causing actual letters to he wTitten on nothingness. 
Deneir also manifests his approval or disapprov^al or aids his follow'ers 
through the actiiins i>r appearance of baku holy ones, einheriar formed from 
the essences of great sages (and thus as warriors a rather fumbling bt—but 
great storehokises of know’ledge), light aasimons, mov’anic devas, planetars, 
w'isJom incarnates, calico cats, white dogs with golden eyes, pinto and 
piehakl horses, candles, quill pens and w'riting brushes, gold- or yeltow-col- 
ored flowers, topiues, iolites, ttuirmalines, and star sapphires* 

The Churcii 

Q-ERgv: Clerics, specialty priests, monks 

CLERtn’ji Align.: LG, NG, CG, LN, N, CN 
Turn Unoeah: C: Yes, SP: Yes. Mom No 
Cmno. Unoead: C: No. SF: No, Mon: No 

All clerics, specialty priests, and monks of Deneir receive religion (Faenin- 
ian) as a k>nu5 non weapon proficiency. All these priests of L\Tieir must take 
tcading/writing (any languages) as a nonweapim prcificiency and are encour¬ 
aged tt> learn tti read and WTite more than just one tongtie. 

Priests of Deneir are found throughout Faerun, as are shrines and temples 
in Deneir’s name. Most of the temples of Deneir could best be described as 
libraries with attached sanctuaries and living quarters, for the prescrv'atiun 
of written knowledge is the ftxius of Doneir’s faith. 

Clergy members are know-n as Dencirrath. Only about 15% of clergy 
members are specialty priests. However, specially priests occupy all the high 
pvisinons within the church hierarchy. Clerics and monks are welcome, but 
even if they attain high levels, they are not usually awarded the leadetshipof 
temples. Monks may be promoted to the head of an abbey or monastery; 
however, they are always attached to a temple and rank beneath its high 
priest. As a result, there is st^me grumbling among nonspecially clergy’ mem¬ 
bers of the faith, and many rum to adventuring ro give them advancement 
in other areas. 

Though females are as we lcome as males in the Deneirrath hierarchy, the 
title "Priest" is used regardless of the gender of its holder. (Tl’ic word ’'priest¬ 
ess" is something for other faiih.s.) Tire color of the cloaks priests of [\-neir 
wear denotes their ranks, w'hich are (in ascending order): Applicant, Under- 
priest, Aspirant Priest, Full Priest, Priest Illuminator, Priest Calligrapher. 
Priest Editor, Priest Secretary, Priest Librarian, Aspirant Scrivener, Full 
Scrivener, and High Scrivener (the leader of a temple). The only higher 
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latib chan che^c are jjranccd pcrst’>naily by I'kneir and cnnsbc of Writer In¬ 
quisitor (used by the most powerful and accomplished traveling adveniurers 
of the faith), Ltbr^irian, and Hi^h Librarian. 

Dogma: Follow'crs of Deneir believe that tnformacion chat is not 
recortled and saved to be used later is inforn\ation that is last* Anyone who 
dehtces or destroys a Ixmk shtKild be punished in proportion to the value of 
the information k^st iitiless she or he makes full replacement of it. Deneir- 
rarh must write everything down and let copying what is written fill ever^- 
otherwise idle hour. They are to bring copies of every WT^iring they gather to 
every temple of Deneir they arrive in (or make the copies there) so that 
know'ledge may spread and nothing Ix^ lost. 

Information should he free to all and all should be able to read it, so that 
lying tongues cannt>t distort things all out of proportion. Deneirrath are to 
write dowTi all that people say, helieveT and observe, leaving others to judge 
what IS true, of value, and proper—for that which is not written is lost, and 
there must he roc^m all tastes, all tongues, and all estpression. Intormacion 
that di>es not ha mi should he made free to all. 

Literacy is an important gift of t^ncir and should be spread and taught. 
Deneirrath must learn to read and write and teach at least 10 mortals who 
do not venerate l^neir to do so alstj, so that such learning spreads. 

Followers of Lfeneir have taken an oath of charity as well, such that they 
cannot turn dtrnn the request of another to WTite letters and transcribe in¬ 
formation. If the one making the request U needy, they can take no payment 
for doing such duties^ though they may charge those vvhti can afford such ser¬ 
vices a fair rate* Deneirrath are to keep secrets they are expvjscd to in their 
charitable duties when Ixiund to hy oath or hy their moral ctxle. 

Day-to-Dav Activities; The primary rask of priests of Deneir is to 
giirhcr and write down— or copy out if it is already wTitten—knowledge and 
creative things (fiction, ptiems, Siing lyrics, witticisms, and diaries) so that 
nothing wTitten is k>si. Some priests never leave the copying cloisters of 
large temples, while others wander among cottages and hill farms copying 
out old ha I f-reme inhered ballads that they can pay some toothless gray-hair 
to try to sing. Stilt others operate wealthy lending libraries in the bustling 
cities of Sembia or ride into danger all over Faerun breaking int^i old tombs 
and delving into mins in search of lost and forgotten w ritings heftire such 
things crumble away fore vet. Tliese are the sort of dcctls that have earned 
Deneir his nickname '■ Seri he of Ogbma/’ 

Many common folk through the Realms, however, see Deneirrath as the 
saibes of the people because they take a special v^ow' of charity upon bectmi- 
ing priests; tt> w rite letters and transcril>e infonnatiiui kir anyone who asks 
them to as long they do not have to copy out anything magical (mainly for 
their own safety) or write down anything from their own knowledge that 
wtMjld rev fell the secrets of others, (A priest of IX-neir imprisitned and ordered 
to list all the literate people in his town or list all those tor whiim he's drafted 
letters on matters i>t finance in the last decade would refuse to do stu) Tire 
ptxjr receive such serv ices for free, the average cvunmoner in return for the 
price of the paper and inks plus a single siKer piece, and wealthier petitioners 
pay the gtnng rates. These rates are often iis much as 4 gp a page for simple 
text and Jouhle that and more lor fairly simple illuminated WTiiings. Large 
projects must he negtiriLital, but in slow times, priests of iXmeir can be found 
in the kical commons and bars, writing letters for thtsse unable to di) so. 

Real wealth can he gained, however, by a priest asked :o write something 
in stricresr CimtiJence—tor the Price of the Silent Scribe can tx steep, with 
a third going to the priest and two-thirds to the neaTtst temple of Deneir* 
'"Strictest confidence” means that no one outside the faith ever hears or 
reads of w'hat the priest has been enjoined to silence on, Tlie rumors of se¬ 
cret writings being wrirren down and kept in secret librarie.s kept by the 
Deneirmth are true. These secret libraries may be anything from secret pas¬ 
sages m temple offices and holkm^ pillars m shrines to great vaults and even 
"forhiJJeti towers” in the larger ahheys and mt>nastcries, LXneirmth caches 
of secret writings are always guaaled by spells and usually also by monsters 
that range from vvatchspidcrs to watchghosts. Magical wTiiings are always 
kept secret from outsiders. IXmeimith never admit that their senior priests 
Jo, in tact, copy iiut spells and make some iif the scn>lls that temples have 
been known ri^sdl to adventurers, nobles, and wealthy mcrcliants. 

Educating others to read and write is another important task for the 
clergy’ oi Deneir for which tmly nominal fees are charged. The temples and 
abbeys o\ the faith* however, charge stiff fees to train nonbelievers to be 
.skilled scribes, limners (artists), illuminators, bix^khinders* and parchment- 
makers. 

Holy Days/lnipormni Ceremonies: The only holy Jay that sees spe¬ 
cial ceremonies in the church of IVneir is the Shieldnuet, whereiti copies of 
old contracts are taken out for public viewing and any morra] may ask to see 
a copy of any (non mag leal) writing in uny remple of LXmeir to which she or 


he can travel. Such records and writings must be specifically requested* how ¬ 
ever (not "every' contract written by Duke Teranzan")* and must not violate 
the VOW'S of confidentiality of the temple* Shield meet is the day on which 
the Gilding is observed: a rite in which priests gadder in a great circle around 
a levitated manuscript and cast special spells, each of w'hich impresses a 
single golden letter onttj the page* to set forth the Words of Deneir in large 
letters for public display in days to come. (It is the duty of junior Deneirrath 
to hunt down and punish thieves w ho tear off or scrape at letters try'ing to 
get the meager gold.) 

This is not to sav that Deneirrath do not observe complex rituals* Thev 
do on a daily basis* Tlicse many ceremonies include chants, sung prayers, 
and responsive readings as well as private* perso'iial prayers. Certain old 
priests utter a prayer with every illuminated letter they commence and again 
when they complete it—or whenever they first make a mark upv»n a virgin 
page. Most Deneirrath pray to their deity w'hen they undenake a major task 
such as copying out a noble family tree* making a map* or copying out a min¬ 
strel's chapkark of ballads for sale in the larger, more sophisticated cities of 
the Realms* 

Major Centers of Worship: Iron Dragon Mountain* a hidden* leg¬ 
endary peak in the Earthfast Mountains, is the site of the Master^s Library 
in Faerun, a complex of many caverns w'hore more books than anyw'here 
else in all the Realms—even Candlekeep* the Library of Cuma in the 
Cuma Mountains, and the great libraries of Shou Lung—are stored* Here 
can be found the High Librarians, who have samples of all know n w ritten 
tongues and can read them (even dragon writings). Sixty or so High Librar¬ 
ians—said to all be bearded* balding* shuffling men of great age—are said to 
liv e here. Their leader is the Librarian Supreme Haliduth Orspriir, a vigor¬ 
ous man w'ho has lived some 6(X) years hy the grace of Deneir. He can call 
on eight mature adult to great wy-rm mist dragons who lair in various nearby 
peaks to defend the Library fn>m attack. All devout Deneirrath undertake a 
pilgrimage to the Masters Library at least once in their lives, but most 
never get heyoiiJ the Reading Rtxim, a small fastness well to the south of 
the true temple, where a kindly old female Keeper (assisted and guarded by 
loyal w-atchghosts) makes use of a secret gate (usable only by nonliving mat- 
ter) to send notes to the Master's Library' requesting specilic texts and to re¬ 
ceive ctipies of the requested writings to hand to the faithful. 

The treasured collections of Silven'miHm, the artifact mu-scums of Cab 
imshan, and Twilight Hall in Berdusk are all important regional centers of 
Dencir's worship. The EJificant Library, administered jointly by the clei^' 
of Deneir and Oghma and located in the Snow'flake Mtumtains northwest 
of (Z*arradoon* was another prominent regional temple before its Jestruc- 
lion in the Year of rhe Helm (1362 DR). A magnificent cathedral to Deneir 
known as the Soaring Spirit has since been built on the spot by High 
Scrivener Cadderly and is quickly becoming the premier center of learning 
and w'orship of the Lord of Glyphs and Images in w-estern Faerfin. 

Affrliated Orders: Deneir, with Mystra and other pt>wers, has influence 
on the mysterious gn^up known as the Harpers, and one ot Dencir's largest 
churches* the Inner Chamber in BerJusk* is the front for an extensive 
Harper organiiation known as Twilight Hall. While Deneir has no militant 
knightly orders, his faith does number an (>rder ttl scribes and several orders 
of monks. All temple scribes certified by the church of Deneir as skilled and 
trustworthy belong to the Literate Brotherhoal and wear a pin or badge de¬ 
picting a white quill with a gold nib. The monastic orders include rhe Pre¬ 
servers of the Ordered Way, w'ho rend to remain cloistered and perform 
copying and illuminating work: the Di.sciples of the Free Word (knowm de¬ 
risively as the "Pens of rhe Poor"), who pursue the church mission of offer¬ 
ing scribe Jiitie.s to the indigent w ith great vigor; and the Zealots ot the 
Written kX^'ord (usually ju.st called “Zealors” or Carmendines, after their 
founder), an adventuring order that accompanies priests of the faith on 
holy quests and pursues money-making efforts for the church* 

Prie,stly Vestments: Deneirrath always wear the badge of the gtxi upon 
their person—if nowhere else, on a gold circlet worn about their brows. 
They are also never without their most important identifiers* their ubiqui¬ 
tous writing kiis: triangular leather pouches belted to their right hips con¬ 
taining paper, inks* and pens. There is a saying about Deneirrath and rheir 
kits: “If a Deneirrath is naked in tlie bath and the ceiling akive him catches 
fire* he will grab any kxiks in the room first, his writing kit second, and the 
dtxir rhtrd, leaving clothes behind tor more mtidest men." 

The standard dres.s t>f priests of Deneir, hi^th in normal daily use and for 
ceremony, is a tan* off-white, or w hire tunic w'iih a stiff* circular collar, 
breeches* and a medium-length ornan’ientai cloak of the sort known as a 
sw'irl cloak in the cities of rhe Sword Coast (because it covers nothing 
against winter winds and bad weather, but merely swirls out grandly be¬ 
hind the wearer). The color of the cloak denotes the rank of the cleric, 
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from Jiajjonially black'atici-white strit-T^d for Appliamts, to hbek for Under- 
priests, black with a marinsn collar for Aspirant Priests, black with a gray 
central strip for Full Priests, gray with black trim for Priest illuminators, all 
gray for Priest Calligraphers, indigo for Priest Editors, sepia for Priest Secre- 
taries, turquoise for Priest LTbrarians, royal blue for Aspirant Scriveners, 
white w'ith gold trim Itir Full Scriveners, and pure white for High Scriveners. 

Adventuring Garhi Adventuring clerics of Deneir wear whatever is 
most suitable for their particular mission, bur they always wear btnb their 
writing kits and badges bearing the symbcjl of Deneir somewhere on rheir 
persons. 

Speciality Pciesi'^ (Glyf 5hsc;ribes) 

Requirements: Intdligcnce 15, Widom 15 
Prime Req.: Intelligence, Wisdom 

Alicjnment: NG 

Weapons: Any one-handed bhidgeoning (wholly Type B) w^eapons 

Ara.ioh; All armor types up to and including banded mail; no 

shields 

Major SpHERfcss: All, astrnl, combat, creation, divination, elemental, 
guardian, bealii^, protectitui, siimimraing, thought 
Minor Spheres: .Animal, plant, sun, time, weather 
MAtacAL Items: Same as denes 
Req. Profs: Reading/writing (Qvmmon) 

BtJNUS PtitJFs: Reading/wTiting (any) 

• Glvphscribes gain a +4 bonus on all saving throws vs. damage and mali¬ 
cious effects caused from reading, touching, or walking near books, 
scrolls, runes, and other magical wxiting. including the effects of curses 
and magical tomes handled by the wrong class. In situations where the 
reader gets no saving throw (such as reading expiosrutf rwncs), then a nor¬ 
mal saving throw- is allowed without mcKlification. The DM may deter¬ 
mine the extent of this henefit. but it should be confined to written 
works or those using specific, definable imagta. Note that the glyphscribe 
also receives this benefit against spells or similar effects cast upon him or 
her hy being read fttun a scroll. 

• Glyph scribes can speak any languages that are spoken hy natives of 
Aheir-Tiiril and the cry-stal sphere that immediately surrounds it (Realm- 
space). This dt>es not mean that glyphscrihes have any special gift for 
teaching languages, and a glyphscribe does not have free and constant 
access to all those languages. 

Basically, a glyphscribe can actually keep in mind comtantly as many 
sptjken tongues as she or he has points of Intelligence, The languages a 
glyphscribe is going to permanently learn must be kept track of by the 
glyphscribe’s player. Once a language is made one of the permanent 
tongues. It cannot be dtanged. If glyphscrihes W'ants to kam to read and 
write languages that have spoken tongues, they must rake those itmgties 
as one of their permanent languages. 

Nonpemianent languages become usable only on an as-needed basis. 
For instance, mo.st Faerunians do nor speak Nexalan, the language of 
Maitica. Only w-hen face to face w ith someone or something speaking 
that tongue does a glyphscribe know hoW' to speak and understand it. 
When the Nexalan speaker leaves, the glyphscribe loses access to that 
language, alrhiHigh all things discussed are remembered in a fomr the 
glyphscribe understands to the extent that any conversation is normally 
ahk to he recalled. 

• Glyphscrihes, when confronted with a ward or runic symbol can try- to 
identify' the symbol. Make two Intdligcnce ahility checks. If the first suc¬ 
ceeds. the glyphscribe determines the type of persiai {Harper, merchant, 
ranger, ore, etc.) whti left the rune. A seci>ml Intelligence ahility check 
allows the glyphscribe fo determine the general meaning of the rune 
(warning, gcKxl ttKxl, ambush, ancient magic), though not the exact de¬ 
tails of the message. 

• At kd level, glyphsenhes an." able ttj create a o/reiedfng (as the 2nd- 
levd priest spell) or cast erase (as the 1st-level wizard spell) once a day. 

• At 5fh levL'h glypliscrihe.s have the ability' to create a glyfjfi of u'tirdtng (as 
the kd-levcl priest spell) once a Jay. It takes them five n:>und.s to do so, 
no msirtet what the size of the area to be warded is. They may not ward 
any area of more than 50 square feet w ith this ability. 

• At 7ih level, glyphscrihes are able to cast amnmiensis or dri|>d rruigic (as 
the kd-level priest spells) once a day. 

• At lOth level, glyphscrihes are able to speak witfi dead (as the ltd-level 
priest spell), sjxxik u'it/i plums (us the 4th-level priest spell), or speak with 
monster.^ (as the 6th-level priest spell) up to four times a day. 

• At l^5th level, glyphscrihes have the ahility to create a syinhui (as either 
the tth-level priest spell or the iSth-level W'iiard spell) once a day. 


Dencii mth Spells 
2nd Level 

Glyph pf Revealing {Alteration. Evocation) 

Sphere: Divination 

Range: 0 

Components: V, S, M 

Duration: I hour/level 

Casting Time: 5 

Area of Effcct: 120-foot-diameter sphere 

Saving Throw: None 

To enact this magic, the priest draws a special glyph on any relatively hori¬ 
zontal surface (including a shield held our horizontally or the instep of a 
boot) with a special ink. When thegljpli of nWing is complete, it glow-s and 
then vanishes, but it subsequently causes all Jweomers w ithin a nO-ftxJt'di- 
ameter sphere of itself to glow w ith a dear white radiance the same bright¬ 
ness as faerie fire. The outline.s of magically hidden inscriptions, invisible 
itijard tmirb, magically concealed secret pages, nines, glyph, symbols, and the 
like w'ithin its area of effect are dearly shown so that they can he read or 
identified without being triggered. The glypfi of retealing may be moved 
without damaging it once it is complete. 

The material component of thb spell is an ink made of the juice of 
crashed eyebright, white chalk, and crushed quartz. 

3rd Level 

AmanuensB (Alteration, Evocattun) 

Sphere: Cteatlon 

Range: 10 feet 

(Components: V, S, M 

Duration: 1 rurn/level 

Casting Time; 6 

Area of Effect: Spec ial 

Saving Throw: None 

When cast, this spell generates its own ink and animates a quill pen as if it 
were in an invisible scribe's hand (though there is in fact nothing Eangible or 
sentient present) to precisely duplicate non magi cal WTiiing. The animated 
quill writes as fast as the caster can and copies as much of any WTiting the 
caster assigns it tn copy as can be duplicated before the spell expires. Tlie quill 
vanishes when the spell is done or earlier if the caster w-ilis the magic to end* 

Tliough the ink created by amiimierais is unique and does not duplicate 
the copied w'i>rk, rhe penmanship of the copy U exacting. Perfect forgeries 
can he made by means of this spell. 

Once the quill is set to its task, the caster need not he present or in range 
for it to continue; only destruction of the writing surface or the casting of dis- 
|>L-I magic uptm the quill prevents the wTiting from being completed. If neces¬ 
sary to complete its assigned task, the quill becomes intangible and follows 
the WTiting surface if it is moved; it cannot be grasped or struck aside in an eft 
fort to make it cease* No being except the caster can control or influence the 
moving qtiill. II the quill finishes its copying and siimc time remains before 
the spell ends, the caster must he within range, however, to direct it to begin 
copying a second writing or making a second copy {»f the same wTiting. 

An uirtanueruis spell cannot copy any magical writing or markings* If di¬ 
rected to do so, the quill Kangs motionless. A diary', grimoire, or other w'ork 
containing passages of text interspersed with spells and magical syTuhtrls is 
copied as text with gaps where the original displays magical markings. Many 
powerful priests have pleaded with I>eneir to alltm- this spell to be mtxlifieJ 
so that their prayers would allow them to copy spells, but Deneir has stead¬ 
fastly refused to grant this power. 

The material components tif this spell are a quill pen and a blank sheet or 
sheets of parcliment, stime vellum scrip, a chapiH.Krk, or another wTiting sur- 
ftice onto w'hich the wxiting w'ill he copied. Tlie quill is consumed at the end 
of the spell's duration; the writing surface is not. 

Shift Glyph (Alteration, E%'ocafion) 

Sphere: Creation, Divination 

Range: 5 yatds/level 

Components: V, S 

Duration: Permanent 

Casting Time: 6 

Area of Efiect: One magical ghph, nine, symfjoi, or inscriptiiin 

Saving Throw-: Special 

Thi.s spell allows the casting priest to move an unknown or hostile magical 
fflypE. time, symbol, or magical inscription {defined as a message of many 
charaettT-s all wxitten at ihe same time and intended to he read together) 
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from the surface on which it is ibunJ to anathet surface tif the priest's choos- 
ing within spell range. If no suitable surface {presumably one similar to the 
original surface^ or failing that, a relatively smtKith horirontal or vertical sur¬ 
face large enough to htjIJ the writing) exists ^^ ithm rangCt the spell does not 
work, but it is not wasted. 

When a shift is cast, all magical symbols within range of the caster 
that the spell can affect glow with a dim white radiance. The caster has until 
the end of the round tochoiise which one to move; beings familiar with cer¬ 
tain glyphs can identify them at this time. Once a glyph is chosen, the other 
magical markings cease to glow, fading back into their former state. Note 
that the chosen giy/>h may be one the ca.^tcr did nor know (.rf belore the spelt 
illuminated it 

The caster of a shift glyph mtist then make a saving throw vs. spell; if this 
saving throw faib, the chosen glyph takes effect (discharges) ii'i its original 
location and does not move. If the saving thrtiw succeeds, the glyph is suc¬ 
cessfully mtived to its new location. It the glyph or writing is moved success¬ 
fully hut remain.^ linked to S4imething tm, under, behind, or beneath its for¬ 
mer lixiation (suggesting that its former area remains trapped or dangerous), 
the magic makes the caster aw^are of this, but reveals norhing akiut the na- 
tum of the not-yet-triggered magic. 

Eldath 

(GoddtiSii of WLtters, the Qtriet One. 

Mother Gtuirdifjn ►if'C-^roves, the C"!reen GocitJess, 
the Mother of hhe Waters) 


Lesser Power of Elysium, NG 

Portfolio: Quiet places, springs, pools, stillness, peace, waterfalls, 

druid griives 


Aliasest 
Domain Name: 
Superior: 
Allies; 

Fohs: 

Symbol: 


Wok. Alu-n.: 


None 

Ertrnia/Tlre True Grove 
SilvaniLs 

Mielikki, Si I van us, Cbauntea, Seliine, Lathander 
Malar, Loviaiar, Bane (now dead), Amaunator (now 
dead), Ti!i»,s, MoanJer (now dead) 

A waterfall plunging into a still pool wirbout causing 
any disturbance of its w^aters, or a circular, sky-blue disk 
fringed w ith green ferns 
Any 



Eldatb (EL'dath) is the guardian of drutd groves, and 
her presence is felt every- place where there is calm. 
Her druids and clergy often aid other druidic fairhs in 
establishing a grove and sanctifying it. In religious 
art, Eldath is often depicted as a dark-haired Wi>mun 
tlressed in shimmering green or as a diy^ad or wild eU 
with blue and green hair. Her singing is heard in 
every^ Hihhling brook and waterfall. 

Eldath is a pacifist and usually takes no htistile actions even when threau- 
eneJ. Tliis is one of the reasons that Eldath is almost a forgotten power; mo.sr 
Faeriinians think vif Mielikki, Silvanus, or Chauntea in relation to nature be¬ 
fore they think of her, Eklath is enigm:inc and .speaks seldom. She seems shy, 
but puyssessed of unknown depths of character and an unexpressed res<dve 
that cannoT he broken. When challenged, she gives befiire challengers who 
only later discover that her apparent acceptance and retreat merely drew 
them OUT into an untenable ixjsition whea- they are surrounded, tiur of their 
element, and their reinforcements have been converted to her side. 

Like Mielikki, Eldath serves Silvanus. Eldath sees him a father figure, 
hut often finds his robustness intimidating to her retiring nariire. Mielikki 
and Eldath have a vt^vy close relationship. During the Time of Troubles 
Mielikki was heard to address her as “Drtha,'’ and the two goJde,sses em- 
briieeJ a.s sisters. 

While Eldath opi>oscs all that Tempus stan^Ls for, she does not consider 
him a personal f(.x?. 1 le m turn, is said to consider her naive, but to respect 
her convictions and generally ignore her. 

Eldarit made the Prime Material Plane her home until veiy^ recently, sim¬ 
ilar to Mielikki. In 1569 DR, the same year that Mielikki established an 
Outer Planes realm, Eldath alsrs mt>\'ed her home realm, the Tnie Grove, to 
Elysium. Where she received the divine hurst of povi'cr to make such a huge 
move IS Linknow'n; sages have considered Eldath s faith a shrinking one for 
centuries. However, these same scholars speculate that wherever she re¬ 
ceived the power from, it may be refated to rhe offictal shift toward goovi 
that Eldath herself made apparent in picking Elysium as her home plane. 


(.Among themselves, church scholai^ list Mielikki, Mysrra, or Chauntea as 
likely candidates for help in the move,) Tlte shift itself surprised no one. and 
Eldath still w'clcomes the same worshipers and clerg>' members with in her 
fold. Legend bolds that Eldarh’s worshipers may still visit the True Grove 
even before their deaths through gates in places whea* it could ff>rmeTiy be 
reached: near ihe upper reaches of the Unicorn Run in the High Forest, in 
the Elven Court near Lake Sember or ne;ir Elvemree, at Eldath s Water in 
the MUty Forest, in the depth.^ of the Forest of Tethir, in the dense heart of 
the King's Forest in Cormyr, atop Oak Hill in the IBorder Forest norrh of the 
River Tesh, at various locale.s in TurmisK, and in a dozen or more other 
wooded areas, 

Eldaths Avatar (Mystic 30, Cleric 25, Maj^e 22, Bard 15) 

Eldath prefers nor to appear in avatar fi>nn often; she seems almost shy. 
When she docs appear, it is usually to w'oundcd beings who have tound their 
w^ay into one of her sacred places or to her worshipers, Eldath rakes the form 
of a tall, thin, yet graceful and beautiful rransiucent female human, nereid, 
or aquatic elf; she can be seen through at all times. Her feet are hare, her hair 
looks like spun glass or flowing ice and is colorless like water, and her eyes 
are deep green. Eldath's green silken gamienHi flow' dingily around her, yet 
the sight of her sot>thes lusrffil thoughts rather than arousing them. She ra¬ 
diates stillness and peace* She can draw' spells from all schools and all 
spheres except combat and war. She employs enchantment/chaTm schiwl 
spells and charm sphere spells as if she were 40th level, 

AC-3; MV 15, FI 24; HP 158: THAO) 2; -.AT I 
Dmg Id 10 

MR 75%;SZL(l0feet) 

Str 13, Dex 24, Con IS, Int 19. Wis 24. Cha 21 
Spells P: 13/12/12/12/12/11/S, W. 5/5/5/5/5/5/4/4/3 
Saves. PPPM 2. RSW 3. PP 5, BW 7, Sp 4 

Special Att/Def: Eldath is a pacifist, preferring to silently resist and 
withstand rather than fighting. All nondivine attacks are launched at a —7 
penalty to attack rolls within 90 feet of her and at a -5 penalty' to attack rolU 
from over 90 feet to 140 feet of her. To raise a hand against Eldath or ca.st 
any offensi\*e .spell either at her or w ith her in its area of effect, the attacking 
being must first succeed at a saving throw v\s. spell penalizc\l by atiy Wisdom 
ability score magical defense adjustment Kmus the attacker normally has 
(that i.s, rhe bonus becomes a penalty of equivalent amount). Magical de¬ 
fense adjustment penalties remain penalties. 

Eldath can cast one priest spell and one wizard spell per rouni,L Her ttwich 
desrrt^y.s unJead creatures of less than divine power, reducing them instantly 
and forever 10 dust. She .strives alxive all things to cast spells that restrain, 
chiimi, hoy, sleep, or otherwise incapacitate persistent fixi.s rather than cast¬ 
ing damaging spells. Her smile alorie charms and helTieni.ls all creatures of In¬ 
telligence 1 tti 4 . 

Eldath can feiimte ami walk on air at will at MV FI 24- She cun project si¬ 
lence akin to rbc siferia', 15' rnAiits spell either an a 90'‘fo4>r-radius sphere cen¬ 
tered on herself or in a path up to W feet kmg and as wide or narrow she 
desires so as to target specific beings. She can also employ rcpulsRin, and her 
touch itr passage (within 10 feet of where her feet touch—or would if she 
w'alked on the surface) automaticuIly/Jim/ies tainted, diseased or polluted 
matter, anti netitraliies alt poisons. 

C )tht;r Mriiiifnstntions 

Eldath appears most frequently as a uhis/vring umd that brings a message and 
rev'lves plants that it touches to the blooming height of htukh or a green 
glowing aura that has alt the healing pimers tif the gixldess, can speak aloud 
and in the minds of those within 120 feet, and can celekinese nonliving 
items w'ithin its confine.s. Eldath also acts or shows her favor through the ap¬ 
pearance or actions of bears, racctxms, brownies, dr^'ads, .sylphs, nereiJs, 
feystags, sprites, srags, talking ow'ls, unicon’is, and other W'tH>dlanJ creatures, 
commote meutlow' and w'<Kidland flow'ers such as iilaisies, water plants such as 
water lilies and lotuses, atitl aquamarines, clear quart;, hliie topazes, sap¬ 
phires, and other stones in watciy hues. 

TUv ('httreh 

Clergy; Clerics, druitlH, specialty priests, iHiinks, mystics 

Clergy's Align.: LG, NG, CG, LN, N, d'N 

Turn Uni>eai>: C; Yes. D: No, SP: Yes, Mtm: No, My.s: No 

Cm NO. Un oF-AO: C; No, D: Nt), SP: No, Mon: No, Mys: No 

All clerics, druids, specialty priests, intmks, and mystics oi Eldath receive 

religion (Faen'mian) as a Nmiis nonweapon proficiency, All of these priests 

of Eldath must take swimming as a nonweapim proficiency. 
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The church of Eldatt\ is small miJ dispeiscd, the majority of its mosi ar¬ 
dent priests traveling and preaching or settlinje by some quiet spot and 
teaching those who come seeking enlightenment. In a world brimming 
with evil deities and their servants* ores, goblins, warring nations, and 
other hostile forces, it is nor surprising that Eldath's philosophy of peace 
and calm has failed to catch on. Still, it is viable and challenging, and leg¬ 
ends speak t)f heroes* such as the elven war hero Tclva, who embraced the 
cause ot Eldath an^i abandoned warfare forever. One race of beings who 
tra\ ei against the ride of war with Eldarh are the ondonti, a pacifistic orcish 
race (detailed in the Riyns of ZEcuri/ Keep boxed set). 

Given the limitations and goals of the specialty priests of Eldath. it 
should not he surprising that there are nt>t very many of them. Only some 
10 % of the priesrs ot Eldath are specialty prie.sts, called peacemen and 
peacewomen in the faith. The Temainder of the ftdlowers are split betsveen 
druids* clerics, a scam few mystics, and a relatively recently founded monas¬ 
tic order. Clerics, dr^iids* mystics* and monks, vihile not as restricted as the 
specialry priests of Eldiith. arc encouraged to ctinduct themselves in a fit¬ 
ting fashion as put forth hv their deity. It is a matk of skill among Eldathyn 
(especially ad venture r-pr lest s, known as “Freewalkens") to defeat ftxrs with 
defensive spells, mating an enemy defeat himself through misdirection and 
rnanipiitiEtim. Most of the high-ranking members of the churchs Ickjsc or¬ 
ganisation arc peacemen and ptacewomen, and the great dm ids and other 
senitir clergy members of rive faith defer to them In discussion. Relations be¬ 
tween the five branches of the faith are excellent* and both of the more 
miliiant wings of the fairh are very supportive and protective of the spe¬ 
cialty priests* mystics, and monks, %vho are more retiring. 

Pacifists and lovers-of-nuture cleave to the Green Goddess, Many are 
vegetarians and herbalists v\ ho desire to take no life, but the ranks of the 
EldarhyTi are studded with hartly adventurer-priests who serve as envoys to 
ocher faiths, act as go-betweens with urban worshipers (often guiding them 
to and from forest fastness remples)* and carry^ items and messages from 
priest to priest within the faith. Although it is part of the making of a 
priest of Eldach that an individual must travel Faenln widely enough to 
pray in at least nine sacred tasrne.sses (temple groves) dedicated to the 
goddess* most Eldathyn settle in one grove or one forest and live their lives 
thereabouts. 

Eldathyn are orgiini:ed in a simple hierarchy where a dozen or so priests, 
each whom may have up to 14 underpriests dwelling with him or her, re¬ 
port r<.v a senior priest whiv iiv turn retorts to a grand priest responsible for a 
realm or larger region. Clergy of senior years* many accomplishments* or 
higher rank arc styled “Exalted,” and traveling Ereevvalkers rank betw'een 
full priests and seniivT priests. From the ranks of the Exalted come the lead¬ 
ers of temples tii Eldath* most of whom preside over forest communities 
with open-air sacred places of worship know n as fastnesses. As the leader of 
a fastness, they are entitled use the title Keeper of rhe Fastness. 

Dogma: Tlte phiios4.iphv of Eldath is highly advanced. It teaches that 
peace can only come from W'ithin and cannot be taught or imposed; it 
must be reached through rhoiighi and meditation. The faithful of Eldarh 
should seek stillness and therehy find peace. They are to plarxt trees and 
green-leaved things and rend such things when they need it, wherever 
they may he. 

EUlathyn are instructed to nurture and aid and nor to restrict or punish. 
They may de/end hut iiiit punish Eldathyn may work violence only to de¬ 
fend* and they may slay no thing of the forest siivc to prevent it from slay¬ 
ing themselves tir imorher under their protection. 

All w’orshipers ttf Eldath are to aid fellow Eldathyn and clergy of Sil- 
vanus and Mielikki whenever p^issihle and to give assistance, support, and 
shelter to displaced forest dwellers and to those who work to defend ponds, 
marshes, and streamside woods c\'crvwhere. They must swear xo take no 
thinking life save in direst need and to share with all heings the beneficial 
things that grow in or come from running water that all may know' of and 
praise Eldath. 

Day-to-Day Activities: Eldathyn usually .spend their lives tending un- 
sptuled places to ensure that they survive and even flintrish it> the face of 
human and other depredations. Priests irf Eldath replant burned areas, 
purge areas ol plant tli.seases* construct hsulder firebreaks, irrigate wiwded 
area.s, and clear sTreamheds to make rivulets flow more swiftly or create 
dams to slow runoff and encourage rhe life created by small pools. They 
even make bargains with nearby toresters to cut only in certain areas and 
lea\'e other wvKiJlands alone. 

ELIath has a hatred ui indiscriminate and greedy w'i>ndcutters, those W'ho 
use fire as a weapitn* and avaricious millers lUtd careless beings w'ho foul 
rivers and other waters. Her clergy- are pledged to work against such inJi- 
viJuals by whatever rnean.s seem most prudent for long-term success* They 
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rarely resort to any st>ri of open confrontation for as long as possible as it 
tends t<i bring attacks dtwn on the clerg\’—hut hidden priests can work m 
opposition unhindered. 

Eldathyn are also charged with observing and recording what sort of 
birds, beasts* and plants dwell in what places and the changes in the 
amounts and locations of such flora and f auna over the years. They are to 
reptirr such things to their superiors on a regular basis so that the senior 
clergy’ members* working with those of Silvanus and Mielikki* can interpret 
long-term trends in regional ecologies. 

To raise funds for perstjnal and church supprirt* priests of Eldath may act 
as w'ater-dowsers by employing an infallible wter didruiuon spell knowm to 
the church, as herbalists* gardeners, or as potion-makers. Few' Eldath^m live 
in large setdements, but many dwell in springside cottages—often w ith 
trained guard animals—within an easy ride of cities or large tow'ns so as to 
be able ro ser\'e the local populace as stuirces of medicines and potions. 
Clergy of Eldath are all taught to swim, and often teach this skill to nonbe¬ 
lievers in return for small offerings to the church and the goddess of fot»d 
and coins that the priests can use. 

Holy Days/Important Ceremonies: Eldath’s clergy mcml>ers pray on 
a personal and individual basis when bathing or floating in ponds or 
streams, when standing under waterfalls, and in small chambers, caves, or 
forest bow'ers given over to regular meditation. Many forest paths in woods 
dwelt in by Eldathyn cross streams by means of log bridges bearing tiny huts 
with holes or trap doors in their floors, permitting modest clergy to immerse 
themselves for prayer or bathing. These are the most favored meditation 
spots for Eldathyn. 

Prayers must he perfomied upon awakening* at sunset, and at least once 
during the dark hours* and may be performed at any other time as personally 
desired. In w'oodiands and remote wilderness areas, w orship of the Green 
Gtxldess should be done unclad or as close to it as is ptissiblc in a given cir¬ 
cumstance. Startled Wixxlsmen tell of certain adventurer-priests standing in 
pools to pray with their weapons drifting in midair around them in slow'* en- 
spelled orhits so as to be ready to hand if danger came upon the scene. 

The only calendar-related ritual of Eldath, the Greening (Greengrass) is 
also the only regular gathering and festival of the priesthix>d. It is preceded 
by Firsitlinv, a festival held at different times in different kicales as the ice 
breaks up and the waters begin to flow'. The only other occasions upon 
w'hich Eldathyn gather in large numbers are consecrations of new places as 
open-air temples or shrines of the godde.'is. At such consecrations, the as¬ 
sembled clergy perform the Chant of the Fastness. An avatar of Eldath al¬ 
ways ’appears lo bless her w'i>rshipers" efforts* though she may not alw’ays 
speak OF work nragic other than making any spring or w^ater in her new' sa¬ 
cred place into Hater of Ekiath for a tenday thereafter and giving it the 
pow'er to regencmit' and Eciil all creatures immersed in it until the dawn fol¬ 
lowing the Jay of her appearance. 

Major Centers of Worship: The most revered center of Eldathyn w'or- 
ship is DtiskwiHid Dell in .Aimn, east of Eshpurta. There the waters of the 
Rivx't Rimril, a rribtitary of the Esmel River, plunge dow n the western cliffs 
of Eldath's Mount in the Troll Mountains via the Green GcxJdess Falls in a 
descent of o\'er 400 feer anti thence through a series of ptxds and lesser falls 
(called the Steps) out into Anindarh* the Quiet Forest (known most com- 
moniy as the Snakewood for rhe serpentine denizens the Eldathyn use to 
scare away intruder.'i). Here Most Exalted Fallskeeper .Alatoasz ^^renJim 
presides i>\'er a tree city ijf Eldathyn who train unJerpnests in the service of 
the Green Goddess and send them i’‘ur all over Fiierun to find their personal 
place in Eldarh’s service. 

Elah’zad, an ancienr Eldathyn holy site in Anauroch* is also a place of 
great pow'cr. According to the Bedine, Elahhad was the home of the mtxm 
gtidvless, Elah (Seltine)* hut At'ar the sun gi’fddess drove her away and made 
it a pristin for Eldath, the Mother of the Waters* because she w as jealous of 
Eldath’s bcatity. Here Eldath can chtxise to speak through the mouth of any 
w oman w ht> enters the House of the Moon* a nearly circular palatial temple 
formed of chalky* translucent desert rock in the midst of a lake set in a sa- 
creti grove surrounded by over a hundred small springs. (The w'oman falls 
asleep and the goddess directly and completely controls her bixly.) .'\t rhe 
House of the Moon charged magical items of the Eldathyn faith can be 
recharged through prayer and ritual by the grace of ELIath. 

Affiliated Orders: The Eldathyn church and the revitalized Mielikktan 
faith have gmw'n extremely close recently. Eldathyn provide quiet sanctu- 
aiy' and supply to the ShiHlLWveirs of the Mielikkian faith when they cannot 
receive supptwt from those of their own religion. The Eldathyn faith also 
has clo.se ties with TTose Who Harp (the Harpers), an organization W'urk- 
ing throughout Faeriln for nood and against the rise of great ptnvers. which 
tend to endanger all natural life. 
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The church of ElJeth has a circle a few peace women and peace men 
who have formed a ^jrnup known as the Arbitrators of the Quiet One, They 
freely go to areas of conflict and attempt to ser\'e as mediators in long¬ 
standing disagreements that have led to violent acts. They listen to both 
sides and try to find a middle ground without polarizing die issues through 
overt statements of moral judgment. They prefer to find resolutions that get 
at the heart of a prtvhlem so that once dealt with it does not flare up again 
in months or years. 

The monastic order of ElJach is the Disciples of the Yielding Way. stime- 
times kmmm as the Brothers and Sisters of the Open Palm. These monks 
guard sacred sites where many peacemen and peace women dwell and travel 
the nHintryside gathering information for isolated groves an«.l fastnesses. 
They do not ever seek to provoke violence, hut ate quite deceptively deadly 
when defending themselves, their charges, and cheir holy sites. 

Priestly Vestments: Priests of Eldarh dress simply in green and blue 
robes decorated with water-colored (blue, green, translucent* and opales¬ 
cent) semiprecious gems and embroidery in water patterns. Specialty priests 
don a series ot sheer robes* each in different shades of blue and gteen. The 
sleeves and hems of the garments are artfully cut to ltx>k ragged like tossing 
waves or water ripples. All clergy wear Eldath's symbol as a holy symbol the 
sky-blue disk is fashioned of painted wood and fresh fern ffond.s are planted 
or affixed over the painted ones on the symbol whenever possible. 

Adventuring Garb: Eldathyn priests dress practically in the field* 
though some like to accent their dress with blue and green and allow' the 
sleeves and hems of rheir garments to become ragged to simulate frothing 
water. Mi>st wear leaf-green robes with moss-green accents^ gray sashes, and 
brown ovcrcloaks. Peacemen and peacew omen wear no armor and sport 
garb similar to their ceremonial dress made up of multiple layers of semi¬ 
transparent robes and tabards over an opaque foundation robe or dress. 
Sightings of Eldathyn in the deep w'ooJs have given rise to many [egends of 
wild folk of the woikIs. 


Speemity Prkrsts (Druids) 

Requirements: Wi^^lom 12 , Charisma 15 
Prime Req.: Wis 4 ,]nm, Charisma 

Alignment: N 

Weafonsj Club, sickle, dan, sj-^ear, dagger, scimitar, sling, staff 

Armor: Padded, leather, or hide and wModen* hone, shell or 

other nonmetallic shield 

Maior Spkeress: All, animal* creation, elcmcnTal, healing, planr* rime* 
wards* weather 

Minor Spheres: Divination, travelers 
Mai . I c A t I TEM s: As d ruid 
Req, Profs: Sw'imming 

EkiNUS Profs: Modern languages (pick two from: hrowmie, dryad, 

elvish, korred, nereiJ* nixie, nymph* pegasus, pixie, 
satyr* sirine, sprite* sylph, treant, unicorn) 

Some ot the specialty priests of Etdath are druids. Their abilities and re¬ 
strictions, aside frt>m changes noted above, are suinmari-ed in Appendix 1: 
Priest Classes and detailed in full in the Pktyers Handbofik. 

specialty Priests C!V;acenien/i’eact'Av<>men) 

Requirements: Wisdom 14* Charisma 11 
Prime Req,i Wistloni* Charisma 

Alic:NMENT: NG, N 

Weapons: Nets, whips* staves* clubs, stones, slings* and staff slings 

only, and then only w'ithin great restrictions (sec below'). 
Armor: None 

Maior Spheress: All, astral* cbami* divination, elemental water, healing* 
protection* sun, w'ards 

Minor Spheres: Animal, necromantic* plant* travelers 
MAtucAL Items: Same as clerics, hut specialty priests of Bldatb w-ill not 
use items or those effects of items which inflict harm 
upon or bets. 

Req. Props: Swimming 

Bonus Profs: Modern languages (pick three from: hrow'nie, dryad* 

elvish, korred, nereid* nixie, nymph, pegasus, pixie* 
satyr, sirine, sprite, sylph, rreant, unicorn) 

• Peacemen and peacewomen can be half-elves, halflings, or sirincs* 
though halfling and elt st>ciety Mnds this chtiice of vocation a tad pecu¬ 
liar, to say the least. 

• Peacemen arikl peatewomen cannot fight* except to defend themselves 
and those with them. They may not initiate attacks* charges* or am¬ 
bushes. Tltey are pacifists. Utose peacemen and peacewomen who seek 


to bend the W'ill of the goddess to their own ends soon find themselves 
without priestly abilities. 

• Peacemen and peacewomen may use any priest spells of the enchant- 
ment/charm type* regardless of sphere. 

• Peacemen and peacewomen may use bold filant, chough normally 4th- 
level spelb in a minor sphere w'ould he denied them. 

• Peacemen and peacewomen are able to cast remwe /ear (as the Ist-levcl 
priest spell) once per day. This renwH'c feat effects other magiral fears, 
including the fear aura of the noiv-dcad Ekine and his specialrv' priests. It 
also dispels the effects of the pain tcjwch of the pains of Loviatar. 

• Peacemen and peacewomen are immune to the pain towcli of pains tyf 
Loviatat 

• At 3rd level, peacemen and peacewomen are able to cast sleep (as the 
1st-lev el wizard spell), Tliey gain an additional .sleep spell forever^' addi¬ 
tional three levels i>f experience* 

• At 5th level, pyeacemen and peacewomen are able to east silence, 15' ra¬ 
dius (as the 2nddeve! priest spell). The priest gains an additional silence, 
15' radius spell for every additional three levels of experience. 

• At 7th level* peacemen and peacewomen are able to urater leaik (as the 
3rd-level priest spell) at will* 

• At 10th level* peacemen and peacewomen can breathe water. 

• At 12th level* peacemen and peacewomen are able to cast Loeral's oque- 
UHS column (as the 4ch-Ievel w'izard spell detailed in Pages From rhe 
Mqges, The Crxlc of [he Harpers, or The Seven Sisters) once a Jay. 

• At 15th level* peacemen and peacewomen have sanctuary' (as the Ist- 
level priest spell) in effect on themselves at all times* Any direct arrack- 
ers must make a saving throw- vs. spell or totally ignore them. 

• In combat* peacemen and peacewomen may parry attacks* subiracting 
their Strength beynus plus ]d6 piunts directly from their tjpptinents at¬ 
tack roll* At 10th level, this becomes the Strength bonus plus IJIO 
ptiints* li a peaceman or peacew'tyman attacks, she or he loses this ability 
for the remainder of the battle. 


EldiJtliyn Spells 

Ixt Level 

Wailing Wind (Alteration) 

Sphere: Elemental Air* Weather 

Range: 5 yards/level 

Components; V 

Duration: I tum/level 

Casting Time: I round 

Area of Effect; A cube of 10 fcet/Ievel on a side 

Saving Throw Niyne 

By means of thLs spell, a priest creates a magical warning system. When any 
creature larger than a conymon honeybee enters a guarded area (a passitge, 
chamber, cavern, doorway* or cave mouth of up to the urea of effect)* a 
wailing, whistling blast <jf w'ind blow's frtjm the guarded area toward the 
casting priest. The priest designates the area to he protected verbally* and 
must be standing within 5 yards per level of the area to he pnyrected when 
the spell Is cast. 


Tile u'aili’ng u'inti travels toward the caster as long as she or he is on the 
same plane as the guarded area, but fades out beyond 100 yards per level of 
the casting priest. Tlte Ufoiling riW has a distinctive tone that can he beard 
by all creatures capable iif hearing. It transmits and magnifies any sounds 
(speech, movement, etc.) made by the triggering being at the rime it is ac¬ 
tivated, and it thus gives any listener a clue as to what sort of intruder ap¬ 
proaches. 

Tile spell cannot K- mtyJified to he activated by only specific beings or 
types of creattires. Once the guarded area is entered and the nailing wind 
rises* the spell is exhausted unle.ss the caster was of sufficient level tt> allow- 
another activation tjf the spell tor another intruder. Tiie uind itself lasts for 
I round per level of the casting priest once triggered, although the caster 
may end It sooner. 

A uailing uind can be activated more than once, depending on the level 
ot its caster. As the level of the caster increases, the number of blasts of 
u'dlbig wind occurring for different intruders at different times is also in¬ 
creased. A 1st' or 2nd-level caster creates only a single-blast u-ailing umd; a 
5rd- or 4th-level caster creates a wind of two bla.sts; a 5rh- or bthdcvel 
caster creates a u-ind of three blasts, and so on with no know n maximum* 


2nd Lev^el 

Touc h sickle (Alte rat ion) 

Sphere: Combat, Plant 

Range: 0 
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Qjmponents: V, S 

Duration; 2 rounds/level 


Casting Titne: 5 

Area of Effect: The caster 

Saving Throw: None 

By means of tit is spell, one of the caster's hands temporarily becomes a 
wtxiden magical weapon. The extremity is able to strike creatures who can 
be hit only by magical weapons ot +2 enchantment or less. The extremity' 
gains no attack bonus, but its slightest touch di^es the same slashing (Type 
S) damage a.s a sickle: IJ4+1 points of damage vs* smaller than man-sized 
or man-sized creatures, ld4 p<.nnts of damage vs. larger than man-sized 
creatures. 


A druid may use the enchaOited extremity to harvest mistletoe as though 
it were a gold or silver sickle. 


IrJ Level 

Flame Shield (Evocariori) 

Sphere: ElemeiitJiI Fire 

Range: 0 

Components: V, S, M 

Duration: 1 toy nd/level 

Casting Time: 6 

A rea of Effe c t; Spec ia I 

Sa V i n g Tlrrti w: N* me 

This spell creates a pulsating, 6-foot-high shield of darkness at the end of the 
caster's hand, Tlie shield is weightless and intangible. Missiles and other 
weapons and solid objects, including parts of the caster's Ixidy, pass throtigh 
il without impediment* The shield remains attached to one of the caster's 
hands (chosen during the casting) unless the casting priest touches another 
creature's hand and wills control of the shield to pass to the other (who must 
agree to the transfer or it cannot occur). 

The shield w-orks against flame. Its touch extinguishes normal torches, 
flaming oil, and candles iastuntly* Larger fires are diminished. A jzteM! strik¬ 
ing or exploding around the bearer of a yiaine shield, for example, does only 
half damage. A /lame hWe coming into contact with a /bme shield is haim- 
iessly destroyed. A /lame shield hilly cancels out a /lame .strike if held directly 
in the path of the flame strike (over the shieid-hearer's head); this destroys the 
/lame shieW instantly, If the /ktme shield is nor held in such a fashion, the 
,'ihieId-hearer takes half damage as for a/irehad, 

Rame-related IllusiorLS, hypnotic pat term, and the like have no effect on 
any being view-ing them through a flame shield. A magical, flaming sword 
striking through a /kme shield encounters no resistance and inflicts normal 
W'eapon damage but no flame damage. Any part of such a blade that has 
passed thnuigh the shield remains free of flames w^hile any part of the Made 
is in contact with the shield; thus a flaming sword striking through a/lame 
shield cannot ignite a scroll or either flammable object by touch. 

Tlte material comptinents for this spell are a piece of phosphorous, a drop 
of mcrcur\> and a cobweb* 


Greenwood (Altenitioii) 
Sphere; Plant 

Range: 10 yards/levcl 

Components: V, S, M 

Duraritm: 1 tum/level 


Qisting Time: 6 

A rea of Ef fec t; 9 c ii h ic feet + 1 c ub i c ft xit/level 

SaV i ng Til row: N t me 

By means tif this spell, the caster can temporarily tnake dead and w irhered 
trees appear living, green and healthy. The caster can affect one plant (or 
object made from tme), or a mass of plant material up to 9 cubic feet plus I 
cubic fiH’tt per level of the caster Dead ot bare trees, shrubs, or vines can he 
made to cloak thcnxscives in leaves. Sufficient foliage appears to afford con¬ 
cealment for the ca.ster, hut not enough to use for an entangle spell. 

Dry firewood can be made damp enough that it does not light. If w'txxJ is 
already alight, the flames die down to a thick, choking smoke in a cloud that 
lasts tor one round per experience level of the caster* Tliis cloud, which to¬ 
tally tibscures v ision heyonJ 2 feet, covers a niughly spherical volume from 
ground or flix>r up or conforms to the shape of a confined area. Tlie smoke 
fills a v^olumc 100 limes that of the fires^iurce* Ail w ithin the cloud must roll 
successful saving thrt>wvs vs. spell or suffer-2 penalties to all ctjmhat mils and 
,Armtir Class. 

Dry, seasoned wcxid. such as a ship s mast, can he made to bend and snap 
Linder A strain like green vvtxxl, Rvitten wixhI, such as an old hridge or ruin, 
usually ctdlapses or becr>mes unsiife to cany’ any future load* 


Damage to plants or wtxxl suffered by being made *‘green" is permaitenr, 
but the wood otherwise reverts to its former state after the expiration of the 
spell. In other words, if greemvtjcid is used to collapse an old bridge, the w'otxl 
the hridge is made of returns to its previous condition after the expiration of 
the spell, hut the bridge is still collapsed. 

Mold Touch (Alteration) 


Sphere; 

Range: 

Cttmponents: 

Duration: 

Cast mg Time; 
Area of Effect; 
Saving Throw: 


Plant 
Touch 
V,S,M 
Special 
6 

One target creature 
Special 

This spell empowers the casting priest to transmute its material comptments 
into brown mold spores withi>ut suffenng personal harm. Tlie first creature 
touched by the taster within six rounds of the casting is infected by hrovm 
mold. A successful attack roll is required to touch an oppotient in combat or 
one who is not unaware or immobilized* If the caster cannot touch any crea¬ 
ture, the mold spores vanish at the end of six rounds. 

The mold sprvres created by this spell cannot live on plant or inorganic 
nvateria]. All the spores are transferred to the first creature touched by the 
ciujter* Thus, the caster can infect only one creature per spell* In the event of 
an accident, this could well be a friend or ally. A moki touch spell inflicts 4d6 
fxrints of damage uptjn the target creature, and half that if the victim makes 
a successful saving throw vs* spell* 

Brown mold spreads fn>m the contact point rapidly, growing by absorbing 
body heat* In the process, it chills the victim. In the second round after the 
attack, the mold inflicts 2d6 points of damage and half that if the victim 
make^ a successful saving throw- vs. spell. On every round thereafter, the vic¬ 
tim receives a saving throw vs. spell. If the saving thrown is successful, no 
damage is taken, and the spell ends. If the saving thrt>w is failed, the victim 
Takes Id6 points of damage in that round* 

Brown mold created by this spell is of limited duration, and a victim can- 
not infect other creatures even if intending to do so. Magical cold harms 
mold created by this spell in the usual manner, but also affects the creature 
on which the mold is grow'ing* 

The material components of this spell are mistletoe, holly, or oak leaves. 

Wheel of Bones (Alteration) 

Sphere: Necromantic 

Range; 0 

Components: V, S, M 

Duration; 1 round/level 

Casting Time; 6 

Area of Effec t: Spec i a I 

Saving Throw- None 

This spell trunsfonns bone fragments into a fast-spinning pinw-heel ot many 
hones that whirl about a limb of the caster chasen during casting. The caster 
canmit grasp anything with that limb or cast any other spell w-ithoiir ending 
the wheel of bones, w-hich fades instantly into nothingness when it expires. 
The caster can w-ill the spell to end at any time. 

A whet/ of hmes inflicts id6+4 points of damage when a priest hits a foe 
with it by making a successful attack roll with the limb it surrounds. The 
wheel of hfjnes can alsti fire beme shards once per round in addition to any 
melee attack the caster may make. The melee attack is made wuth the ptiesc s 
normal THACO* Hurled shards always strike at THACO 7, regardless of the 
priest's own attack prow^ess. Tliey cause ld4 points of damage each, and Idl 
of them fly at the target of a shard attack. The caster designates the target of 
a shard attack, hut has no control iwer how^ many shards are hurled at it. The 
missile range of these shards is 5 (short)/10 (medium)/! 5 (long) yards, and 
they may be fired at pLiint blank range at neither a penalty or a Minus. 

The dll mage and duration of a ufeel o/kws is unaffected by the number 
of shards it fires, and the caster of the wheel is never harmed by the spell's 
btme shards, regardless of w-here they fly, ricochet, or strike* 

Tlie material components of this spell are at least tw-o btsnes or bone frag¬ 
ments from any source. 


5th Level 

Control Vapor (Alteration, Cunjuration/Summoning) 

Sphere: Elemental Air, Elemental Water 

Range: 40 yards 

Components: V, S, M 

Duration: I round/lcvcl 
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Casting Time: 8 

Area tjf Effec t: 10-foot/level -lad ius sphere 

Saving Threw: None 

By means of this spell, the caster is able to alter the movement rate and di¬ 
rection of natural or magical smokes and vapors, including mcendior^ 
cioifds, smote ghosts, gaseous breach weapons, fog ebud. and clouJtili, as w'ell 
as the smoky effects of pyrotechnics and creatures in gaseous form^ Within 
the area of effect, wind effects are laegated, even if of magical origin, and 
the caster can hold a vapor stationary or move it up to 10 feet per level each 
round in any desired direction, if the vapor passes oat of the stationary area 
of effect of the spell, control is lost. 

Creatures in gaseous form (such as vampires) arid those wind walking re¬ 
ceive no saving throw' against the spelL A vapor cannot alter its form, be al¬ 
tered in form, not be split into several vapors unless the caster so wills; how- 
ever, creatures normally able to alter their nongascous form into another 
form (such as a corporeal one) can do so whether the caster desires them to 
or not. The prtxiess of changing form takes twice as long as usual while they 
are affected by control vapor. Clouds of insects and similar insubstantial or 
amorphously formed but nongaseous creatures are not affected by this spell* 

The drow' of the Underdark are reputed to use a parallel form of this 
spell in one or mote of their faiths. 

The material component of this spelt is a bean or pea and the priest's 
holy symbol (w'hich is not consumed in casting the spell). 


Greater Touchsickle (Alteration) 

Sphere: Combat, Plant 

Range: 0 

Components: V, S 

Duration: 2 rounds/level 

Casting Time: 8 

Area of Effect: Tlie caster 

Saving Til row: None 

By means of this spell, tme of the caster's hands temporarily becomes a 
wooden magical weapon. The extremity is able to strike uil creatures who 
can be hit only by magical weapons. The extremity has a +2 attack Kmus, 
and its slightest touch does stashing (T>pie S) damage as a sickle +2: ld4+3 
points of damage vs. smaller than man-sized or man-sized creatures, ld4+2 
points of damage vs. larger than man-sized creatures. 

A i,lruid may use the enchanted exireinify to harvest mistletoe as though 
it ivere a gold or silver sickle. 


Water of Efdath (Alteration) 

Sphere: Hlemental Water, Healing 

Range: Tmch 

Comptinents: V, S, M 

Duration: rotmanent 

Casting Time; 8 

A tea of E fleet: Th re e pot it >n fl ask s 

Saving Til row- N i jne 

This spell fills three pot it m flasks with ti'aicr of Eldath. An entire flask of 
wat^r of EMuih ptwired onto something or someone kills mold and musk 
creeper spores (including mon.sttous sorts) and rot grubs; purifies w'ater of 
dangerous pollutants. disease.s, and oils, including all things that give the 
W'ater an unpleasant taste and odor; and acts as a netiEmlije poison (as the 
4 rh-level priest spell). If an entire flask is imbihed, it instantly confers the 
folktwing effects on the drinker as needed: Jr cures disease (as the Ird-leixl 
priest spell); cures mummy rtit; cures lycanthropy; removes curses (as the 
Jrd-level priest spell); and closes all wounds, including wounds made by en¬ 
chanted weapons that cannot normally he made to cio.se, effectively bind¬ 
ing the w'ounJs and preventing further damage due to hkxid loss. 

The material component of this spell is three drops of water blessed by 
Eldath, blessed by one of her petstmal servants (her servitor creatures) in 
her name, tir ctmstHrraicd to her by an Exalted of Eldath. One drop is placed 
into each 11 ask. 


6t(i Level 

Spring Mastery (Alteration, Evoctitum) 


Sphere: 

Range: 

Components: 
Duration: 
Ca,sting Time: 


Creation, Elemental Water 
Special 
V, S, M 
Special 
I round 


Area of Effect: Special 

Saving Thrtm': None 



This spell can he employed in three ways: If cast on a spot w^here there is 
no running watercourse, it causes water to spring up from the earth. If cast 
on an existing spring, it purifies the water and makes it totally transparent 
and nondistorting to the caster's eyes. If cast on the casting priest w'hile 
she or Ke is in contact with a spring, the magic performs a limited sort of 
tekpoTL 

The first function of the spell causes water to flow' up from a sptit on 
the ground forever if enough subterranean groundwater is present to feed 
a spring. If there is no water around, it causes a steady flow of uater of El¬ 
dath (see above) for one turn per level of the caster. One creature per 
round can drink of the flow, bur if it is used to fill leather canteen flasks, 
potion bottles, or other containers permitting tran^'pottation away for 
later imbibing, the spell is exhausted after I containcr/levcl of the caster 
is filled* Any container larger in volume than the caster's two hands 
placed together counts two or more containers* depending on its size* 

The second iunction of the spell allow's the caster to clearly see 
through the spring's water to find creatures therein and examine sub¬ 
merged objects or the streambed itself. Normally invisible creatures in the 
spring affected by spring masceTy are made evident to the caster by the 
spell's magic even if they are merged with the w'ater as water weirds or 
water elementals ate. Spring mastery used in this fashion petmanently 
banishes all taints, poisons, waterborne diseases, and corrosive sub¬ 
stances, including monster secretions. An aquatic monster employing 
such fluid or Ouidbome attacks discovers that they simply do not function 
w'ithin a TO-foot spherical radius of w'here the spell w'as cast for one full 
year after the round of casting. 

The third function of spring mas Eery permits instantaneous Travel for 
the caster and all nonliving worn, carried, or held items only (to what¬ 
ever limits the caster can normally carry) from the place of casting to ei¬ 
ther a known, previously visited spot in or on the banks of any other 
spring in Faerun (including subterranean w^atercourses) or to the nearest 
junction with another w'atercourse either upstream or downstream 
(w'hich need not he a Itxrale knowm to the caster), as the caster chooses. 

Tire material component of this spell is three drops of water blessed by 
Eldath, blessed by one of her personal servants (her servitor creatures) in 
her name, or consecrated to her by an Exalted of Eldath* These must be 
poured upon the spot w'bere the priest iLlesires a spring to isstie frtjm in the 
first spell use, introduced into the existing spring in the second, or poured 
in the hand of the casting priest in the third. 


7 th Level 

Mist of the Goddess (Alteration, Evocation, Necromancy) 

Sphere: Elemental Water. Healing 

Range: 5 yards/level 

Components: V, S, M 

Duration: 1 round 

Casting Time: One turn 

Area of Eltect: An inverted cone 30 feet high with a circular base 

with a maximum radius of 10 feet/level and a mini¬ 
mum radius of 5 feet 
Saving Throw': Special 

This spell creates a glowing, green, inverted cone of mist chat acts as the 
prie*st spells cure disease (3rd level), remove curse (3rd level), heal (6Th 
level), regenerate (7rh level), resroratton (7th level), and resurrecuVm (7th 
level) on any single being within it* The circular base of the mists has a 
radius of a maximum of 10 feet per level of the caster; it can be as small as 
the caster wills during casting, to a minimum of 5 feet* The cone is 30 feet 
high; il called forth in an area with Itnv clearance, its height is truncated 
by any solid, continuous roof or ceiling material. If more than one hemg 
or portions of more than one being are touched by the mist, a random 
being is aided unless the priest calling up the mist of the goddess specifi¬ 
cally chooses one being as the spell recipient by act of will. 

No corpse is aided by this spell if a living intelligent being is in contact 
w irh the mists, hut if only corpses are present, and no single being is cho¬ 
sen by the caster as the spell recipient; all the dead are allowed the saving 
throw vs* spell they had in life. All those who successfully save are rein¬ 
carnated (as the 7th-level priest spell remcamate, hut without any time 
limit since death) into a random creature form that can readily survive in 
the immediate surroundings (in other w^ords, no fish out of w'ater or trop¬ 
ical species in glacial arctic regions). 

The material component of this spell is a drop of w'ater blessed by El- 
dath, blessed by one of her pecsonal servants (her servitor creatures) in 
her name, or consecrated to her by an Exalted of Eldath* 
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Gond 


(Wonderbrin^cr; the Lord of All Smiths, 

the Inspimtion Divine, the Holy Maker of All Things) 


Intemiediali^ Pou er of the Ouiland^, N 
PoRTi'OiKi r An\ ficc, crah;. const ruction, sm ith work 

Aliases: Zionil (Durpar, Estagund, and Var the Golden) 

Dt^MAiN Name: OuiLinds/WonJerhome 
Superior: Oghma 

Aluhsi Luthander, Oghrna. Waukeen (mi&sing), Tempos 

Foes: Takis 

SvMERiL: A shining rocithcd wheel or cog with tour spokes, in 

n'or>. Ixme, or metal 
WtjR. ALK;Nr.: Any 


Good (GOHND) Wonderbringer is the god of 
hlacksmtrhs, woodworkers, inveniors. and engi¬ 
neers. In religious art, he is ntost often ponrayed as a 
hurly, red-hued smith, with a mighty hammer and a 
forge and anvil that allow him to craft the stuff that 
stars are made from. 

Gond serves Oghrna along with Deneir and 
Milll. He gives the ideas Oghrna holds in his pt>rtfo' 
lio concrete form and inspires others to make new things. He has grown 
\'er^^ independent as his ow'n power waxes, and hi relationship to Oghrna is 
already only dimly rememhered at times hy mortals. In Durpar, Esiagund, 
and Var the Golden, Gond is worshiped as part of the Adama, the Durpar- 
ian concept of a world spirit that embraces and enfolds the divine essence 
that is part of all beings. Here he is known as Zionil, patron of inventors, 
craftfolk, and creators. 

Gond is always making new ihin^. He t>ften presses Oghrna for their 
release into the mortal w^irld without thinking through completely the 
impact rhey will have. He is fascinated with making the theoretical real 
and either does not consider or often does not care about the implications 
for the use of his inventions and discoveries. He has a constant need for 



bizarre comp<inents as welt as raw materials for his work, and so may over¬ 
look shady spi>nsoTs for specific jobs prt>videJ that they pay svell in materi¬ 
als, knowledge he can use, or future favors. He can he distracted, busi¬ 
nesslike, sarcastic, or patrtsnizing as well as incredibly helpful and brilliant. 
He is dedicated to Itis faithful, and though he sometimes does not immedi¬ 
ately respond to them because he is busy, he always ensures rhai their 
needs are met. 


During the Time of Troubles Gond, in the avatar of a gnome, w^ashed 
itslKire on Lantan. His true nature w-as quickly discovered, and the deity was 
revered and worshiped there until the crisis passed. A.s a resulf, Gsaid gave 
the secret of smoke powder to rhe Lantanna, and arquebuses, stamped on 
the butts of their stocks with the symbol of Gond, hm e been shipped at a 
steady trickle to western ports since I DK. 


Gorid s Avotdr (Mage 27, Cleric 20, Thief 19, Fighter 15) 

Oonkl's avatar is rarely seen hy mortals outside hi-s temples: he much prefers 
to manifest in a lesser manner. His avatar sometimes appears as a short, 
slight man with straw-hlond hair, at others rimes as a burly, red-luied smith, 
and at yet others a gnome. In any fomi, his sharp, bright, dark eyes stare out 
ol a forge-scarred lace rhat alw'ays hears an alert, inquiring expression. He 
wears a scorched smirh's smt^ck over ni>ndescripr leathers, artd at will can 
sumati>n into being an>unJ himself gfassteci plate armor that hovers over his 
biidy at a dose distance, piece hy piece, ratlver titan actually encasing hb 
lorm. I le has a mighty hatmner thiii he uses at his divine forge and as a 
weapon when necessary. He can draw spells ftom any schi'K>l or sphere, and 
casts alteration spells at ulouhlc effect in all respects and a -2 penalty to ap¬ 
plicable saving thnnvs. 


AC MV H; Hr 188; Tl IACO 6; 'AT 5/2* 

[Imn 2d4+27 (fkinant-r cj/ rkauiirrbfjlij! |+111, +12 Str. +2 spec, htiuis in hummer) or 
1J10 (iirquehns) 

MR SZ L (10 k-L i) 

^TJt 24, Dtx 19, Cos 21, JsT 25, Wis 20, Cha 16 
Spells P: 12/12/11/10/7/5/2, W: 6/6/6/6/6/6/6/5/5 

Saves rrnM 2 , rsw 1 , pp 5 , m 4 , Sp 4 

*Ouiv one atrifck per mund b possible wirh rhe hammer aj but nor- 

m.il iiulee Sit tacks apply for a humtikn^ +3 

Special Att/Deh When he uses a weapon in combat , Gond often uses a 
hammer o/ tihiiiicitThnits. He can strike watb it or hurl it once a round and 


never tires of using it. His hurling range b 360 feer, and he strikes with the 
finmmer as if he w ere wearing a girdle of giant strengtA and gawmlefs nf ogre 
/JOUJer ( + 5 hammer damage bonus and +6 gatmilet damage bonus; his actual 
Strength equals the girdle). It strikes dead any giant it hits, along with 
ogres, ogre magi, trolls, ettins, and day, flesh, and stone golems. When it 
hits, it Stuns all creatures within 90 feet for one round. Gond also loves to 
use arquebuses and can instandy summon a fully loaded and ready to fire ar¬ 
quebus into his hands whenever he desires, dismissing an old one and sum¬ 
moning a new one every round. He has also been known to use an assort¬ 
ment of magical staffs and a hammer +5, and he can summon any 
nonunique magical item in the PHB. DMG, Tome of Magic, or any 
Forgotten Realms campaign setting product that is not an artifact or in 
the possession of another deity to his hands in one round. 

Metal weapons and weapons manufaeuireJ through melting, forging, or 
working with metal tools cannot harm Gond. Once per turn he is able to 
disjunct all magical items in his vicinity (as the 9th-level wizard spell Mur- 
Jenkamen's dis/unefitm). Normal metallic items striking Kim are disinte¬ 
grated automatically (no saving throw); magical metallic items must suc¬ 
ceed at an item saving throw vs, disintegration at a -5 penalty or he disin¬ 
tegrated. In either case, the metallic item Joes Gond no damage. Golems 
and animated constructs will not lift a hand against Gond; neither can he 
he harmed hy firearms such as arquebtrses. 

Other Manifestations 

Gond appears most often as a forge hammer wreathed in gray smoke. He has 
also manifested as a pair of black, piercing eyes in a gray cloud accompanied 
by the faint ringing of distant forge hammers. Either manifestatum can 
speak or cajit spelU. issuing spelb forth as a burst of smoke that changes into 
the spell effect or touches the target of the spell to affect him or her Mi>st 
often he inspires ideas for new inventions or new applications for old inven¬ 
tions in his faithful. He also gives our magical or normal items geared to aid 
worshipers in particularly sticky dilemmas, though he often does not explain 
why the item he gives si>meone is suitable. Frequentiy the items he gives out 
evaporate in smoke alter sen-lng their puriMse. Gond also sends baku holy 
ones, einhetiat (who were in mortal life inventors), golems, lightning 
mephits, mnruts, pseudodragons, steel dragons, crystal dragons, and ani- 
ntated furniture or equipment to aid mortals or to show' his favor or presence. 

Tlie Church 

ClErot: Clerics, specialty priests 

Clerov's Ahon.: Any 
Turn Undead; C: Yes. SP: No 
CmNO. UnDEAII: C: No, SP: No 

.All clerics and specialty priests of Gond receive religion (Faerijnian) as a 
bonus non weapon ptLificicncy. 

Since the Time of Troubles, interest in and worship of Gond is on the 
rise, iuir this has brought increased attacks both from rival dergv' and thtjse 
who simply fear new inventions. Gondarism is the official state religion of 
the bkmd nation of bmtan, which is also a hotbed (’if inv ention and new' de¬ 
vices. Men tend to outnumber women in both Gondar clerg>' and laitV', but 
there is no impediment to or prejudice against females rising in the ranks of 
the Gondar. Members of the Gondar faith are mainly human, hut mivre and 
more gnomes are being accepted into the church, especially in the w'ake of 
the ftrnn that Gimds avatar took during the Godsw^ar, 

In most of Faenin, the proportion of clerics to Gondsmen (as his specialcy' 
priests are called) is 15:1. In Uuitan, this proportion is nearly reversed, and 
there are about 20 Gondsmen for every Gondar cleric. Most specialty priests 
ol the faith are Lantanna, and most Lantanna merchants encountered in the 
Realms outside brntan are specialty priests of Gond. 

Clerics of Gond are called Krii. a Lantanna term meaning djsadtxmtoj^d. 
LX'spice the implied slur, many clerics hold senior po,sitions within the state 
religion in Lain an. A cleric occupies the post of Most Holy Avenue Ibr 
Spreading the Faith, which is (in title at least) rhe supreme authority for all 
worshipers ot Gond not in Linian, Tliere are a number of northern branches 
ot the Gondar laith. including a budding temple complex in Tilverton, 

Clergy refer to themselves as the Consecrated of Gond. and may speak ot 
other Gondar priests as "fellow' Consecrates," hut their titles of rank ate 
simple: Wonderer (novice). Seeker Postulant (priest in training). Seeker 
after Small Things (confirmed priest), Greater Seeker, Seeker of the Twelfth 
Order, Seeker of the Eleventh Order, and so on up to Seeker of the 
First Order. High Seeker (a title held by all senior clergy). Master (leader of 
a religiotis community or one who tend.s a holy site), Artificer (one who has 
been personally rewarded and named by GonJ for special service), and High 
Artificer (rhe supreme priest of the faith), TlHiugh Gcjodar may act inJe- 


62 - FAERUNIAN PANTHEON: Gond 

























J 


pendencly in their duty of encoaraging inventions* their religious hierarchy 
is ordered and obedience to a superior is unquestioning. 

Dogma; The beliefs of the Gondar can he summed up as Actions 
count." intentions and thought are one thing, but in the end it is the re¬ 
sult—what remains after the sword is forged, the battle is fought—that is the 
mrjsc important. Talk is for othets; thtise who trtily sen'e Gond do. 

All Gimdar are to strive to make new things that work. All of Gond s 
clergy should become skilled at forging, casting, or tempering, and practice 
various means of joining and fastening until they arc adept at making things 
to fit a space or situation with which they are confft>nted. venerate Gond 
is to Ctmtinually question and challenge the unknown w ith new devices and 
items* Elegance and usefulness are the two legs any new making should 
stand on. 

Gondar must practice experimentation and iimovarinn in the making of 
tools and implementation of processes and encourage these virtues in others 
through direct aid* sptuvsorship, and diplomatic support. They should strive 
to make fermer^. hunters, and others think of new tools, improved ways of 
crafting and using their existing gear, and new ways of doing things. 

The Consecrated must keep records of their strivings, ideas, and at¬ 
tempts, so that others can continue where they leave off when gathered at 
death to the Holy Maker of All Things* Gondat are instructed to observe, 
acquire, and sn>re safely the makings of others, and show what they have 
learned to other Qmsecrated of Gond. They are to discuss ideas and spread 
them sti that all may sec the divine light that is Gond. 

Day-to-Day Activities: Gondar keep the formulas for smoke powder 
and various sealants, cleansers, and lubricants secret. They sell small jars of 
all ot these as they travel Faerun, making a lot of money thereby as well as 
by selling buckles, small brass hells, mortars and pestles, and various mono- 
ties and lenses. The special glass jars they use to store smoke powder and 
other formulas were formerly nukle only in Lantan. They have pmven so 
popular that rival makers have sprung up in Calimshan and the Tashalar. 
To pn>rect church trade secrets, Gondar priests are charged to work against 
these rivals by salH>tage, diplomacy, and financial influence, whenever they 
can covert ly do so. 

As they travel, Gondar clergy establish caches, investments, and al¬ 
liances and grab samples <tf any new inx'entions they come acro.ss. It is their 
duty to assist inventors and inraw ators anil to file regular repcirts ro the near¬ 
est Master by means ot ntessenger en\^oys of the faith as they travel. 

Settling in one place is frownetl up>n unless a priest can show his or her 
superii>rs that tlieir prospective home is a kcale where much innox'ation oc¬ 
curs that hears need for constant w arching such as Waterdeep, Arhkatla, 
SuraiU or—-formerly—Zhentil Keep. Making a handsome personal tiv ing 
while t>ne serves Gond is encouraged, however. ft>r who better walks upon 
Faerun to demonsitrate the rewards of follow-ing the Way tif Gondi' 

Priests of Gond are much in demand as builders, esitecially of \ aulted and 
buttressed temples dedicated to other gods* Because of these temple engi¬ 
neering and cjunstruction ctmtracts, the faith of Gond is growing in wealth 
and influence, hut al.s4> in foes. Who else wi>uld know the secret ways of a 
rival temple than the builder? 

Holy Days/1 mportain! Ceremonies: Gondar have only one calendar- 
related festival: the ippensheir* The Ippensheir is the name given to the 12 
days immekliaiely loliowing Greengrass. It is named for Ippen, the first 
great cleric of Gond. who si>merimes appears to clergy in need these Jays 
asGond*s Firsr Servant, nuring the Ippensheir, all clergy memhers of 
GondV faith and his devout worshqTers gather at a temple, abbey, or bt>ly 
site of Gond to share innov ations and show inventions and innovations 
they have made or witnessed with and to their fellow Gondar. (Many cav¬ 
ern networks and remote towers where capable inventors once dwelt are 
revered by Gondar as holy sites.) It is a time of feasting, drinking, and rev¬ 
elry, and some Gondar itvake much use of personal lelepmr magics and the 
netvvtirk of gates maintained by the priesthood to link major defensible 
holy htnises to visit as many gatherings of the faithful as they can during 
this time. 

EJaily rituals ro Gond are simple: muttered prayers upm rising and retir¬ 
ing that are often scheduled as part of dressing iir disrobing s^v that they are 
nt^t forgotten, a longer prayer of thanks at the mam meal of a pnestk day, 
and a special prayer of thanks and dedication of their work before com¬ 
mencing any work ot new making (as opp<’tsed to repair or maintenance)* 

If a new^ tool or machine is seen or made by any Gondar, that Gondar is 
charged tii ntake two copies of it if pjssible. One is hidden away agairtsr the 
pr>'ing eyes of thieves or vandals tor later display to felkiw' Gondar, and the 
other is smashed —or preterahly, burned—while a prayer of offering to 
Gond, the Sacred Unmaking, ts chanted* This ceremony reinforces GonJs 
dominion over Kith constnictive and destructive engineering. 


Major Centers of Worship; The bean of the Gondar faith is located at 
the High Holy Craftbouse of Inspiration in the city of lllul in Lantan. This 
large, walled monastery is run by Danactar the High Artificer, Most Holy 
Servant of Gond, the highest-ranking mortal priest of the Wonderbringer. 

The House of the Wonderhringer in Tilverton, formerly know^n as 
Gtianri’s House, is the must prominent temple of Gond in the Heartlands It 
is led by High Artificer Bur I an Altnaether, wbo directs over 40 priests in de¬ 
vising new^ inventions in Gond^s name. 

Affiliated Orders: TTie church of Gond has no affiliated knightly or¬ 
ders. It does have a great many honorary' orders and societies within its 
ranks. These are usually founded to recognire the w'orks t>f Gondar work¬ 
ing in a particular specialty and to promote rhe easy exchange of ideas he- 
tweeit those qualified in a field while preventing trade or church secrets 
from leaking out to competitors. Just a few of these s^icieties include the 
Order of Puissant Stonctnasons and Stonccarven^, the Holy Order of Most 
Skilled Architects and Bridgemakers, the Armorers of the Wonder- 
bringer, the Most Arcane Order of Gcarmakers, Clock makers, and Au- 
tomaiionists, the Sociery of Creative Castle Design and Construction, 
and the Indusirious Btothers and Sisters of Carpentry, Cabinetry. Pup¬ 
petry', and Toy making. 

Priestly Vestments: Gondar clergy' memhers wear satiVon ceremonial 
vestments with a crimson collar and stole. 0\'er their right or left shoulder 
they wear a leather sash ending in a large pouch. The sash is dotted w'ith 
small metal tex^tls, gears, w'ire, cord, locks, ht>oks, hasps, buckles, and hits of 
steel, tin, and wocxl that might prove interesting nr useful in a pinch (in¬ 
cluding, lor GonJsmen, their lockpicks). Tlieir vestments also inckkle belts 
of large, linked metal medallions and enormous sun hats* They w'ear Gond's 
holy symKd as a pendant fashioned of Kme, brass, bronze, or ivory* 

Adventuring Garb: In dangerous situations, Gondar wear standard 
kirmoT (along with their leather sash), but generally they prefer the protec- 
ti<m of 10 or 12 big lighters. Most often they wear practical clothing hung 
ahovit with baldrics and pouches crammed with useful supplies. Most 
priests of Gond w'ear bulky rings that function as knuckledusters (ld3 
points ot damage) and can also produce the ec|ui valent of a comh from their 
gear (Id4 points of damage) and three or lour knives of various sorts. (Re¬ 
movable hoot-heel knives are a great favorite among the Gondar*) Few' 
Gondar priests w'ould steal, but most have and cart use files anti holt cut¬ 
ters, and Gondsmen are proficient with lockpicks. Increasingly, Gondar 
priests have also taken to carrying small metal flasks of smoke powder 
scaled against sparks and damp and apprtipriatc wicks to use with them to 
make explosive missile w'eap<jns w'hcn trouble arises. (The average smoke 
pow'der grenade prepared by a Gondar priest has a range of 10/20/30 feet 
and does 2d4 points of explo&ive/fire damage w ithin a 5-lmir-radius of 
where it strikes. It takes one round to prepare and light the w'ick; rhe mis¬ 
sile can he throwm the second round. Roll on the Scatter Diagram in the 
Grenade-Like Missiles suhsection of rhe Missile Weapons section of the 
Combat chapter in the DMG lor missiles that miss their target.) 

Specialty Priests (Gondsmen) 

RtQumEMENTS: Dexterity 14, Intelligence 14, Wisdom H 
Prime Req.; Dexterity, Wisdom 

Alignment: NG. LN, N, CN 

Weapons: All bludgeoning (wholly Type B) weapons, crtissKiws, 

and firearms, such as the arquebus, if available 
.^rmor: All armor types up to and including plate mail; no 

shields 

Major Spheress: All, astral, combat, divination, elemental, iiumhers. pro- 
tec litm. sun, wanls 

Minor Spheres: Charm, creation, guardian, healing, necromantic 
Macucal Items: Same as clerics, hut also ul/ magical staves, w'ands. and 
rods 

Req. Profs: Armorer, artistic ability, blacksmith ing, carpentry, 

leather work ing, engineering, mining, pottery, stonema- 
stmry, or w'eaptsns mi thing (pick one) 

Bonus Profs: Gem cutting, engineering, reading/writing (Common) 

• Gnomes may be Gondsmen* This vocation is frowned on in most 
gnomish communities, but Gond is slowly gaining acceptance among 
gnutnes. 

• Gt>ndsmen can select nonweapon proficiencies from the priest, rogue, 
and warrior groups with no crossos'er penalry. 

• Gondsmen gain tw'o extra inittal nonweiipon pri>ficicncy slots, and at 
every' level when they W'ould then gain an additional nonweapon pri>li- 
clency slot, they gain two instead* TTiese extra nonw'eapon proficiency 
slots must be used toward sktlls in fine ans, crafts, or skilled trades. 
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• Gondsmen gain a +2 bonus when asirig the following proficiencies: ar¬ 
morer, artistic ability, blacksmithing, carpentiy', leatherworking, engi¬ 
neering, mining, pottery, stonemiisonr^^ and ueap<.>nsmithing. A Oonds- 
man does nor gain these proficiencies autontuiically, but does gain the +2 
base bonus when using them. Additional nonweapon proficiency slots 
devoted to these proficiencies increase this modifier normally. 

• Condsmen have an aptitude for devices, w^hlch includes mechanical 
locks. They may pick locks, given proper tot>ls, as a thief of half their 
level (as indicated on che Thief Average Ability Table in the Classes 
chapter of the DMGJ, subject to the normal Dexterity, armor, and racial 
modifiers given in the PHB. 

• Gijndsmen may create one tree steed (as the 4th-level priest spell) once a 
tenday. 

• At 3rd level, Gondsmen have the ability to cast umeen servant (as che 
Istdevel whard spell) once a day, 

• At 5th level, Gondsmen have the ability to cast dmnder suzff and stone-’ 
sfcm (as the 4thdevel wizard spells) once a day. 

• At 7th level, Gondsmen have the abiUr>- to cast animcK (}bjea (as the 
6 rh-level priest spell) once a day. 

• At 10th level, Gondsmen have the ability to cast probir^ am (as the Sth- 
level priest spell) once a day. 


Gond^ir Spells 

2nd Lc%'el 

Wield skill (Enchantment/Churm) 

Sphere: Charm, Thovight 

Range: Touch 

C\jinponents: V, S 

Duration: 1 round/level 

Casting Time: 5 

A rea of Effect: One be i ng 

Saving Throw: None 

Til is spell tcmptirarily gives any one creature proficiency in the use of a spe¬ 
cific weapon or tool seen and mentally chraen by the caster at the time of 
casting. The spdl recipient may be the caster or another being touched by 
the caster during casting. The m:rgic K^stuws temporary but complete famtU 
iariry with the use, cate, and handling of the weapon and all accouterments. 
For instance, a wizard temp^irarily given proficiency in the use of a crossbow 
knows how to wind or cock it, which nearby implement is the necessary 
windlas,s (if it is that type of crossbow), and the different uses and proper 
loading of a variety of quarrels (if an array is present). Similarly, a scholar 
suddenly made familiar with a pickaxe would know^ how' to use it to cleave 
rock along a plane, how to avoid striking sparks, how to strike so as to blunt 
the tml veiy- quickly or as slowly as possible, what care to give it, and so on. 

This magic does not confer any added Strength, reach, body weight, or 
other physical adjustments so as to allow’ the spell recipient to wield the 
weapon or ttxd most effectively; it just instills the precise and complete 
knowledge of how to Jo so. When the spell ends, this know ledge is 
forgotten, although niemones tif particular things dtine with rhe weapon or 
tool remain. 


5th Level 

Probing Arm (Alteration, Evocation) 

Sphere: Creation 

Range: 5 yards/levcl 

Comptments: V, S. M 

Duration: I round/level 

Casting Time: 8 

Area of Effect: Special 

Saving Tltrow: None 

This spell creates a weightless mechanical arm of steel that has an upper arm 
3 feet in length, a ball-swavd cIKav joint, a forearm 3 feet long, a ball-swivel 
wrist jt>inf, and ,a fully articulated hand with four fingers and a perfectly op¬ 
posed thumb (that is, the thumb is centered opposite the fingers across rhe 
palm, not located to one side). The shoulder of the arm always floats in 
midair cltteest of any part of the arm to the casters bead, and the spell range 
refers to how distant the shoulder can he from the caster before the arm ci¬ 
ther Jties nor ftirm or dissipates into nothingness. 

This amr has an effective Armor Class of 1, a Strength of 19, moves at 
.MV FI 12 (A), and can lengthen either or both of its arm segments from 3 
feet to 30 feet — or any length in betw’een—in response to the casters silent 
wail. Though it is most often tised to reach distant objects or beings and grab 
rhenr or pick them up, a f>rt>hing ami can function as a weap^m, 

Tlie firohing arm can punch for 2d4+7 ptiints of damage, launch weapon 


attacks at distant foe^ at a THACO one point better than the casters own, 
and grapple with a foe at a +3 bonus to hit. A successful grapple causes ld6 
points of bruising and jostling damage, ruins spellcasting, cuts movement in 
half, causes opponent missile attacks to be launched at a “3 penalty to attack 
toll.s, and forces item saving throw's vs. cnishing hlow’ on all fragile items 
w’om, carried, or wielded by the fi>e. 

A prxjfsrigarm can alstr reach into a guarded area to spring naps or to grab, 
recover, or move objects the caster dare not touch or approach, such as dis¬ 
eased or fungus-covered corpses, buming items, and poison-using monsters. 

A profentg arm can open locks by touch, acting as the 2nd-levcl w itard 
spell knock cast by a nth-Icvel mage. To use this ability, the probing arm 
must be commanded to by silent will of rhe caster. If the unlocking succeeds, 
the ami vanishes w’hen the locked door opens, since at this point the spell is 
exhausted immediately. A probmg arm could unlock a massive door and then 
drag it wide open, fading away only w^hen the opening motion was stopped 
by the caster of the probmg arm, but such an arm would vanish instantly if 
used to unkick a small door that then fell open by itself. The spell is not ex¬ 
hausted if the arm is used to unlock a door by turning a key or oiherw-ise 
opening it by its usual mechanical means. 

The material components of a probing arm are two short sticks or small 
straight rods, two smotith wootlen or glass balls (or a real slicker joint from 
any dead creature), and tw’o human hairs. 


6th Level 

Fantastic Machine (Alteration, Evocation, Illusion/Phantasm) 

Sphere: Creation 

Range: 10 yards/lcvel 

Components: V, S 

Duration: 1 turn 

Casting Time: 6 

A rea of Effec t: Spec i a I 

Sa s’t ng Th row: Spec i a I 

This spell creates an illusory’, many-armed, noisy mechanical construct of im- 
prc^ively massive appearance that floats about as the caster wills at MV FI 4 


(C) and attempts of the following tasks, as determined by the caster: It 

pushes, pulls, lifts, digs, throw's, or thrashes and flails with a tool or weapon. 

• Pusk: It can push on a boulder, on a building to make it fall over, on a 
w’all to collapse it or break through it. on a door to force it open, or 
simply push heavy furniture or carcasses. The movement rate it mov es at 
while pulling is 80 feet per round over solid rock or stone construction, 
60 feet per round over earth and loose rock, such as rubble or an 
avalanche, and 40 feet per round over loose earth or mud. Walls receive 
a saving throw’ of 12 or greater to he unaffected or to stand fast on any 
given round against its push. 

• Pidl: It can pull massive w-eights up an incline or cliff to a weight limit of 
50 times the casters owm body w’eight. Tlie /aniastic TnockiTieV contact is 
by a shadow’v, magical grip on the item, not any grip that could mar or 
break it. Its movement rates arc as under pushing. 

• Lift: A fantasik moc/iine can lift with the same limitations as pulling. 

• Dig; A fantastic machine digs a lO-foot-diamecer hole 80 fecr deep per 
round thniLjgh loose earth, such as a mudslide. It digs the same diameter 
of hole 60 feet deep per round through earth and kxise rock, such as an 
avalanche, or 20 feet deep per nnind through solid rock or stone con¬ 
struction, It digs a 20-fot)t'diameter Imlc at half these stated movement 
rates. Ir may dig a l0-fcxit-diameter hole hiTriiontally (a tunnel) at che 
same rates as it digs a 20-fot)t-diameter hole vertically. 

• TbrtUi'; It throws ropes, nxiks, or even rtKks with ropes attached to them 
(to cross a chasm with a line, etc.). Its accuracy is determined by the 
casters ow'n THACO; misses land where determined by the Scatter Dia¬ 
gram in the Grenade-Like Missiles subsection of the Missile Weaptms 
section of the Combat chapter of che Du^CiEO^' MASTER Guide. It can 
hurl items up to Id20>cl00 feet. Hurled items deal damage according to 
their nature. A /antastic machine can hurl items no heavier than its 
pulling weight limit; a boulder that heavy would do I2dl 2 points of dam¬ 
age w'irh a direct hit. 


* Thrash and Flod; A fantastic machine can thrash and flail rapidly w ith a 
Cixil or weapon to crush thickets and brambles to pulp, thresh grain, or 
smite all creatures within a 30-fcx.it-wide, ZO-fexit-Jeep area selected by 
the caster with 2d4+2 melee weapon attacks per round. The damage of 
these attacks is determined by the melee weapon used (decided on by the 
priest at the spells casting and limited to one-handed weapons only). 
Mobile targets are allow'ed a saving throw vs. spell each round. If the sav¬ 
ing throw is successful, these targets suffer only half damage from any 
successful attacks. 
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A fantastic rruichme has no tangible existence and can attempt only a 
single task, fading away when the spell expire?i even if the task is unfinished 
(in other words, a partially lifted item would W dropped). Despite the illu- 
sory nature of the bulky constnict, the magic applies very real force to itssur- 
roundings^ It has made Gondar priests—who preserv^e the spell as one of 
their most holy secrets, rarely writing down all of its symbols in one place or 
tome—most respected in some circles. 

The material components of a [aniasik nrnthmd are a drop of water, a frag¬ 
ment of aJamantito or adamant (the ore adamantite is derived from), a cog 
or twtheJ wheel fashitmed of any metal, and a strand of spiderw^eh. 

Grumbar 


(Boss t)f E^rhh, Enrthkvrd. Gnarly One, 
of the Lind Below the Roots, 
iH>ss of tilt; Earth Eltinientals) 


Greater Power of the Elemental Plane of Earth, N 
l^ORTFOLio; Elemental earth, earth clementalists, soUdiry, change' 

lessness, i>arhs 

Aliases: Erugen (Hordekinds) 

1\>MA1N Name: Elemental Plane of EarthThe Great Mountain 
Slteriok: None 

Allies: Geh, Garl Clittergold, Dumathoin, Kurtulmak, 

Laduguer. Utogalan, SkoraetLs Stonebones 
Foes: Akadi, Urdlen 

Symbol: Mountains, often against a purple field 

Wjr. Augn.: Any 


B Grumbar (GRUM-har) is a pinverful deity, normally 
depicted in the art of his kiith as an immense earth ct 
emenral with bulky, muscular anns and eyes that blaze 
like shimmering rubies. He leprescnis stability and re- 
sistance to change, both typical properties of earth. 
He is aisti the quiet lurker and observer, the uncom- 
plaining bearer of burdens, and the guardian tif secret 
treasures in the dark folds of the earth's crust. 

Like II the elemental lords, GnimNir is relatively unfeeling toward his fob 
knvers sin Ahcir-Toril. His reactions ate predictable in end result, if alien in 
kigic; he resists change and development, opting ahvays for maintaining the 
status quo, Tlte relative inaction of Grumbar and the other elemental lords 
has led to their being viewed as only lesser powers in the Realms and their fob 
kiwers being classed as cultists, Grumbar is kntiwn as Etugen in the Horde- 
lands, a goddess of the Elemental Plane of Earth. The distinction between a 
male and female form of the BirthlorJ ntakes little difference to the faith. 

Grumbar receives w'hac offerings are given him without complaint, sug¬ 
gestion. or comment, sucking them down into the earth. He is said to he 
fond of sari.lonyx and jasper, and statues v)f him often hear eyes made of those 
gemstones or mhies. His gift.s to his tollowcrs are most often pn>tective mag¬ 
ics or kiu>wledge of the underearth's secret places or of rich lodes of tire, 
though he seems to mete them out without determinable reason. Some ded- 


icated follow ers have sacrificed gemstones or carved stone art objects to him 
ihroughout their lives and received niithing; others have nterely spoken his 
name favorably and then tripped over a rich vein of precious ore. During the 
Tune of Troubles, Grumhar wtis nor spotted in the Realms. 


(-'5 rI i n 1 ba r s Avutii i 

{3tvHn Earth Elemental, Cleric 30, Mage 30) 

Grumbar has been seen only four times in written record in av^atar form on 
Aheir-Toril. (The first time was during the creation of the Great Rift.) The 
Earthlord appears as a huge earth elemental standing more chan 25 feet tall, 
Mis fixHfalls ikiund like earthquakes as he rumbles acrosks the land. His voice 
is the pciunding of one riHik on another, the clacking of pebbles on a beach, 
the breaking of stxl with a pknv. Ide casts spells from the elemental earth 
and healing spheres and the elemcntiil earth schixil. 


AC: -4; MV 12; HP 106: THAC;0 ^9; -AT 2 

lllTlg ] 2J« 

MR SZ G {27 feet) 

Stk 25, Hex H. Con 24. Ikt 19, Wis 19. Cha 10 

stx-iis V: iiiwn i/tc/9/9/8, w: innnnmvm 

Syves rniui 2, RSW 1, PP 4. BW 4, Sp4 

Special Att/Def: Grumhar s normal strategy in combar is to try and 
pound his oppkments flat. S) long as there is earth fi>r him to walk upi,>n or 


merge into, Grumbar is considered a native of the Prime Material Plane in 
any crystal sphere he appears in. Tliis makes him immune to the adverse ef¬ 
fects of such spoils as antbmogic sheli, pTofecfknt /rom eviUgpod^ and koly u>ord 
on creatures from other planes. In addition, Gtumbar's avatar is totally im¬ 
mune to any spell that w'oulJ remove him from the earth (ledrcuion* reversi? 
/ly, uind walk, etc.)- 

Each fist of Grumbar is capable of striking through any magical protec¬ 
tions of landbome creatures with no harm to himself. Because of this ability, 
such protective spells as sRineskin are useless against him. Flying creatures re¬ 
tain all protections against his attacks save for those based on elemental 
earth magic (sttmeskin, for instance). 

Grumbar may leave a field of battle or the Prime Material Plane at any 
time by spending two rounds uterging with tlte earth. 

Other M^mifcsi 

Gnimhar has sent manifestations more often thart he has sent his avatar to 
the Realms. Every appearance of an earth elemental in the Rcaltns is viewed 
as direct divine intervention by the followers of Gmmhar (Of course, it fol¬ 
lows that enslaved earth elementaU must be freed at any cost.) Grumbar is 
aLst^ said to send serv'imt creatures from the Elemental Plane of Earth such as 
x<im, dismals, khargra, or lava children to do his bidding or aid follow'eis. 
Earthquakes are signs of his anger, and the kication of a rich vein of metal, 
mineral, or gemstone ore is always viewed as a sign of his favor. 

I'he. CIvLirch 

Clergy: Specialty priests, crusaders, monks, shamans 

Clergy's Augn.: LG, NG, LN, N, LE, NE 
Turn Unoead: SP: No, Cru: No, Mon: No, Sha: Ves, if good 
Cm NO, Undeao: SP: No, Cru: No, Mon: No, Sha; Yes, if neuttul or evil 
All specialty priests, crusaders, monks, and shamans of Grumbar receive re¬ 
ligion (Faeriinian) as a Kmus nonweapon proficiency. Grumbarryn priests 
are strongly encouraged to learn engineering orsur\-ival (mountain) in addi¬ 
tion to their required proficiencies. AH shamans of Grumbar receive ele- 
mental earth as one of their major spheres in addition to their normal 
spheres of magic. 

Before the Time of Troubles, all of the elemental cults had clerics in their 
ranks. Now, only specialty priests remain. Why the elemental lords decided 
to convert their clerics to specialty priests is unknown, but most actions that 
they take are ciy'piic and difticult to grasp. Since the Godsw'ar, the Grum- 
harryn church has added a small order of monks and an order of crusaders to 
the church to fulfill duties in the ranks tif the priesthocxl left ill attended 
with the loss of GrumbarryTi clerics. 

Members of the Gmmharry n priesthixxi often take it tipini themselves to re¬ 
sist change at es^eiy' possible rum. The expansionist activities of other churches 
frequently face opptjsition from devout followers of the Earthloai. This opposi¬ 
tion takes many Ibnns, both passive and active. Priests of GrumNir may gather 
together to summon an elemental for the purp^vw ot destroying the foundation 
of a church under construction, or they may instigate an armed attack agaiast 
followers of other powea. Their resistance to change does not limit itself tti 
other churches, and includes changes in government, in organizations, and 
even in geography. Despite their ferv'cnt resistance to change, Grumbar s priest,s 
arc nor coasideted Fanatics. Their actions tend to be well thought out, and fesv 
of the decisions made by the church are ever aaived at in haste. 

Griimhar's priests are organfted into Holds. Each Hold comprise.s 21 
priests—seven specialty priests, seven monks, and se\'en crusaders — and as 
many members of the laity as the Hold can support. The high priest is al¬ 
ways a specialty priest. Each Hold is compo.sed of members of a similar 
alignment. While this sort of organitation does reduce tensions within a 
particular Hold, it alst) causes the Gmmbarrym faith to he viewed differently 
from regii>n to region. Most priests stay in the same geogr,aphic area as other 
members of rheir Hold, hut lathers w-ander the face of Faerun, spreading the 
Grumharrym faith and w'aiching for threats to their religion. Mt^st Holds of 
devout follmvers are small anul their congregations and clergy' members re¬ 
main intent on whatever task the Grumbarryn church elders have set them 
for the year. In primitive or nomadic societies (such as those of the Tuigan), 
Grtimbar is serv'ed by shamans allied to no particular Hold. 

Novice Grumbartym are referred to as the Unspoken. Upon taking the 
Oath of Landwalking, they become full priests and are know n as the Oath- 
hound. In a.scenJing order of rank, the titles in general use by the Oath- 
KiunJ are: Faithfril Bedrock. Granite Flagstone, Righteous Rtjck, Buttress of 
the Faith, Steadlasc Pillar, Devoted Tribune, Loyal Architrave, Founding 
Fisc, Unchanging Rastion, Surmounting Arch, Loyal Vault, and Keystone of 
Grumhar, Specialty priests of Cmmhar are knowm as earthwalkers. Monks of 
Grumbar are know n as Ctirnerstones. 
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Shrines and temples of Gnimhar are always made of stone. Most have 
splendid vaulted ceilings and walls to g[ive the sice the feeling that a wor¬ 
shiper is down within the living rt>ck. Wixud is a rare commodity in Earth- 
U^rd temples because of the church’s strong prcierence for stone, but gen^s 
and other precious minerals adorn rntMt surfaces abundantly. 

Dt^gma: The teachini^ of the church are huiit anxmd a strong resistance 
to change, especially radical change. Important Grumbarryn followers, 
priest and warrior alike, are frequently pi:jrtrayed in teaching stories and fa- 
hies that augmenr the faithful’s belief in the imptmance of resisting change. 
Gniraharryn doctrine also speaks of the holiness and absolute quality of 
oaths. Grumharrv^n take oaths with extreme seriousness and wnM never 
break one uptm pain of being cast out of their faiths 

Novices in the Grumbarry n faith are charged as follows: “The eternal 
Gnjmbar is perfect and imcbanginy. Strive to be more like the eternal one, 
not to change or allow' change to happe^n. One s gi^-en wtjrd is the bedrock 
iipim which a stable society is built. To break kwt oath is to cause a crack in 
the foundation of civilization. Go forth iind spread the w'ord of G rum bar and 
show through your works the stability and safety he brings.'" 

DaV'tO'Day Activities: Those who follow the Earth lord can often be 
found in public preaching against the evils of spel I jamming and—to a lesser 
degree—criticizing rhi>sc who would hoard ships and set sail to uncharted 
land.s. Seeking out new' lands is a noble calling, hut Gnimbarry n argue that 
there are mtJre lands left to explore on the large continent of Faerun, Kara- 
tun and Zakhara. The sentient beings of Abcir-Toril should spread out 
slowly and steadily to kntiw' the every crevice tif its surface. Hurling oneself 
into the void of space is foolhardy recklessness at its extreme. Many of the 
clergy members preach that "‘more than enough problems exist to occupy 
out time here at home w'ithout Itxjking for new troubles.” Grumbar’s clergy' 
members also rake stances against changes in the st>cial code, changes in 
government, the bulIJing of neW' landmarks that change the face of the 
land, such as Jams, and changes in their own religion. Many of the older 
and higherdevel clergy members are still crying to ascertain svhat emtr t>f 
conduct they commitred that caused Grumbar to change all the church's 
clerics into specialty priests after the Godswar. 

Holy Days/lmportant Ceremonies; The faithful are expected to pniy 
to Grumbar each day upt>n rising an^l each night before resting, rhanking him 
lor keeping the earth stable and secure yet another Jay. Other than this daily 
ceremony, the church t>hser\'es two perst>nal eeremnnies anti a yearly festival. 

The Oath of Landwalking is a solemn promi.se undertaken by all mem¬ 
bers of the Grumbarryn faith upon entering the priesthixxl that forhids them 
from traveling through the air or hy sea. Only in the most dire of circum¬ 
stances w'tmld priests t>f Grumbar take to the enemy element of air. Even 
then, they would prtihably suffer a loss of spells. Travel over w'atcr is allow'eJ 
only w heiT the church woultl as a result of the sacrifice. Such hctteftt.s 

include the dedication of ii hranch temple or shrine in a new' land, obtaining 
a new source of minerals or stt)ne to replace one now' mined out, tir even the 
discovery of a new- earth-haseJ creature. 

Tl'te Brotherhood t>f Earth is the ceremimy that Grumbarryn specialty 
priests undergo that allow's them, ujxm reaching a certain level of skill, to 
call forth their elemental brothers frtxn the Elemental Plane oi Earth. The 
ceremony is preceilevi hy a day of fasting and prayer after which the elemen¬ 
tal is summoned. When it ariswers, it is given a gift of gems and gold to carry 
back to Grumbar with the gtxxl wishes of his fiithful 

On Mi Jwimer, the church hoLls a festival celebrating the Ctmipletion of 
another year in the eternal church of GrLimhar. During this festival church 
leaders and elders gather to plan the faith’s activities during the upcoming 
year. These plans, once set, are never varied from during the year and can 
only he ehangei.1 at the next Midwinter festival. 

Major Centers of Worship: Major temples to Gmmhar lie hidden in 
the Spine of the Wiirld Mountains, the Giantspire Mountains, the 
Muaraghal (the ea.st vvall t>f Halruaa), the Wu Pi Te Shao Moimtains, and 
the Otsraun Mmintains. All are secret, hidden temples located in natural 
caverns tjr crafted w ith utmost skill to Itn^k like the terrain in which they are 
set until a irav'elet is almost on top of them. The SiHithetn part of the 
Muaraghal houses the most siicred sire of the GnimharTy n churcli and miist 
Gmmharry'n try' to make a pilgrrmage to it once tn their liv'es. 

Affiliated Orders: Tlie Grumharryn numastic order is known as rhe 
Disciples tjf the Changeless Face. They are a stoic ami spartan order 
whose me IIV hers preserve the knowledge of how things are sti that change.s 
can be detected and countered. The crusading order of rhe faith is the 
Sardonyx Knights. TIvts orders members guard the Uviv sites of rhe faith 
against infidels and lead the few' field actiiUis the church undertakes. 
They are also responsible for punishing chose members tvf the faith w'ho 
forswear oaths they have taken. 


Priestly Vestments: Grumbarryn tend to be large, solid men, and the 
ceremonial vestments of the faidv aim to make them look as large {and in 
their minds, stable) as possible. Ritual garb includes a brown cassock, belted 
at the waist; a brown leather hood or hat; a huge cloak of gray-green and 
rust brown with artificially exrended and stiffened shoulder pads that make 
the wearer took as wide as she or he is tall; and platform clogs worn over 
soft leather boots. The Itoly symbtvl of Grumbar, a large ruby or sardonyx 
cajTr'ed w'ich GnjmKar s symbol and tneorpivrated into a ring or pendant, is 
always worn. 

Adventuiing Garb: Adventuring priests wear travel cloaks. Knits, and 
clothing in the same earth-tone, gray, or black colors typical of their faith, 
hut they understand that bulky clothing that makes one look large offers 
little real protection from a knife thrust or fired arrow. Bulky aruu/r is an¬ 
other matter entirely, and Grumhanyn wear the most pnitectlve armor they 
can aftord. 


Prime Req.: 
Aucsnment: 
Weai>ons: 
Armor: 

Major Spheres; 
Mimor Spheres- 

Macucal Items: 


Req. pRtlFS: 
Bonus Profs: 


Specialty Prfesi::s (Earthwalkers) 

Requirements: Strength 12, Wisdom 12 
Strength, Wis^lom 
LG, LN, N, LE 

All bludgeoning (w'hoUy T^pe B) weapons 
Any, btif rhe bulkier the better 
All, Elemental earth, combat, healing, protection 
Divination, elemental fire, elemental w-arer, necroman¬ 
tic, travelens, wards 

Same as clerics, except forbidden from using magical 
items with air-based or flying effects (iKiug carpet, ring of 
/eai/ier/oiling, cloak 0 / rlie Kit, etc.) 

Stonemawmiy' 

Gem cutting ivr mountaineering (pick one) 

Mountain Jw-arves, Juergar, gnomes (rock gnomes), and .svirfncblin 
may he earthwalkers, though the cultural peer pressure against dw'an^es 
and gnomes walking such a life path is very' strong in their societies. 
Eiirthw'alkers may cast wizard spells from the elemental earth schtxvl in 
addition to privst spells. These spells are ca.sr as if the earthvvalker were 
a mage of the same level. For example, a ?rd-level earthw'alker casts 
wizard spells as a kJ-level mage. Earrhwalkers pray for their wizard 
spells instead of studying to memorize them, and chosen wizard spells 
replace priest spells potentially available for use that Jay. (In other 
w'LirJs, the wizard spell occupies a priest spell slot.) Earth walkers gain 
access to 8th-level w’izard spells at 16th level and 9th-level wizard 
spells at It^th level. An earthwalker must have a Wisdom of 18 or 
higher and an Intelligence of 16 nr gain access to the Srh level spells, 
and a Wistlom of 18 or higher and an Intelligence of 18 to gain access 
to the 9th-level spells. I fan earthwalker is able to gain high-level wiz¬ 
ard spells, every 8th-levcl spell prayed for occupie.s a 6th'level priest 
spell slot and ev'ery 9th'level spell prayed for occupies a Tthdevel priest 
spell sl(.>t. Earrhw'alkcr.s are always able t<v read elemental earth spoils 
on scrolls or in wizard spellhoiiks as if they knew read magic (hut study¬ 
ing spells from a spellhook is useless to them). No more than three- 
quarters of an earthw'alker’s total number of spells available (round 
down) can he taken as wizard spells. 

All earthwalkers gam a +2 bonus ttv saving throws vs. the harmful ef¬ 
fects tif earth-related spells and pelletlike, granular, or electrical breath 
weaptvns. 

As Grumhar's boon to them, earthwalkers are not deterred in their 
movement hy any type of metal armtvr or armor fashioned of other ma¬ 
terials mitved from the earth. In fact, this ty'pe of armor feels as light as 
:vir to them. Tlvey do not civtmt the weight of such armor against their 
carry ing limits, nor Jix^s it affect their encumbrance. 

At Srh fev'cl earthwalkers can summon one 8-HD earth elemental once 
a day. This elemental remains under the control of the earthwalker for 
one hour and cannot be taken civntrol of by another creature. If the 
summoner is killed or struck unconscious, rhe summoned elemental 
goes i>n a rampage, attacking everyone in sight except its summoner 
until its one-htiiir time limit upm the Prime Material hxs elapsed. It is 
important to note that the elemenial summtvned is not a serr ant of the 
earthwalker, hut rather is kHiked tipon as an agent tvf Grumbar that is ti> 
he respected. The ability to summon an elemental is granted once each 
day when, earthwalkers receive their normal complement tvf spells. 

At 7th level earthwalkers have the ability to cast .'tioneskm (as the 4th- 
level wizxird spell) once per Jay 

At 9rh level, earthwalkers have the ahilicy to cast earfkenjxirr (as the 
5th-level priest s}X.‘ll) once per Jay. 
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• Ac 9th level, earthwalkers can smnman t>ne 12-HD earth elernemal 
once a reniiay. All rlie same conditions apply as for summoning an 8- 
HD earth elemental. 

• At 13th level, earthwaLkers can sumTnon one 16-HD earth elemental 
once a tenday. All the same conditiuns apply as for summoning an 8- 
HD earth clemencal 

• At 15th level, earrhwalkers can move through the Elemental Plane of 
Earth without need for ftxjd, water, or air 

■ Earthwalkers who work together can summon an elemental of greater 
Hit Dice than they would otherwise he able to alone. For example, a 
5th- and 9th-level priest could summon a 16-HD elemental. As lo-ng as 
both summoners remain alive, the elemental remains under their con¬ 
trol for one full hour. If one of the summoners is killed or struck un¬ 
conscious, the summoned elemental goes on a rampage, attacking 
everyone in sight until its one-hour time limit uptin the Prime Material 
has elapsed. It then returns to the Elemental Plane of Earth. The par¬ 
ticipants in such a combined summoning attempt must abide by time 
resirittions for h^rthcr elemental summoning apportioned by their lev¬ 
els. In the above case, the 5th-level priest would have summoned his 8- 
HD elemental for ihe day and the 9th-level priest would have sum¬ 
moned her 12'HD L'lementat for the tenJay. 


I t r n 1 ba tiyn S p f vl 1 s 
3rd Level 

Earlhcnair (Alteration) 

Sphere: Elemental Earth 

Range: 60 yards 

Components: V, S* M 

Duration: Instantaneous 

Casting Time; 6 

Area of Effect: iO-foot-sphete surrounding a designated target creature 

Saving Throw: !4 

This spell causes the earth surrounding the target creature to surge upward 
and inward in a violent eruption of dirt and rock. The number of rocks 
created hy the spell is KH plus the lev'el of the caster. Each nx:k causes I 
point of damage to the target, disrupting spellcascing and counting as one 
siiccessfu! attack for puq^oses of the stoneskin spell. Tlte rocks are consid¬ 
ered to be magical missile weapons for purposes of determining whether a 
target can he successfully attacked hy them. 

Tlris spell d(.>es not work if the target is standing on a solid stone surface 
(such as bcdrrKk, not flagstone) unless the caster is lOth level or higher. 
The earth remains somewhat scarred where cnTtbenfiir is cast unless it is 
physically tidied up after the spell is finished. 

The material component for rite spell is the priest^s holy symKd and a 
handful of pehhies that are hurled toward the target. 


5 th Level 

Earthenport (Alteration) 

Sphere: Elemental Earth 

Range: 0 

Components: V, S 

Duration: 2 turns 

Casting Time: 8 

Area of Effect: The caster 

Saving Throw: None 

When this spell is cast, priests becomes attuned to the rock surrounding 
them, allowing them to u,se rocks of at least the same volume as them- 
.selves and the nonliv ing materiiil they carry as le/eptm gateways. This gives 
the priest (ahme) the ability to EeleiXJrt uithcjMt error to any location on the 
Prime Material Plane that has a large outcropping of rock. Priests take I 
turn to travel from rheir original location to their new li>cation. During 
the lirst five n>unds they are fading into the rock from their starting point 
and during the last five rountls they are emerging from the rock at their 
destination. After the end of the last round of the spelFs duration, they 
may act normally; until then they are visible, hut immune and intangihle 
to all magical, physical, and p.sionic attacks except irarijJmwtc rock to mud. 
dig, stfmeslitifw ot similar spells. 

Use tif this spell is ntn withtnit its dangers, however Should the priest 
be the target of a trLinsmiue rtek to mud. dig, stones/uipc or similar spell dur¬ 
ing the spelPs ilutatuai, the priest suffers 4d6 ptiints of damage (no saving 
throw' allowed) ami must make a successful saving throw vs. spell or be 
stunned for ld4 niunds. 


Helm 

(He of the Unsleeph^^ Eyes, tht^ Watcher, 
the Vigilant, the Vigilant One, the Great Guard, 
the God of Guardians) 

Intermediate Power of Mechanm^ LN 

Guardians, protectors, protection 
None 

Mechamis/Everwatch 
None 
Tomi 

Bane (now dead), Bhaal (now dead). Garagos, Mask, 
Shar, Talos 

Art open, staring eye with a blue pupil and outline 
painted on the hack of a right-hand war gauntlet or the 
palm of a left-hand war gauntlet 
LG.NG,CG,LN,N,CN 

Helm (HELM) is the epitome of the guardian, the 
watcher, the guard, and has in years past been greatly 
venerated by those who need to remain watchful for evil 
at their dixirsteps. He was once a much more powerful 
god, but has fallen upon hard times through two actions. 
During the Time of Troubles, Helm was left with his 
powers and ordered to hold the gates to the Outer Planes 
against the other powers of the Realms w'hen the other 
deities were stripped of their pc^wer and confined to the surface of Abeir- 
Taril. Helm did so all too successfully, and much of the resulting destruction 
and deific turmoil catised by the many divine deaths of the Gods war is laid 
at his feet. 

Helm remained strong in the South, hut experienced a further setback 
when his priests became deeply involved in an invasion of the True World of 
Maitica. Their unflinching and often brutal actions counted hirther agairtst 
the god's reputatiem. Because of the inflexible and cold reputation those ac¬ 
tions gained him. Helm's star is fading at a time when Torm and Gond are 
attracting new followers. 

Helm is difficult to understand and is often viewed as emotionless, heart¬ 
less, and devoted only to his duty or goal at the cost of all mortal considera- 
lion. While he is devoted t<j the point of obsession, he is not heartless, hut 
merely a stertt Jisciplinatian. He is fond of children and has been known to 
be most uncharacteristically lenient (for Helm) when dealing with small in¬ 
fractions by them or on their behalf. 

In attempting to comprehend Helm's driven nature, many mortal sages 
have attemptevl to account for him throwing himself into his w'tJrk by blam¬ 
ing his behavior on a broken heart caused by long-unrequited or spurned 
love. Others say he lost a great love to tragedy or eternally grieves for a lost 
relative, such as a brother, sister, or child. Still others account for his behav¬ 
ior more coldly as a burning ambition to become the greatest of deities. 
Helm has never given credence to any of these theories, as he considers such 
speculations frivolous use of time that could Ix' spent more honestly at pro¬ 
ductive work. 

Aviltijr (Fighter 35, Cleric 23) 

Since the Time of Troubles, Helm has Keen increasingly rehictant to appear 
m Faerun in avatar form, typically doing so only when a senior priest or 
temple is Jirectly threatened and he is called uptm. Helm always appears as 
a giant man in full plate armor, his face concealed by his helm. His height 
varies horn one appearance to the next. He can draw spells from any sphere, 

AC-^5: MV 15 or R 24: HP 122; THACO -10; ^AT 5/2 

Drag 2d4+15 (iWtard swoni +3, +J0 Str. +2 spec, bonus in mL*k-L- wcapuns) 

MR 65%: SZ pi (saywhere from 14 to 20 fL'vi) 

Str 22, Dex 13, Con 21, Int 19, Wis 24. Gha 17 

SpelU P: n/l 2/12/12/12/9/3 

Saves PPDM 2 . RSW 5. PP 4, RW 4. Sp 6 

, Special Att/Def: II the GlxI Guardians appears in a place ttx) small to 
permit his full height, only his upper torso appears, floating and flying about 
at the given tlying rate. Helm may use any sort of weapim and is considered 
specialiieJ in all forms of melee weapons; he has most often been seen wield¬ 
ing a fcfismrd sumd +3 two-handed. He can surrtJund himself tvith a ring of 
floating shields chat reflect back all magic, psionic, breath weaptm, and gaze 
attacks 100% at their s<.iiiTces if he wishes, rather than cast a spell during a 
round. If a shield is destroyed, it expltiJes into a l00-ftx>t-lyng cone of cold 20 


Portfolio: 
Aliases: 
Domain Name: 
Superior: 
ALues: 

Foes: 

Symbol: 
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teec in diamucer directed at the beinR that destroyed it. Tjfiis cone of coid 
6dl2 points^ of damaife. Tl^e&e shields are AC 0, move at MV FI 24 
(A), and hav'e66 hp. 

Helm can also unleash a lOO-foot-lon^ cone of cold 20 feet in diameter 
that does 9dl2 ptnnts of damage by raising the visor of his helm, or he can 
choose instead to emit a dispel ituigjc or disintegrate cone of identical dimen' 
sions from his helm. Helm can see through all Ulusions, see invisible crea* 
tures and items* and facate ohjeci at will. He cannot be knocked dtiwn or 
overthrown; he stands firm against all known explosions, forces, earth- 
quakes, and eruptions. He is immune to spells, spcIUlike abilities, and 
psionic abilities that charm, alter emotions, or dominate the will 

Helm can awaken any or all beings who worship him whenever he is 
present in Faerun. At his desire, all guardians and defenders who worship 
him %vake up and become alert. He banishes all sleepiness, weakness, 
nausea, or magics that place his guardiaas and delenders under the influ¬ 
ence of others (such as charm spells). These conditions are ended, not 
merely suspenJeJ. 

Otht^r M^iniFc^t.iitions 

Helm often manifests as an upright, palm-out metal gauntlet making a 
“stop” or w^arding gesture or a closed, watchful w'ar helm, From such images 
emanate ftcul or onhiie wth spell ahilify spells to aid or cm powder guardians, 
defensive magical barriers, umdmisi magics, fields that reveal tlhisimis and 
hidden or disguised attackers for what they rruly are, and beams that ft>rce 
out-of-phase, ethereal, astral, or otherwise iniiccessible beings fully into 
phase on the Prime Material Plane on Faerim so they can be attacked by 
guardians. It is rare for offensive spells to lash out from a manifestation of 
Helm, hut it has t>ccurred. Most often such spells come from the war helm 
apparition and tend to he thin beams of lightning. 

When Helm manifests, all guardians and defenders within 10 miles 
wake up and hecoine alert. He banishes all sleepiness, w^eakness, nausea, or 
magics that place guanlians and defenders under the influence of others 
(such as cluiTm spells). These conditions are ended, not merely suspended 
W'hile the pow'er of Helm is present. 

Heim also sometimes works thn>ugh the presence or action of einheriar, 
helmed horrors, spectators, maruts, vvatchghost.s, and living steels. In addi¬ 
tion, Helm can choose to send vl\ id warnings in dreams, an^.! if a believer 
sleeps touching an unsheathed weapon, the visions imparted to the be¬ 
liever by Helm can si>metime.s also he seen by the next being to touch the 
weapon, regardless of how’ much time has passed. Weapons consecrated to 
Helm can also thrum, sing, glow, dance, ot \’ibrate in w arning when rhe god 
desires them to. 

Tlin (1 ilJl f'!l 

Cleroy: Clerics, specialty pric-srs, crusaders, monks, paladins 

CLERt:Y’s Align.: LG, LN, N 

Tlrn UndEati: C: Yes, 5P: Yes, Cru: No, Mi>n; No, Pal Yes 
CwNTj. Unoeaii; C; No, SPi No, Cru: No, Mon; No. Pal: No 
All clerics, specialty priests, cnisaders, and monks of Helm receive religion 
(Faerim ian) as a hiinus n<inweapon prtificiency. 

Prior to the Tune of Trtmhk-s, Helm u^as a well-respected faith in most 
areas of the North. Its large temple ci>mpiexcs were usually situated near 
dangerous and evil areas (such as Dark hold) and v\'cre regarded as a first 
line of defense against evil people and creatures. Wracked by defections in 
the wake ot the Time i>l Troubles, active persecution in the North by those 
angn' that Helm forced the destructive divine a\ arars to remain iti FaerCin, 
and military' and popularity lo.sses related to the invasion of the True World 
(Ma-rica), the Vigilant or Watchful Ones (priests of Helm) have been in 
decline. They have only recently begun to recover pi>pular favor and influ¬ 
ence. strength, aiivl organization under the unflinching, no-excLi.ses leader¬ 
ship t>f the veteran priest.s of Helm from before the Time of Troubles known 
as the Tested and True. Most of these folk are people of inflexible beliefs 
and loyalty, Tltey believe that I lelm is the moet favored of all the powers, 
for lie was chosen to retain his powers to di.sciplinc the others. 

Fighting their w-ay back from a reputacion that brands many dead magic 
areas "rhe Legacy of Helm,'' the Tested and the True are having a tough 
time, bur one w'hich their strong discipline and the almost military hierar¬ 
chy of the church of I Idm are w'el! suited to handle. All know' their posi¬ 
tion by their rank within the church of Helm, and Helm himself sets the 
goals for his high priests and priestesses, determining what temples, 
abbeys, and shnnes arc to ctwiperaie with each other in which ongoing ef¬ 
forts. 

Titles used by the clergy of Helm are (in ascending order of rank ): 
Nvivice, .Adept, Trusty, Alert, Wacchkntght, Guardiant OverbliJe, High 


Watcher, and Senior Steeleye (a title applied to all senior clergy). These 
have been adopted only since the Time of Troubles, and members of rhe 
Tested and True and Watchers (specialty priests, derisively knowm as 
"Godseyes") have been allowed to retain any i>ldcr, personal, or variant ti¬ 
tles. Clerg^^ who lead or occupy an important ofl^icc in a temple, abbey» or 
monastery may alsri hear additional titles pertaining to their duties. 

Dogma: "He also serves who stands and w'aits and watches carefully" 
and "Careful planning always defeats rushed actions in the end" are popular 
.layings of Helm's faithful. Novices of Helm are charged to be vigilant and 
to be fair and diligent in the conduct of their orders. Tliey must protect the 
weak, the unpopular, the injured, and the young and not sacrifice them for 
others. They must anticipate attacks and be ready, know their foes, and care 
carefully for their weapiins that their weapons can perform their duties 
properly when called upon. 

"Never betray your trust" is the guiding phrase for faithful of Helm. This 
philostiphy extends to thinking about how' best to guard and protect, both 
in terms of weapons and the deployment of guardians, and to anticipating 
w'hat attacks may come and having a practiced plan ready to deal with such 
threats. The faithful and the priests of Helm train and exercise so as to al¬ 
ways be able to carry out their duties as best they can. 

Helmites always obey orders, provided those orders follow rhe dictates of 
Helm. Helm^s wishes are often revealed to his faithful in response to on- 
the-spot prayer (often via an omen spell). He is very responsive in sending 
guiding vision, especially when his faithful face conflicting orders or direc¬ 
tives, even from his senior clergy. The thought of commanding unJeaJ 
rather than turning them or destroying them Is ahhoTrenr to Helm, and so 
his clergy are not allow'ed to dt> so and would never dream of trying. This 
difference in philosophy is a major factor In the rivalry' hetw'een his church 
and that of Torm. 

Day-to-Day Activities: Hdmite clergy' believe they can win back the 
rightful pow'er of Helm only through demonstrated excellence of vigilance 
and purity of loyalty in their roles as guardian.s and protectors. They have 
set about trying to train bodyguards everywhere and spreading the word 
that only Helm-tested worshipers of the Gixi of Guardians are mily worthy 
and rdiahie to their masrers. 

Holy Days/liti[Kirtaiil Ceremonies: The Hclmite faith always holds a 
Ceremony of Htmor to Helm on each SKiddmeet, hut its members observe 
no other calendar-related rituals to the God of Guardians. 

On a daily basis, worshipers of Helm should always pray to rhe Vigilant 
One upon aw'akening and before composing theinselv'es for slumber. A 
faithful worshiper W'ho poses a question to the god typically receives some 
sort of (often cryptic) guidance in dream visions. Helm may also grace a 
nonbeliever w-ho is grow ing interested in his faith w ith such visions. 

Tl’ie most holy major Hdmite ceremonies are the CZonsecratton of a Pos¬ 
tulant, w hich is the dedication of a being seeking to be confirmed as one of 
the clergy of the church of Helm, and the Consecration of a Glymtul, 
which is a dedication of a special item to Helm's service (ghmtuf is an an¬ 
cient word for “'favored thing"). Other ceremonies of ni>te are the Purifica¬ 
tion and rhe Holy Vigil. The Purification is a renew al of faith undergone by 
beings retuming to the faith or attming ior a shortcoming in \'igilance, loy¬ 
alty, or worship. The Holy Vigil ceremony marks the ascension of a priest to 
a higher rank. It is a night-long ceremony of concentration in which a 
priest, by willpower alone, keeps his ot her weapon floating in midair. Tine 
w'eapon is enspdlcd by a senior priest thrtiugh ritual magic to levitate, and 
the vigilance of the priest observing the ritual keeps it hovering. 

Major Centers of Worship: The most prominent center of Helm's 
faith is the Noble Hand in TsurlagoL The Noble Hand is both a temple and 
a training school for professional guards. It fltiurishes under High Watchful 
Weaponmaster Ellym "Catsjaw" Thotirin, a retired ad venturer of some rep¬ 
utation. Helm's worship is also still very' strong in the Vilhon Reach and 
also in [lie South. The Temple of the Vigilant Guard in lljak, led by Battle 
Marshal Senior Steeleye Tonorak Wi nth rax, is a bastion of the Helmite 
fiiirh in rhe Vilhon Reach. 

Affiliated Orders: Tl’ie members of the Companions of the One True 
Vision, an order of Helmite clerics, fighters, and cnisaders, were know'n ft>r 
King unswervingly loyal shcick troops able to follow orders asking ihem to 
engage the most difficult objectives without breaking and hold rhe mi)st 
trying positions against ov^erwhelming odds. Recently, how'ever. members 
of this order, many of whom serv'ed in the Helmite actions in Maztica, have 
taken a beating in popular reputation. Other affiliated Helmite orders in¬ 
clude a small fellowship of battlefield healers known as the Watchers Over 
the Fallen, a group of dedicated bodyguards whom Helmite temples hire 
our to others to generate revenue called the Everwatch Knights, and an 
order of paladins called the Vigilant Eyes of the GckJ. 
































Priestly Vestmentj*: Priests of Helm wear spotless, shining, (often 
everhrig/if-enchanced), iinhlemisKed full plate armor with open-faced 
helms (a vist>r reduces vision). Often the helms are roppvkl with plumes. 
Such armtjr may be accessorized with red cloak,s and tabards vif sted gray, 
and such garments—or the armor itself — may Ire adt>rned with the Un¬ 
sleeping Eye in the center of both back and breast. In &i>utherri regions, 
Helmite clergy members often wear the finest full plate armor set with 
gems and worked with gold filigree in designs that accentuate great 
golden eyes set in the centers of their chests (on the breastplates) and 
backs. In areas where heavuly armored clerics are frowned on, the armor is 
reduced to a set of heavy shoulder plates^ hut the helm remains in any 
case. 

Adventuring Garb: Because of the useful nature of the ceremonial 
gear of the priests of Helm, it is worn in the field as well as for ceremonial 
purposes, unless it is decorated with such cosily materials that the priest 
lears it wull attract thieves, in which case a more utilitarian version of rhe 
same full plate armor is worn. In either case,, the armor is dominated by 
the synihol of Helm’s eye on the chest, often shown in a sunburst or as the 
topmo,st level of a stepped pyramid. 

Specinlty Prir^sts (Wc!tchei\s) 

RfiautREMENTS: Strength 14, Wisdom 13 
PktMt Req.i Strength, Wisdom 
.Alignment: LN 

Wh.^pons: All bludgeoning (wholly Type B) weapons 

.Armor: All armor types up to and including full plate armor 

and shield 

Ma|or Spheress: All, a.scraL combat, divination, guardiaiit protection, 
sun, w'iirds 

Minor Spheres: Creation, elemental, healing, w'ar 

Macsical Item;;: Same as clerics, plus the use i>f cTystul as wizards 

Req* Profs: None 

lk>N us Pro fs : B1 i nJ-fight i ng, et iquette 

• The ceremimial vestment oi a watcher is a suit ttf full plate annor and 
a shiekL Watchers receive a suit of full plate armor, an open-faced 
great helm, and a medium shield Un free at 1st level. Watchers must 
wear their full plate armor i>r no armor at all except in emergencies or 
when specially sanctioned by a senior clergy member or high priest. 
Wearing other armor is not k^rhidden hut is sanctioned by severe dis¬ 
approval in the ranks tif the church for minor infringements. (Viola¬ 
tors are assigned Ixiring or unpleasant duties.) Repeated violations are 
frowned on by l lelm himself, who then imposes a -50% experience 
pttint penalty to all activities a watcher uiulertakes in other armor and 
refuses to grant new spells to the offending w'atcher until she or he 
atones and behaves properly. Therefore, if anything happens to the 
full plate armor ot a watcher, she or he must make every’ effort to ac¬ 
quire a new' set or wear no armor at all unless in the most dire circum¬ 
stances (such as w'here lack of armor would result in them failing at 
their trusrl or on a holy mis.sion idr their church. 

• Watchers gaii’i an advantage against being surprised. A watcher gets a 
+1 bonus on his or her surprise roll. If accompanied by others who are 
twit W'iitcherft, this is reducei.1 to a +1, This benefit is not cumulative 
with other adsantages to surprise, hut it may he affected by penalties. 
For instance, a lone, liiiarmorcd elf thief trying to sneak up on a 
w'ateller wiiuld still cause the w'atcher to subtract 4 from his or her sur¬ 
prise roll, hut thi-S is cumulative warh rhe w'atcher's +2 bonus. 

• Watchens may create a short-term gKpfi of warding (as the 3rd-level 
priest spell) once a day that lasts only iine day per level. Watchers may 
choose the effects of these gNp/is from those spells they would he capa¬ 
ble ot casting at their current les el , regardleas of the i^phere of the spell in- 
t'ulivti. Thi.saltow's them to create g(ypks based on any spell not specific 
to a particular church or group that a priest of their level could cast. 

• At 3rd level, watchers are able to cast sentry of Helm (as the Ist-level 
pncst spell) or teyvern watcfi (as the second-level priest spell) once a 
day. 

• At 5th level, watchers ate able to cast rnucc of Odo or exniriition (as the 
3rd-level priest >i>ells) once a day. 

• At 7th level, watchers are able to cast seeking sword (as the 4th-level 
priest spell) once a day. 

• At 7th Icveh W'atchers can make three melee attacks every two 
roun(.is. 

• At 10th level, watchers are able summon .spectator (as the 5th-level 
priest spell) once a renday. 

• At I 3th level, watchers can make two melee attacks per round. 


Helmitf; Spells 

1 St Level 

Sentry of Helm (Conjuration/Stimmoning) 

Sphere: Guardian, Travelers 

Range: 0 

Oimponcn ts: V, S, M 

Duration: 8 hours or until triggered 

Casting Time: 1 hour 

Area of Effect: 1 ZO-foot-diameter sphere 

Saving Throw: None 

Tills spell w:is created by the priests of Helm to aid in guard duty' while most 
members of a group of travelers in the wild are sleeping. Like the Ist-levd 
w'irard spell unseen servunt, this spell creates an invisible, mindless, and 
shapeless force. This force cannot fight and, unlike an unseen servant, it can¬ 
not affect its physical surroundii'ig except as indicated bek’iw. 

Tile priest casts this spell by walking the perimeter of the area of effect 
sprinkling pinches of sand every’ few feet and then returning to the center of 
the area of effect. Once the spellcasting is completed, the shadc^w'y sentiy 
stands guard in the center of the area of effect and the caster uiimediately 
falls asleep. 

ff any visible object over 1 foot in length, width, or height which was not 
present during the casting of the spell enters the area of effect whi le the spell 
is in operation or if the spell is about to end, the shadow-y force silently 
shakes the caster awake. When the c^ister awakes, the priest is w ide aw ake 
and aware that something has triggered the sentry or that the spell has 
ended. The spell then immediately expires. 

A visible object must be an object chat a guard could ha^ e perceive*.! w'ith 
normal vision if she or he Itad been awake and on guard duty. Visible objects 
cannot be mt'isihie, hiding in shadows, or hidden behind walls, trees, or earth. 

If this spell is cast by a priest of 5rh level or higher, the sentry o/Helm also 
has 60-lbor infravision in addition to normal sight, and what is visible to it 
includes beings seen w'ith that faculty'. 

The material comptincnt of this spell is the priests holy symbol and a 
small bag of fine sand. 

3rd Level 

Exaltation (Abjumcion, Conjumtion/Summoning) 

Sphere: Comhat, Healing 

Range: Touch 

Cou’tjRinentsi V. S, M 

Duration: I round/lcvel 

Casting Time: 1 round 

Area ot Effect: One creature 

Saving Throw: Special 

This spell enables a priest to aid and protect any one other being. The priest 
cannot cast this spell upon himself ot herself. By touch, the caster remov'es 
the effects ot /cur, sleep, feeblemindeJness, hunger, pain, nausea, uncon¬ 
sciousness, intoxication, and insanity troni the spell recipient (w’ho may be 
of any alignment or faith). The recipient is protected against spells and 
iither attacks that cause these effects bir the Juration of the spell Such ef¬ 
fects are negated, not jxistptined until the spell expires. 

When this spell is cast on a being of a different alignment and faith than 
the caster, the recipient must make a saving throw vs. spell even if willing to 
have the spell cast on him or her. if the saving throw- is successful the spell 
is lost and has uo effect. 

If the spell recipient is ot the same alignment as the priest hut of a differ¬ 
ent faith, the saving throw is at a ^ penalty, if the spell is successful, the ex¬ 
alted recipient receive.s a +1 morale Kmus to any morale checks and +1 re¬ 
act ivin adjustment for surprise checks kir the spell duration. 

II the spell recipient worships the same deity as the caster hut is of an¬ 
other alignment, the saving throw- is at a -6 penalty. A succes.sfully exalted 
recipient gets a +1 morale bonus to any morale checks for rhe spell duration. 

A recipient of the same faith and alignment as the caster need make no 
sjiving throw, gets a +2 morale Kmus to any mt>ralc checks tor the spell du- 
nuitm, and—if the caster desires—radiates a white, blue-white, or amber ra¬ 
diance ftir the duration of the spell. If the nidiance i.s desired, it i.s evoked im¬ 
mediately and cannot he ended k'fore the spell expires. 

The material components for this spell are a flask of holy water and a 
powderctl sapphire or diammid of at lea.st 1,000 gp value. 

Forceward (Abjuratioti) 

Sphere: Wards 

Range: 0 
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Components; V, S, M 

Duration: I round/level 

Castinji> Time: J round 

Area of Effect: Sphere of 10-foot-radius/lcvel 

Sa vi ng Til towi Spec iai 

This spell creates a spherical area of protection. The air within glows 
iiamtly. This radiance is barely visible in full sun lights but the area is clearly 
lit in darkness. When /ftreewuTd is cast, all creatures except those touched 
or named by the priest in the spellcasting mirst make a saving throw vs. 
spell or be forced away from the caster for 10 feet per level of the caster 
withdrawing immediately. This /orceu^ard b then fixed at a location cen¬ 
tered on the w'here the caster was when the spetl was completed; it d^ies not 
move with the caster. 

Warded creatures must remain outside the protected area for the spell dti- 
lation unless they make a successful saving throw^ vs. spell at a -3 penalty to 
break inns the warded area. Creatures attempting to break in are allow-ed 
one such saving throw per round. Any creature breaking throu^ the /orce- 
ttiord may move and act freely within its confines, but cannot confer freedom 
from the/fjrceuard to others, even by attempting to drag them along. 

Any creature may freely leave the warded area but must successfully 
make a saving throw vs. spell (with the -3 penalty) to reenter, even if origi¬ 
nally designated as protected when the spell was cast or if successful earlier 
in breaching the fmceward. Missiles and spells may He launched freely into 
and out of the warded area. 

The forceward ends instantly if the casting priest leaves its confines, is 
slain or rendered unconscious, or w'tlls the ward out of existence. The caster 
may engage in spellcasting w-ithout affecting the/fjrceuard; continutius con- 
cenrracion is not required to maintain it. A successhil dhpei magjic spell de¬ 
stroys a ffffcitvurd instantly. 

The material components are a string of gems, rock crystals, or glass 
heads, plus rhe ca.sier s holy symbol. 

Mace of Odo (Evocation) 

Sphere: Combat 

Range: 0 

Components: V, S, M 

Durat ion: Un r i 1 it successfu 11 y strikes or 4 rounds, w hie he ver 

ct5mes first 

Casting Tune: 1 round 

Area of Effect; One magical mace like construct 
Saving Throw: Specia 1 

This spell enables a priest to create a magical mace in his or her hand. A 
iTUxce ufOdci is actually a mace-shaped construct of force. Ir is translucent, 
but glows bright white. Its radiance equal in effber to a fight spell, though ir 
cannot be exiinguisKeJ by dtirkness spells. The mace of Odo can be wielded 
immediately when casting is complete, or it can he held for up to three 
rounds. All spells cast directly at the hearer of a mrtce of Odo are absorbed 
hannlessly by the mace; area-i>f-'eficct spells are not affected by the mnee. 

A nuice af Otlo strikes at a +5 bonus to attack r^dls and does 3d6 points of 
damage to most creatures; it JtK'.s 4ii6 points of damage to undead creatures. 
Creatures of 2 MD or less suffer iinly I piiint of damage vvhen struck by a 
mace of CM; hut must make a successhil saving thnws vs, paraly^atttm or he 
paralyzed for ld4+l turns. Whenever a moce of Odo successfully strikes or 
foirr roun^h alter the round of its casting (whichever comes first), the mace 
vanishes in.stantly in a hurst of white radiance equal to a cmuinitaJ light spell. 

The material components for this spell are a stone, a piece of wixid, and 
two drops of hr>ly water. 

4th Lvwd 

Seeking Sword (Evocation) 

Sphere; ComhtU 

Range: 50 yards 

C'omponents: V. S, M 

Duraiitm: 2 rounds/level 

Casting Tune; 7 

Area of Effccr; One magical sword I ike Ci instruct 

Saving Thrtiw; None 

This spell brings into being a shimmering blade of force that appears as a 
sword of any description the caster desires, typically a broad sword. The 
swtjrd forms in midair and is animated by rhe will of the caster (who need 
never touch it), Hashing about as it attacks. Tlie blade is silent and ntoves 
at MV FL % (A), although it cannot move beyond spell range from the 
caster. The blade can strike fi>ur times per round, doing 2d4 p<iints of dam¬ 
age w ith each successful hit. 


Although it has no attack bonuses, a seeking sword is considered a +4 
magical weapon for determining what sorts of beings it can strike. It can 
strike nonliving objects and can be wielded dexterously enough to lift 
latches, slide bolts open or shut, cum pages of books, and so on. The caster 
may freely move the sw'ord from target to target unless physical or magical 
barriers (such as a wall of force) are in the way, but the caster must concen- 
trare on the blade to maintain its existence and direct it. Other spellcasting 
is impossible while maintaining the spell, though the caster may move at 
half his or her normal movement rate per round while doing so. 

A seeking suford moves with Strength enougl’i to parry and hold back an- 
other blade wielded by a sm>ng human or humanoid. It can he used to shat¬ 
ter glass objects, spike open doors, puncture sacb. or search for unseen op¬ 
ponents by sweeping through ;^parently empty^ spaces or across windowsills 
and thresholds. 

The material components for this spell are a drop of mercury and a 
human hair. 

5lh Level 

Summon Spectator (Conjuration/Summt>ning) 

Sphere; Summoning, Protection 

Range: 70 yards 

Components: V, S, M 

Duration: Special 

Casting Time: 1 round 

Area Effect : Spec i a I 

Saving Throw^: None 

The annals of the church of Helm relate tliat in ancient times Helm. He of 
the Unsleeping Eyes, created the ultimate guardian to assist his necessarily 
fallible human followers. This creature, known as a spectator, appeared as a 
large orb dominated by an unblinking central eye with four stalks sprouting 
from the cop of the orh ct> watch in each of the cardinal directions, In a dark 
time in the church’s distant hisuiry, the forces ot evil gained the upper hand 
tor a w'hile. During rhis bleak period, various gods of e\4l corrupted Helm's 
creations into the horrors known as beholders and their kin. Priests of Bane 
claim this is so much hogwash; they believe that the Black Lord created the 
eye tyrants :is the ultimate rulers, and spectators are Helm's poor attempt at 
copying Banes magnificent creation. The truth is unknown, although 
priests of Helm are known to destroy hehtilders and their kin w'herever pos¬ 
sible, and the remaining priests of Bane (and Xvim) return the favor to 
spectators whenever possible. 

This spell enables pries^ts oi Helm to summon nearly infallible guardians 
to a^ist in rheir ordained tasks. Summwi spectator summons one of Helm’s 
spectator serviti>rs from Mechanus to the Prime Material Plane to ser\'e tor 
up to 101 years in a specified task. (Spectators are detailed under the Be¬ 
holder and Beholder-kin entry' in the Monstrous Manual^^' tome.) The 
task must involve the guarding of stime kication or inanimate physical oh- 
jeci, such as a p«>naL shrine, or a holy relic, (The scope of things a specta¬ 
tor summoned by st^mmon spectator will guard is broader than w hat one 
summoned by rhe particular variant of the Tth-levd wizard spell ttiotisict 
summoning V that normally summons spectators w’ill guard.) It allows no 
one except the tme w'ho suirtmoned it in another priest of Helm to enter 
the location it is guarding or to use, Hurovv, or examine an item or trea.sure 
it w'atches over. It is not gullible and can fairly easily detect false claims to 
membership in Helm's priesthtx’id by que.stioning such claimants relepathi- 
cally about details of the church's rituals and beliefs, 

A summoned spectator does niK abandon its post unless slain or blinded 
in all five eyes, in which case it automatically returns to Helm’s ttiw'er in 
Mechanus. Its eyes regenerate in 24 htnurs, after which time it returns to its 
post. If the object is gone or the location breached when it returns (it can 
automatically tell), it again leaves for Mechanus, never to return. 

The material components for this spell are the priest's holy symbt)! and a 
steel gauntlet blessed in the name of Helm; the latter is consumed in the 
casting. 

Ibmndul (Dead) 

(Lord of hlic'. Dry De-.pths, tli« Skulkin,'.; GoiJ, 

lairkt^r In Diirkru'ss) 

Lessor Power of Pandemoniuni, CN 

Portfolio: Caverns, dungeons, the UnJerdark, skulk.s 

.Aliases: None 

DtiMAlN Fonnerly Phlegethon/lhrandyllaran; currently adrift m 

the Astral Plane 
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Superior; 

Ai-LIES: 

Foes; 

Symbol: 

WOR* A LION.! 


None 

Mciifik, lliuater 
Shar, Leith antler, U^lth 

Four interlocking silver circles on a dark purple back- 
ground 

CG. N, CN. NE, CE 


n CalimsKan and other areas of the 
Y claim that Ihrandul (Ih-BRAN-duhi) 
hun:\ans who must venture into hostile 
areas, aiding and guiding those who 
en they are in need. Ihrandul's worship 
prehisiory of Calimshan, even helore 
of the Shoon Empire, which is now 
asar. Some lime after the defeat of the 
Djcn, a tribe of nt>iriadic humans was abducted from the Calim Desert by 
dark clf raiders from the city of Guallidurtb, located deep beneath the 
desert sands. These human.s ser\-ed the drow as slaves for centuries, unable 
to Rce the subterranean city because of their fear of the all-enveloping 
darkness* 

Tlie humans eventually escaped when a monstrous litard emerged from 
the darkness, drove off the dark elf overseers, and led the slaves into the 
surrounding wilds of the UnderJark. Some of the former slaves eventually 
returned to the .surface and brought with them tales of the Lord of the Dark 
Depths to the tribes of the surface. Others remained in the dark tunnels, 
living in small, nomadic bands and subsisting by raiding the farms and car- 
a vans of the drow oi Guallitiurth and the humans of the surface. The sub¬ 
terranean dw'ellers slowdy evolved into skulks—a cowardly race of hu¬ 
manoids w'ith chameleon I ike abilities—through a side-effect of one of the 
spells granted by the Skulking Gtxi Both the humans of the surface and the 
skulks of the UnderJark continue to worship IbtanduL albeit w^ith slightly 
different representations and sets of beliefs. Since then Ibrandul's WYtrship 
has quietly spread toi many li5cattons w ith access to the Underdark, includ¬ 
ing Lfndermountain beneath Mt. Water Jeep. 

During the Time of Troubles, Ibrandul was spotted wandering the Un- 
^lerdark beneath Warerdeep. Unbeknownst to his w'orshipers, Ihrandul was 
killed during the Godsw^ar hy Shar. Tlie now-petrified remains of his avatar 
are believed to lie at the bottom of a s ast chasm in a lo.^ii level of Under- 
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iningSoutI 
: :; over 
i.rg round 
him w'hi 
began in the 
fy'he founding 
known as lltk 


mountain. Shar has always jealously guarded her rulership over darkness 
and those \\A\o work in it, and when Ihrandul was tremendously weakened 
hy Ix-ing forced intt? a mint>r avatar ionn (as all the pi:>wers W’cre) during the 
Time of Tn^uhles, Shar killed him for daring to subvert follow^ers away from 
her ranks. When the gods ascended to the heavens, Shar had acquired the 
power and portfolio of IhranJuL Shares guise as Ibrandul is quite useful to 
her, allowing her to subvert the worship of her hated enemy Seliine without 
drawing attention to her most faithful worshipers, the nighicloaks. 
Shar/lbranJul enjoys the delicious irony of secretly eroding the power of 
the Lady of Silver, particularly in the city of Waterdeep, one of the scats of 
SelOnes power, 

Ihrandul was a taciturn and m^joJy piwer, and Shar stills plays him as 
such when she speaks for him ot has one her avatars behave and appear as 
his used to. He displayed all intease emotions simply by flicking his tongue 
or blinking his eyes at a quicker pace. He radiated an aura of gloom, dark¬ 
ness, and ages long forgotten. He was alw’ays restless, wanting to stalk off 
into the dark and roam the tunnels of the UnderJark searching for those 
might hanm his ii>ilow-crs. 


ll>raniJul s Aviityr {Mage 24, Fighter 20, Cleric 17) 

Ihrandul (currently played hy Shat) favors two forms, the Stalker and the 
Skulker The Stalker is a monstrotis li:artl of tire depths that liM>ks like a fire 
li:ard with a long, thick tail I !e has a gray-scaled IxHy with a red-and-brown- 
motlled hack and a reddish underside. He resembles a wingless, elongated red 
dragon. The Stalker is said to roam the endless caverns of Pandemoniuni 
hunting other prei,lrUors and is tlie fomi most commonly pi^rtrayed in reli¬ 
gious art in Cilimshan and the Sword Coast North. 

Tile Skulker miglit he misraketi for a .stone golem or earth elemental. He 
appears to he a hum;in4.ii^i of black and gray stone worn smtKith as if long ex- 
ptJseJ ro the erinJing force of howling wititls. The Skulker has no specific fa¬ 
cial fcarures, but hts eye patches glow like cool magma in utter darkness. 
The Skulker trequently shapechanges to alter his appearance, taking the 
shape ol anything Irom a clnsel-feittured, bare-chested massive human 
known 10 natives of Calim.shan to that of a stony roperlike creature known 
to the drow. The Skulker prefers to appear to mortals while lurking in ix^r- 
led darkness where lie is visible only by his glowing eyes and to aid or hin¬ 
der others ilinHjgh wit and voices in the gltsom. 


In either form, Ibrandul can cast spells from any school or sphere of 
magic. He favors spells from the spheres of elemental earth, sun (reveised, 
darkness-creating effects only), and travelers, and cannot cast spells that 
create light for more than a single instant. (Hence, for example, he can cast 
fhreboll, which has an instantaneous duration, but oinnoi cast glftrerdiisi.) 

AC™2: MV 12 tStalker) or IS (Skulker); HP 1S8: THACO 1, 'AT 5 (Sialker) or 2 
(Skulker) 

Dmg Id L 2')-11 /1 d 12 -4-11 / Id 12+11/1 d 121 \J2d ID+11 (daw/c bw'/eUw/daw/ bUe, +11 
Sa)or ZdlO+n (bludgeaning appendageYZ, +11 Str) 

MR 55%: SZ G (up to 60 feet in lengrh—Sralker) or M ttJ H (6 feet to 16 feet— 
Skulker) 

Str 23, Hex 19, Qm 23, Int 2J, Wis 19, Qia 17 
Spells P; Wmimm, W: 5/S/5/5/5/.5/5/5/4 
Saves PPDM 3, RSW 3, PP 4, BW 4, Sp 4 

Special Att/Def: The Stalker can attack fi\ e times per round—four at¬ 
tacks with his claws and one wyiK his powerful bite. Regardless of the shape 
he assumes, the Skulker bludgetins opponents with iw'o pciwerful appendages 
that may resemble arms, reniades, or something else. 

Ihrandul (in cither ftJrm) can stand motionless against any nick face and 
remain completely undetectable hy any non magical means. He can sink di¬ 
rectly into the w-all and move uninhibited within it at w^ilL yet still observe 
twencs outside the w^all as if he w-ere standing in the open air He can also 
negate any blindness penalty to his attack rolb (see below) hy striking from 
within a stone wall (pmvided he can reach his target). 

Ibrandul can see in perfect darkness as if he w'ere standing in broad day¬ 
light, but he suffers a blindness penalty' (^) if exposed to light w'lth the min¬ 
imum brightness of a condnu^ (igfit spell. However, he can create drirfcness, 
15* radius at w'ill in addition to his normal attacks or spellcasting to combat 
this w'eakness. 

As a creature of wind-ridden Pandemonium, Ibrandul has learned to 
shape stone with his breach. He can expertly carve any kind of rtxk to his 
liking, including the most intricate detail, at the rate of 1 square foot per 
round. Ibrandul uses this ptiwerfiil scone shnpe ability to create anything frcTm 
natural altars to navigable passagew'ays in the Underdark to stone darts. 

Other Manifestations 

Ibrandul commonly manifests as sounds; fcn>csceps around the bend, breath¬ 
ing (which is often mistaken for wind mtjaning in the caverns), dripping 
water (often in arid regions of the UnderJark), cave-ins (which tumble in 
undetstandahle wordKS and phrases), and in curious rock formations and ero¬ 
sion patterns. Many adventurers aided hy Ihrandul have no idea that they 
have been visited by him; rather, they find themselves guided to their desti¬ 
nations by avoiding natural hazards and follow ing peculiar-yet-natural 
signs—'typically a crail of warm spots on umnci walls (visible by infravision 
and lasting for only a few moments per spot). Ihrandul sometimes w'orks 
through Iree-willed earth elementals, horgars (giant slug like creatures that 
tunnel through the earth by melting scone), ibrandlin and other lizards of 
all sizes, skulks, tx>zes (gray and crystal varieties), and will o' Jeeps (see the 
Ravenloft- Monstrous Compendium Appendix III, Creatures of Dark’ 
ness). 

The Chui t:h 

Clkrijv; Clerics, specialty priests 

Cleroy's Alion*: N, CN, NE, CE 
Turn UNDEAti: C; Yes, if neutral, SP: No 
Cmnd. Undead: C; Yes, if evil, SP: No 

All clerics and specialty priest.s of Ibramkil receive religion (Faehinian) as a 
bonus nonw'eapon proficiency. 

Any creature who loved the darkness with a passion used to be able to 
join ibrandul s priesthood. Shar (masquerading as Ihrandul) now keeps 
watch tiver the sect of Ibrandul and grants his priests their spells. Shar is 
pleased with her new loll owe rs and makes all new initiates specialty priests, 
although numerous clerics of Ibrandul—about 20% of the ujtal clergy'—-still 
exist from prior to the Fall of the Gt>ds. Ibrandurs clergy' members used to 
include a few gray druids (druids with the UnderJark as their primary' cer¬ 
tain, as discussed in the Compicie Dndds HatdkJok), but since the Time of 
Troubles they have stopped receii ing spells from the Lord of the Dry' Depths 
and now worship dwarf, gnome, or other UnderJark deiries* 

In Calimshan and the Shining South, IhranJuPs worship has declined 
significantly over the centuries amting humans. Ibrandul is still worshiped 
w ith great fervor hy the imce-human bands tif skulks who stalk the Under¬ 
dark in the Cali shite region of Faetun and emerge only to raid the surface .As 
a result, the Skulking Gtxl is con.sidcred far more of an evil power in Calim¬ 
shan than cUewhere in the Realms. 
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In rhe Sword Coast North> Ibrandursi faith is a relatively recent arrival. 
Here the Lord of the Dr^' Depths attracts %vorshipers of a wide variety of align¬ 
ments and races, and his priests empliiisize his defender aspect more than his 
love of darkness, h is likely that Shar will shift this foctis in the near future* 

Before Ibrandul was slain» he provided his priests with spells to modify 
fire lizards into ibrandlin^ rhe “larkers in darkness” created in the image of 
the Stalker, which priests could train to guard IhranduPs temples. (These 
monstrous modified fire lizards are detailed in the Ruiiis of Undermoummn 
Ksxed sec on a Monstrous CoMfENroiuM sheet and summarized belowd 
With Shares favor, rhe ihrandlin are now begimiing to breed true* Betbre the 
Avatar crisis IbranJul tended to ignore his followers ot^ce they were rela' 
tively safe, leaving all his clergy members as clerics and nor providing 
enough divine power ro turn the ibrandlin into a seU-propagating species, k 
was probably this inattention to his worshipers and corresponding weaken¬ 
ing tn his ptrw'er that led to his defeat by Sliar. 

Novice Ibrandulin (priests of Ibrandul) are called Children of Ibrandul* 
and addressed as “ebilJ” by priests. When initiated into rhe priesthood, they 
earn the title Lurker. Senior priests (those aKjve 5th level) arc Mysterious 
Uirkers, and the leader of a temple is an Impenetrahle Lurker. Priests tvften 
cake destine rive pers(’inal titles, and the recognition of such title by the Im¬ 
penetrable Lurker of a Temple Ls all rhar is required to trtake them ofificiaL 

Dogma: Followers of Ibrandul believe that rhe,Underdark is every' bit as 
vital as the surface world, aiid darknefs is its grcate.st retieeming quality* In a 
world w ithout light, there is no tedious and inescapable march of day and 
night to command the lives of inteiligent creatures and ito end to the vari¬ 
ety tjf shapes and textures to experience tactilely—S4>mething which w'ould 
be losr by merely looking upon them as surface dwellers do. Followers of 
Ibrandul believe that nothing is good or evil in the dark unless you consider 
it so, and such value judgments are frivolous. 

Iniciaies to rhe Enveloping Darkness, as the faith is properly knovm, are 
charged: “TlYere is perfect freedom in perfect darkness: independence, indi¬ 
viduality, liherty from the judgment of others. Ibrandul protects yiiu and 
guides yim in tlie dark ways* He drives away those who would do his children 
harm and from time to rime reveals great treasures to rhiise who venture into 
the depths. Remain steadfast to him. and he will stand by yxiu.” 

Day-to-Day Activities: AU priests ot Ihmndul proselytize among adven¬ 
turers and the poor folk of cities, Ihrandulin are also expected to build 
temple fortresses deep in the Underdark to serve as Stincruarics ft>r rhvise who 
venture in the depths. Tltey arc to offer the protection of the Lc^rd of the Dry 
I\rpths to those who must hide underground (from justice, their enemies, a 
plague, severe weather, or an attack on the city) by pnvvitling such peivple 
with guarded, defensible remptes underground to stay m—m exchange for 
regular rental payuients tor a lx.\J, food, a niche in the temple, and 1 brand ill's 
favor. 

Many of IhranduLs clergy members wander in the Underdark as adven¬ 
turers or aides to them. Their missitm is to persuade eveiyone they meet tvj 
remain below' rhe surface anti acknow'leJge Ibrandul as their defender while 
below ground, Ihrandulin tend to roam alone in rhe UnderJark, celchrating 
the darkness, which leads to a relatively high mortality rate among the 
lower-ranking priests. The smarter Ibrandulin stick with groups until they 
develop their survival skills and priestly powers a hit more. Shar tends to 
w'arn and protect higherlevel followers of Ibrandul with the same subtle 
signs and manifestations rhat Ibrandul liked to use* 

Each time priests ot Ihrandul gain a level of experience, they are expected 
ro throw a tithe of a renih id their total wealth into a deep pit, where it 
should remain unrectnerahle. All priests and more casual followers shtmki 
throw a copper piece into any pit they cross as a thanks for safely negi>tiating 
it anti inti> any nearby hole or crevice whenever they helieve they have w it- 
nessed a sign fnaii the IhranduL 

Holy Days/ltnportant Ceremonies: At 5th level, alt priests of Ihran¬ 
dul must undergi> a secret ritual involving ingesting ihrandlin h]ot,\i and a 
magical ceremony conducted hy an Impenerrahle Lurker. As a result of this 
ceremony, known as dakVannk (”Protective Armor of Darkness” in 
Ahhedo), large areas tif the wrists, forearms, chest, back, and legs are cos - 
ered wirh patches of ov'eflapping scales in a fashiiin reminiscent iif the ihran¬ 
dlin, These scales give the (ni>w senior) priest a base Armor Class ot 5 hut 
result in a permaneni loss of ptiin is of Charisma* 

ihrandulin celehratc veiy' few holy days. On cloud-covered nights w hen 
there is a new mi>on and the LanLl Above is pitch black, I brand ill's priests 
emerge for a ceremony knowui as the Foreshadow ing, Beginning at mid¬ 
night. this ritual celebrates Ihrandurs promise to eventualty envelop all the 
land above and below in darkness. Each Midwinter's E\'e, the faithful tjf 
Ibrandul give thanks ro the Lurker in Darkness for their delivery from the 
hands of the dark elves. This ceremony, know n as the DlI t erance Unto 


r^rkness, ry'pically involves the sacrifice of a monsrrous spider or some other 
creature or being intimately associated wixh Loltb or the drow and the cast¬ 
ing of ikrk patk spells* Lmg chain.s of Ibrandul s worshipers then use the abil¬ 
ities granted them hy the dork patA spells to wander through the Underdark 
without light sources, trusting their deity^ to lead them to safety. 

When turning undead, clerics of Ibrandul do not w'ielJ holy symbols. In¬ 
stead, they reach down and grasp at a handful of earth or gravel and then let 
it trickle through their fists as if they were reminding the undead of what 
should happen when stimerbing dies. 

Major Centers of Worship: Ibrandul can be w'orshiped anywhere it is 
dark and anywhere in the Underdark, ibrandul has shaped elaborate altars 
out of the natural stone in nuu’ierous large ca^'ems throughout the Under- 
dark* They are recognizable as plateaus at Irast 10 feet across, w'orn glassy 
six^tjoth across the top and having steps that ascend from any accessible 
side. At the very center of the plateau, Ibrandul carves many runes and 
glyphs of vary ing texture and shape so that follow ers can kneel and caress 
them while meditating. 

Ibrandul’s largest and newest temple is rhe Deep Temple of Dark Hope, 
recently constructed deep beneath the streets of Waterdeep by Thalander 
“the Mad.” This temple serves as a stronghold and place of sutictuary for ad¬ 
venturers exploring Undermountain and the Underdark—for a steep fee. 
The suhteiranean temple can also be reached via a two-w-ay gate from the 
Dark Gatew'ay (aLstx kntjwn as the Vpptx Temple), a secret shrine to I bran- 
Jui located in the Trade^i Ward of rhe City of Splendors. 

Affifiated Orders: The Shadows of the Nighf is a .sinister organization 
based in the Calimshan's Underdark comprising scattered bands of skulks. 
These skulks are s<Ymewhat more daring than their cowardly fellows and en¬ 
gage in fairly regular raids on the surface, although they still only attack 
when they have a vast superiority in numbers. It is believed the Shadows of 
the Night are led hy stxme powerful evil creature—perhaps a renegade dark 
df or illithiltch. 

Tlie Knights Fallen is a hand of priests, rogues, arxd warriiirs who stalk the 
northern reaches of rhe Underdark, They serve |hr:indul hy .'teeking out 
those who have lost their way in rhe ark ness, typically adventurers or dar¬ 
ing merchants, anti delix'ertng them to relative safety in exchange for a sig- 
nificanr fee. They are believed to he based m the Deep Temple of Dark 
Hope, but bunds of this order have been encountered as far east as Anauroch 
and as far stiuth as A mil. 

Legends speak of an itinerant band of wanderers of various races w'ho call 
theixisdves the Horgardin. The group is led by a half-dark df gray druid of 
Ihrandul who leads his folkwers along a twisring path through the Under- 
dark said to be created in ancient times hy a huge horgar controlled hy rhe 
l_ord of the Dry ["depths. 

Since Shar assumed IbranduLs portfolio, orders of her followers have 
been (oddly) friendly to thase of Ibrandul, although they tend to behave a 
hit condescendingly. 

Priestly Vestments: Priests of Ihrandul W'car dark purple ceremonial 
robes covered with a partem tif large, overlapping silver rings and belted 
W'tth a black Siish. The rings symlx>lize rheir interdependence (as fellow chil¬ 
dren of Ihrandul) and also the protective scales of the Lord of rhe Dry 
Depths. The holy symbol of Ibrandul h usually carved into a semiprecious 
scone and carried on a thong or chain, or sometimes formed symbolically 
from a puzzle ring of four interlinked silver finger rings worn as one ring* 

Adventuring Garb: In general, followers of Ihrandul have a distinct 
predilection for hlack and dark purple clothing with silver ornamentation. 
One might often mistake them for rogues (which they may he anyway) be¬ 
cause they seem to dress as if to blend in w’uh darkness. When adventuring, 
the Skulking Gixls clergy members wear reastinahle armi>r that protects them 
yet enables them to move swiftly in the rough terrain tif suheerranean tunnels* 
Such armor is alveus's tinted or dyed flat black or a deep purple so as nor to rc- 
flect any light and is usually crafted from metals or lizard skins found in the 
UnderJark. Ihrandulin w ield whatever w eapons are appropriate and available. 

Specrafty Priests (Darkvvalkers) 

Reqcirements; Wisdom IC, Constitution 11 
Prime Req.: Wisdom, (Danstitittion 

Alignment: CN 

Weaixyns: Any 

Armor: All armor types up to and including chain maih no 

shields 

Major Sr-KEREss: All, elemental, guardian, protection, sun (only the dark- 
neiis-c rearing versitjns reversible spells), travelers 

Minor Spheres; Chaos, combat, creation, Jivinarkm, healing, necro¬ 
mantic 
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Magical Items: Same as clerics 

Rkq, Profs: Animal traiiimg (ihranJIin), mining 

Bcjnus Profs: RlinJ fighting, direction sense 

• Although hb darkwalkers are primarily humans and (in area of Calim- 
shan) skulks, IhmnJuI is known to alstj have rare dw ari:', gnome, dark elf. 
and half-elf (of klark elf descent ) specialty' priests- 

• Dark walkers cast all dbr^ness-related spells with twice the normal area of 
effect and duration; this doubling also effects their t^rfcness-rclated spell- 
like abilities- 

• All dark walkers are granted 30-foot infra vis ion- If they already pt^sess 
infra vision due to their race, dark walkers receive a lOdoot extension to 
their range. 

• [’iarkwalkers are able to cast darkness (as the rev erse of the I stdevel priest 
spell kght> tir tkrk jjatJt (as the Ut-levcl priest spell) once per day. 

• At 3rJ le\ el, darkwalkers are <ible to cast CB/ntmud darkness (as the re¬ 
verse of the .3rJ-)evel priest spell conrinua! /igkt) once per day. 

• At 5tb level, darkwalkers must undergo rhe eLdi'ronok ceremony like all 
of Ibranduls priests. The ceremony gives the ciarkwalker a base Armor 
Class of 5 but results in the permanent loss of ld3 points of Charisma. 

• At Sth lev^el. darkwalkers me able to cast hldckiigkt or meld int^j stone (as 
the 3ri.i-level priest spells) tmee per day. 

• At 7th level, darkwalkers can cast stone skape (as the 5th-le%'el wi:^ard 
spell) or &kulk (as the 4th-level priest spell) once per day. 

• At 10th level, darkw^alkers eyes have been raagically adapted so w^ell to 
darkness by their years in Ihrandurs sen.-ice that they can see in absolute 
dijrkness as if it w'erc daylight- How^cver, they are nearly blind w ithin twi¬ 
light conditions (-1 penalty to saving throws and attack rolls) and to¬ 
tally blind within daylight or equivalent conditions (-4 penalty to 
Armor Class, saving throws, and attack rolls). 


Ibrandulin Spells 

1st Level 

Dark Path (Alteration) 
Sphere: 

Range: 

Components: 

Duration: 

Qcsting Time: 

Area of Effect: 

Saving Throw; 


Sun. Travelers 
Touch 
V. S. M 
3 hours/level 
I ri>unJ 
Special 
None 


This spell enables its willing recipients to move in complete darkness with¬ 
out hindrance or risk. The night sky js not usually considered complete dark¬ 
ness* bur a cave lined with luminescent lichens Is so considered. This spell 
also works for temptirarily or perniatuntly blind creaturesS w'ho piissess non¬ 
functioning sensory organs as well. Although spell recipients cannot actu¬ 
ally see tn the darkness, they are completely aware all natural and unnat¬ 
ural hazards and creatures that they would be able to perceive in fully iilumi- 
nateJ conditions and can react accordingly. The spell does not allow the de¬ 
tection oi invisible or magically silenced creatures or hazards. Recipients i)f 
this speli Slitter no attack pcniilries ftir darkness or blindness while under the 
eftects of this -Spt IL 


Although this spcdl can only be cast on a single recipient, any living crea¬ 
ture iui physical ctmtact with the recipient w^heri the spell is cast or part of a 
chain of creatures m physical contact with each other and with the spell re¬ 
cipient receives the benefit of rhe durk as well while contact is main¬ 
tained. Rtiyit\g on such chaias ot contact is dangerons during combat situa¬ 
tions, since tire benefit of the spell stops immediately for any creature who 
Umcs direct or indirect physical contact with tile spell recipient (a.s well as 
anvi>ne further down the living chain). Reestablishing contact reestablishes 
rhe dark path unless the spell has already ended. Creatures not in contact with 
the spell recipient (or the chain to the spell recipient) when the spell i.s cast 
cannot later ftan the chain or touch the spell recipient and gain the spells 
Ixurefiis; such beings alst:i elfecti\'eJy terminate a chain wherever they are po¬ 
sitioned. so those linked in a chain after them kfse thedtirk padis henefits alsi^ 
until rhe chain is rearranged to exclude them. 

If the spells recipient or anyone in contact with rhe recipient enters an 
area of illumination (defined as coming withui IS feet of a lit torch* within 
an appropriate klistance to another lighi source such a-S a lamp or lantern, or 
entering the area of effect of a lig/if or contiiut^ti kg/if spell), the dkirk fwzdi spell 
ends iturnediarely, and every^me currently receiving the henefits of the ikrk 
/wt/t must tnake a siiccesshil saving throw vs. spell or he stunned for I round 
and blinded fVir ld6 rounds. 


The matcnal component of this spell is a small piece of luminescent 
lichen ,ukl rhe priest's holy symbol. 


3rd Level 

Blacklight (Alteration) 

Sphere: Combat, Sun 

Range: 10 yards/level 

Components: V. S, M 

Duration: 1 round/level 

Casting Time: 6 

Area of Effect: 20-foot-radius globe 
Saving Throw: Neg. 

Upon casting this spell, the priest creates a srationary. temporary area of 
total darkness. The darkness is impenetrable ro normal vision and infravi¬ 
sion, but rhe caster can see and move normally wuthin the black lit area. 
The caster can attack and cast spells normally w ithin the limits of the 
biockfigfii. Each round, those within the black lit area are allowed a saving 
throw' vs, spell at a -3 penalty. Those who succeed can sec as the caster does 
for that nmnd while those wWt fail arc wrapped in total darkness. Charac¬ 
ters outside the sphere cann<it see into it. 

Normal and magical lights are doused by the bfocfdfgE:. The casting of 
figfil. ctmEinMo/ itgiif, or dispcf magic to counter this spell destroys rhe black lit 
area. 

Creatures within the blacklir area have a penalty to attack rolls and 
saving throws and have their Armor Classes reduced by 4- Characters wath 
the blind-fighting nonweapon proficiency ate only penalized by -2 to their 
attack rolls and saving throws and have no penalty to their Armor Classes- 

The caster of a blacfcligkt spell can end it at will, though continual con¬ 
centration is not neces^ry to maintain it. Note that spells that depend i>n 
visual effects (such as illusions) do not function if rhe victim cannot see 
them. 

The material components of this spell are a piece of coal and the dried 
eyeball of any creature. 


4 th Level 

Skulk (Illusion/Phantasm) 


Sphere: 

Range: 
Components: 
Duration: 
Casting Time: 
Area of Effect: 
Saving Thrtwv: 


Protecrion 

Touch 

V,S.M 

Special 

7 

Creature touched 
None 


This spell gives willing recipients the chameleonlike ability to move 
quickly ami quieily ( + 20% chance to move silently, +2 bonus to normal 
movement rate) or to freeze into immobility and blend into rhe background 
of their siirr<mndings. While immobile, a recipient is 90% likely to be 
passed by unnoticed. In forest and subterranean settings, spell recipients 
can pass almost without trace. Anyone following the recipient of a skulk 
spell in the.se surrounding has one-fifth his or her normal chance to track 
successfully. 


While under the effects of a skulk spell, morale checks by the recipient 
of a skulk are made at a -2 penalty, Sa^■ing throws vs. magical fear are made 
at a -6 penalty. 

There is a 1% noncumulative chance per use of this spell that the recip¬ 
ient is permanently transfonned into a skulk. When this happens, the vic¬ 
tim undergoes an immediate and permanent physical metamorphosis, .^ny 
shift in alignment or development or improvement of thieving skills as a re¬ 
sult of the transformation occurs <iver a peritxl of t>nc to two years. 

The material ctniiptmeni of this spell is a small piece of skin fr<um a cha¬ 
meleon. a dead spider of *any sire, and the priest's holy symbol. 


Skulk: THACO 19; ^AT 1; Dmg by weapon type, usually |d4 
(dagger) or ld6 (shon sword): AC 7; HD 2; MV 12; SA backstab as 
5th-level thief (+4 bonus ro hack attack roil and triple damage when 
successful), completely silent movement, -3 penalty to opponents’ 
surprise rolls; SO camouflage, hard to track; SW cowardly; SZ M (5 
to 6 feet tall); INT average (8-10); AL CE; ML unsteady (5-7); XP 
175; CRQ’HAtC'fC" Moj^strol'S CoMPtNtiiUM Apfxmdix. 

Notes: Class and racial abilities supersede these statistics when 
applicable, 

SD—90% invisibility when immobile, one-fifth normal chance 
to track in forest and subterranean settings, 

SW —Skulb tr>' to run when first wounded or when the odds are 
less than twti to one in their favor. They never engage in direct com¬ 
bat unless trapped, but rather hackstab and run, to later sneak up on 
opponents again. 
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6iii Level 

Create Ibrandlin (Abjuration) 


Sphere: 

Range: 

Compi)ncnrs: 
Duration: 
Casting Time: 
Area of Effect: 
Saving Throw; 


Guardian 
Special 
V, S. M 
Permanent 
7 hours 

I fire lizard egg 
None 


This spell developed centuries ago hy priests of Ihrandul to facilitate the 
creation of feank^me guardians for the lemple of Ihrandul located in the Un- 
derdiirk, Ibrandlin are created hy magically altering fire lizard eggs lo create 
the trcunahle monsters described in a Momstkous Q>MPENniuM sheet in¬ 
cluded in the Ruins of UTidennmmtain boxed set. Since the Time of Troubles, 
ibrandlin have begun to breed true. As a result this spell is likely tti lapse 
into relative disuse, given rhe expense of the spell components. 

Casting tills spell is a long and arduous process. TTitise who cast this spell 
must prepare themselves ith a tenday of prayer and fasting l^efore attempt¬ 
ing the casting. The speikaster must then coiit a fertilized, living fire lizard 
egg with a mixture of holy oil and diamond dust and perform a seven-hour 
ritualistic prayer dance around rhe egg. Each hour of rhe dance, the spelU 
C^rer must make a Constitution ability check. Failure of any Constitution 
ability check results in the complete failure tjf the spelL The spell can be at- 
tempted once again one tenday later on the same egg with new material 
components. A second failure kills the unhatcheJ fire lirard in the egg, ren¬ 
dering it useless. When create ibrandlin is successfully cast, the inaterial com- 
poncncs are absorbed into the egg and an untramed hatchling ibrandlin 
emerges from the egg one tenday later. 

The material components of this spell are Ihrandul in holy oil and TOOO 
gp worth of diamond dust. 


Ibrandlin; ThlACO ll: »AT 5; Dmg IdR (cbw)/ IdK {claw)/ldS 
(claw)/ldd (claw)/2d8 (bite): AC 3; HD 10; MV 9. Cl 5; 5A fire 
breath; SD immune to fire-based attacks, di.seasc, poison, rot grubs, 
and other parasites; MR 40%, SZ G (40 leer or more long); INT semi- 
(4); AL LN; ML fearless (19); XP 7.000; Riiiris o/Unikmoiinram. 

Notes: Ibrandlin can pr>' open diKUs and carry prey or objects. 
They are not smart enough to wield magical items on clunr own, al¬ 
though they can Jupheate actions they have observ ed. Tliey sleep 
50% of the rime. They respect and obey thswe dressed as priests of 
Ihrandul and can understand briel commands, along with instinc¬ 
tively protecting their lair (usually a temple of Ibnmdul). 

SA — Serpentine KiJies enable ibrandlin to rear up on their tail 
and attack with all I out claws while hiiing or breathing fire. They 
breathe fire every fifth nnmd in a cone 5 feet wide at the mouth. 10 
feet wide at the end, and 15 feet long tor 2d6 points of damage, save 
vs, breath weapon for lialt. While they cannot bite while breathing, if 
a “bite" attack roll succeeds in the same round that they hreathe, a 
victim directly in front ol the hreath weapon takes maximum damage 
irom lire (12 points) with no saving throw. With a successful attack 
roll, an il>randlin can pm a victim beneath its Kuly in lieu of three 
claw attacks, but Joes not automatically rest its weight upott pinned 
victims. If a victim ctsnnnues to fight after being pinned (using spells 
with only verbal ct>mponents or at an attack and damage roll penalty 
ol -5), she tir he then feels the ibrandliii’i weight and suffers ld4 
p^nnts of crushing damage per round. A single ihrandlin can pin up to 
five man-size victims. To escape reviuires successful Strength and 
IX-xterity checks in the same round even if the ibrandlin is dead. Es- 
caping Ironi beneath a belt! or paralyzed ihrandlin is at a -10 penalry^ 
lo the ability checks, 

SW — When ihrandlin hurl or throw i>hjects, they attack at -3 
penalty; tiusses land Id 10 feet from their intended target. 

lima ter 

(The , tU<^. Lord on tlic R^ink, 

the ()nn VXdio F^ndnres. I'Jie Broken God) 

Intermediate Power tjf Bytopia, LG 

PoRTHOLK): Endurance, suftering, martyTdom, perseverance 

Aliases: Ayuruk (among the ^let^ples of the Great Cilaciet) 

Dt.iMAIN’ Name; ShurroLk/Martyrtlomain 
Sertikiok: Tyr 

Allies: Tyr, Torm, Ihrandul (miw dead). Lathander 


Foes: 

Symbol: 

WoR. Align.: 


Loviacar, Malar. Talos , Bane (now dead), Bhaal (now 
dead). Myrkul (now'dead) 

A pair of w'hite human hand.s hound at the wrists with 

blotxl-red cord or (older) a blood-stained rack 

Any 


llmater (Ihl-MAY-ter) offers succor and calming 
words to those who are in pain, oppressed, or in great 
need. He is the willing sufferer, the one who takes 
the place of another to heft the other^s burden, to 
take the othet^s pain. He is the god of the oppressed 
and unjustly treated. 

llmater is quiet, kind. good-.spirited. and slow tr> 
anger. He appreciates a humorous story and has a 
rather rustic humor himself When his avatar appears, he take.s a.ssaults uptm 
his person passiv ely and rarely lifts a hand against another. He is not totally 
nonviolenr, though, as many often assume by his doctrine of endurance. 
When facing cruelties and atrocities his rage can htiii up, and then he is a 
figure of frighteningly righteous wrath. His appearance can frighten the 
young, but he takes great care to reassure them as he treiisures children and 
all young creatures, taking exceptional offense at those who would abuse nr 
harm them. 

llmater is allied to and serv'cs Tyr, aiding the blinded god in his travels 
and teaching him to live without his sight but to rely more upon his feelings. 
He is also on very good lerins with Torm. who also serves Tyt, and the three 
deities are known collectively as the Triad. 

Ilmater’s symK)l in the early days was the bloixI-staineJ rack, but since 
the Gods war the use of a pair W'hite hands hound with hltHYd-reJ cord has 
come into almost exclusive use. This new'er symbol has increased llmatefs 
pt^pulariiy iti the world at large. 



Ilniaters Avattir (Monk 35, Cleric 32, Paladin 20, Mage 18) 

Jlmater appears as a man w ith broken joints who drags himself around in ob¬ 
vious pain using his sm;tshed hands and ravaged limbs despite the agony ac¬ 
tivity causes. He is short, burly, and w'ears only a breechcloth. His balding 
head sports a homely, kindly face, and his hairy body is crisscrossed with 
scars, open cuts, burns, and other marks of n>rEure. He can cast spells frt^m 
any priest sphere or wizard school, but rarely casts any spell rh:it causes any 
fonn of damage tt) amjther unless in rerribution for sadistic acts performed 
by iJthers. .All positive forms of healing and necromantic sphere spells he 
casts are at double strength. 


AC -5; MV 15; HP 224; THACO -2; ^AT 1/1* 

Dmg IJ10+9 (+9 Str, +10 spec, hmus m punchinE, +9 chart hnna^**) 
MRa>^^^;SZL(12^eel) 

Str 21, Dex H.Con 2i. Int N, Wis Z.LCiia 18 
Spells V: 15/14/11/1VI2/11/9, W: 5/S/5/S/5/1/3/2/1 
Saves rPDM 2. RSW 5, PP 4. BW 4. Sp 6 

•Includi’S extra unurmeJ specialization atuick. **Usi;ng the PHB orCnm/jleic 
Fi^hter'^ HanJhunk or Cninpletc Priest's HuiiJhm/it uuamwd combat rules, Usmg 
CuiTihit e^ TbciiC5, he IS CimsiJereJ a grand ra^st^;r 

Special Att/Def; llmater Jt>es niTt use a weafH>n. He most often dties not 
even JelenJ hiULself against attacks, simply suftenng the damage he is Jeatr. 
He regenerates 6 Kit points a round, though his broken physical form never 
reilects this healing. He can function perfectly well without being destroyed 
until St -211 hit points. He only strikes out in anger with spelh or fists in 
retribution for extreme acts of cruehy and sadism or when defending an- 
iither from attacks. He also strike.s out with his fists to deflect ini.ssile attacks 
directed at himself and others (with a successfiil attack roll per missile) and 
lo target specific items that he deems dangerous. He is considered to be spe¬ 
cialized in marrial arts, a grand master in martial arts, or specialized in 
punching, depending on the unarmed combat rules in use (see the monk 
class in Appendix I: Priest Classes). 

Otht^r MiinifestaLitnis 

llmater appears as an unseen, watchful presence accompanied hy a whim¬ 
pering or howling stmnJ. In this farm he speak.s. telckinc.sc.s items aKuit, and 
hurls spells. 

Alternatively, the Crying Goil can choose to possess any gtHiJ-aligned 
creature who is Ixnng torrured without having done anything to earn such 
treatment under rhe laws of the realm in which the torture is taking place. 
When such a iiianifestatitm occurs, the tortured beings bi>dy gkiws wirh a 
brighr white aura, the being is healed and Tegenerated. all pain is banished, 
any restraints are broken asunder and torture devices smashed, and the 
being is sec free, vigorous and alert. If llmater is angered enough hy what has 
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been done (sadistically cruel torturers and accompanying muiders are deft- 
nice triggers for this)i he empowers the freed being to cast desirucTive spells 
for a turn or so, typically channeling the ability co cast such spells as cWn 
iighm/ng,/Iftme strike, fiffhtniiigfjdc, meteor itt'wrm, impristnimerUi and sink. 

IImater alsti acts thn>Ligh the appearance or presence of devas, einheriar 
(formed from marry^rs), Ktdiyphants, incarnates of courage, planetars, solars, 
and other nor yer identified beings. More commonly he sends white doves, 
donkeys, daisies, white roses, field mice, and sparrows to show his favor and 
as a sign to encourage his faithful to persevere. 

Thil Church 

Ci.ERtiY: Clerics, specialty priests, monks 

Clergy's LG, NG, CG, LN 

Turn Undead: C: Yes, SP: No, Mon: No 
CsiNn. Unitead: Ct No. SP: No, Mon: No 

All clerics, specialty priests, and monks of Ilmater receive religion (Facruri' 
lan) as a Ixmus non weapon proficiency. 

The kdlowers of Ilmater are often perceived as being inrentional suffer¬ 
ers, but in reality they ctmeentrate a lot of effort on providing proper treat¬ 
ment and healing to those who have been hurt. They put others ahead of 
themselves, are sharing, and emphasise the spiritual nature of life over the 
griiss material Kidy. 

llmater’s priests tend to he the most sensitive and caring of humans. 
When new to the faith, since they see much suffering, they often weep. 
Over time, this constant tugging at their heartstrings wears at them, and 
they then tend toward a cynical view of life in Faerun. They are distin¬ 
guished from other cynics, however, by their inability to ignore or pass hy 
others in need. Even when a cause is hopeless, they m use help. Urn atari are 
taught to be firm in their principles and fearless, with the result chat they 
earn enomious respect with the general populace, but are often slain by 
brigands or those who hold different principles than they do. The church of 
Ilmater is different from many Faerunian faiths in that it has many saints, 
among them Sc. Dionysius and St. Stdiars the Twice-Martyred (whtise sym- 
Ixtl is a yellow ntse). 

Few priests of Ilmater are soldiers, and fewer still are merchants, hut they 
do outstrip all other priesthiHxis in the size, number, and le’t'cl of treatment 
in the many infimiaries and leper sanctuaries they maintain. From their in¬ 
ception into the pries rhiHid, 11 mat art are trained in the recognition and 
treat ment of all knt>vVTi diseases, injuries, and conditions; senior priests have 
had prepared kletailed [m^utrimed iflioimis to show Ixrings in various stages of 
harm. An llmatari priest wlm has been shown these could, for instance, rec- 
ijgtiiic a human infested with rot grubs at a glance. 

The priKess ot joining the clergy^ cT Ilmater is simple; A novice enjoys a 
gentle walk and talk with a senii>r priest, during which they talk and explore 
the novices views of life. They then dine and the novice is (knowingly) 
given a wine rhar puts him or her into a geiitle trance w'here v arious clergy' 
and wizards friendly to the faith can easily employ mind-scrying spells to 
thori>ughlv explore the mivice's true feelings, loyalties, and aims. If no dedi- 
cation to evil or PTecludina religious or secular loyalties are found, the 


(such as Mulmaster and Zhentil Keep). Priests of Ilmater may also he found 
anumg adventuring companies, and—in addition to paladins—are often the 
ones to go off rescuing this clan of kidnapped halflings or recovering that 
purloined family heirloom. It is not that they are ffxdbh, but rather that they 
care for all things to the exclusion of their personal risk. 

Shortly after the Time of Troubles, the reputation of the organized 
church was plagued by the actions of a neutral cult of Ilmater that believed 
in passing suffering around to others, especially nonbelievers* They w^ere 
noted for self-flagellation, kidnappings, and inciting riots. Ilmater was not 
granting these cukists their powers or spells, and the llmatari church sus¬ 
pects that Cyric, Loviatar, or Beshaba was behind these deluded people. For¬ 
tunately, the cult has largely been eliminated due to a ho.stlle response ro its 
actions on the part of nobles and those in auThnrity. 

Dogma: The llmatari are taught to help all who hurt, no matter who 
they are, and that the truly holy take on the suffering of others. Ilmater tells 
rhem that if they suffer in his name, he will be there to supfxirt them. They 
should stick to their cause if it is right, w'hatever the pain and peril. They are 
to stand up to all tyrants, resisting in ways both great and small, and to allow 
in> injustice to go hy unchallenged. They believe that there is no shame in a 
meaninghil death. Some followers of Ilmater rake a negative oz darkly hu¬ 
morous view of the w'orld, and the church accepts them as well “'Rxlay is 
the first day in what's left of your life" fits very' snugly into llmater's dogma, 
but most llmatari would add, “So live it well." 

Novices in the faith are charged to: "Persevere in the face of pain. Heal 
the sick, the wounded, and the diseased* Comfort the dying, the grief- 
stricken, and the heartsick. Take on the burdens and the pain of others. 
Champion the causes of the oppressed and unjustly treated, and give shelter 
and kind counsel to the lonely, the lost, and the ruined* Pursue the serv ice of 
Ilmater, and he will provide—leave gross riches and the acquisition of all hut 
medicines to others. Take up the casks no others dare." 

Day-to-Day Activities: llmatari share what they have w'ith those in 
need and always take time to counsel chose w-bo are upset and give healing 
and tender care to the injured. They speak for the oppressed, guide the lt>sr. 
feed the hungry, shelter the homeless, and gather herbs and make medicines 
at all times for disasters to come. When w'ar is expected and time permits, 
priests of Ilmater gather in strength W'irh litters, shovels, tents, splints, ban¬ 
dages hy the cartload, and w'agons of medicines and healing potions to tend 
those who W'ill soon suffer. 

Priests of Ilmater see life as sacreci and suffering as holy, but they do not 
stand in the way of others' desires or condemn them for their chosen path* 
Ft^r instance, llmatari wtjuld not stop a sorely injured warrior from rising up 
half-healed to plunge into battle again, openly seeking death while fighting 
the ft>c. instead, they would freely assist the warrior by bciding him enough 
to he mobile so that he ctiuld follow his own Jtxim wish in the mcist honor¬ 
able manner available to him. 

llmatari bury' the dead, treat the diseased, and give food, drink, and fire- 
w ixxl to the POOL Tliey alst> tour the wealthier cities and settlements of Faerun 













Revered Father of the House Melder Rythtin of the Healing Hand, wht) is 
famotis for his diagnoses and n'liraculous treatments of the afflicted, presides 
over the largest hospital and facility for brewing, concocting, and com¬ 
pounding medicines in Faerun. Those tinfriendly to Calimshan have com- 
tnented that such a facility is located w'here it is because the cruelty of the 
Calishites makes it mtwt needed in their realm—but they are too greedy and 
disgusted by the sick, the malformed, and the injuted to allow such a place 
m their proud capital city. 

Affiliated Orders: llmatcr's church has several affiliated knightly orders 
of paladins and warriors, including the Companions of the Noble Heart, the 
J-k)ly Wanriors of Suffering, the Order of the GtilJen Cup, and the Order of 
the Limbent Ri^se. Monastic orders are alsc» numerous, and include the Dis¬ 
ciples of St, Sollars the Twace-Martyred, whose most famous facility, the 
Monasten' of the YelUiw Rose, is located in l>amara, high up in the Earth- 
«puni near the Glacier of the White Worm. (Mimks of this monaster^' spe¬ 
cial in genealogical studies.) Other Itmatmi monastic oniei^ include the 
Followers of the Unhindered Path, the Disciples of St. Morgan the Taciturn, 
and the Sisteis of Sr* Jasper of the Rocks. Most Ilmatari monasteries tradi¬ 
tionally are named after flowers which symbolise something of significance 
to the order, though this b not mandated. 

Priestly V^estmentAi For ceremonial functions, Ilmatari w'ear a solid gray 
tunic, tabard, and trousers, or gray mbes. They wear skullcaps in gray {most 
clergy members) or red (senior priests). Novices who have not yet been 
adorned wear no skullcaps. The symbol of Ilmarcr is worn as a pin over the 
heart or on a chain around the neck and set^ es as a holy symKii. Some of 
the older members of the faith have a gray teardrop tattooed to one side of 
their right or left eye. 

Adventuring Garb: In the field or on Liuests, Ilmatari priests dress ap¬ 
propriately for the mission and the w-eather, hut usually wear gray tabards 
decorated with llmater's symNd stitched on the chest near the left shoulder 
over any other clothing or armor they wear. They are nev'-er w'tthour their 
holy symlxils and a satchel of medicines, bandages, salves, splints, and slings. 


Priest'^ (Painbearers) 


Requirements: 
Prime Req.: 
Augnmhnt: 
Weapons: 

Armor: 

Major Spheress: 

Minor Spheres: 
Maoical Items: 
Req. pRtVFS: 
Bonus Profs: 


Constitution 14, Wisdom 12 
Constitution, Wisdom 
LG 

All bludgeoning (wholly Type B) weapons and the 

scourge 

None 

All, charm, creation, guardian, healing, law, necroman¬ 
tic. protectii>n, tra\'eiers 

Combat, elemental, summoning, sun, wards, weather 

Same its clerics 

Healing 

Endurance, herbalism 


• Pain hearers gain a +4 hemus to saving tbri>W's that involve endurance or 
resisting pain and suffering. Hiey gain a +2 bonus on all ability checks 
involving Constitution in such situations (such as swimming and 
drowning). 

• Piiinhearets can survive without fraxl and water for a number of tendays 
equal to their level. TTieir attack and damage rolls are reduced hy a - I 
penalty for every- three tenjays they go wirhi>ut ftKid or water, but they 
kio not perish, Such painbearers are wracked hy hunger patigs, hut that is 
to he expected in this faith. 

• A painKxirer can remote/ear (similar to the Ist-level priest spell) from 
others and can permanently dispel the effect of baneful emotion-based 
spells which a^use pain, suffering, or hopelessness hy touch (such as the 
pain EfjRcih of pain.s of Uni a tar), TTie pa inhearer can perform this task <,>n 
up to two other people in addition to himself or herself per day 

• .At 5rJ level, painbearers are able lodratc u/xm mig/it (as the 2nd- 
level priest spell) t>nce a day withovir needing any rest afterward. 

• At 5th level, painbearers are able to cast/avor of /irruirer (as the ltd-level 
pricsi spell) imce a day. 

• At 7th lesx'l, painbearers arc able to cast endurance of llmater (as the 4th- 
level priest spell) once a day. 

• Painbearers are able toi brew healing-type potions beginning at 7rh level 
rather than 9ih level. DMs mu-st adjudicate what types of healing potions 
they may manufacture ar what levels, hut at 7rh level they may make pci- 
tions of /lealing. 

• At 10th level, painheiirers are able to commuiie with Itmater once per 
tenday (as the Sthdevel priest spell), 

• At 12th level painbearers suhfering under extreme punishment, torture, 
or sLiftering, may he i-Hissesscd hy a beneficial ser\'ant of Ilmater. This is at 




their request. During such possession, the ser\^ant takes all the pain in¬ 
flicted, but no physical damage. The ser^'ant cannot move the body and 
remains only until the suffering has passed. A dispel magjic spell drives out 
the servant. 

llniiritari Spells 
3 rd i^vel 

Favor of Ilmater (Abjuration, Alteration, Necromancy) 

Sphere: Necromantic, Protection 

Range: 10 yaids/level 

Qjmponents: V, S 

Dutatlan: I turn/lcvd of the caster, or permanent 

Casting Tlmci 6 

Area of Bfect: One creature, or the caster and one creature 

Saving Timnv: None 

This spell ha.s two possible forms, In the fust fram, faviyr of Jlrruiter banisbes 
pain and nausea so that the spell recipient, who may he the caster, cannot be 
stunned or debilitated by amputations, torture, and severe Injuries. Thi>se 
injuries still deal damage, and death may occur from loss of blood, strangula¬ 
tion, and the like, but dignity and composure can be maintained, shock 
avoided, and clear, calm thought retained in the face of such horrid occur¬ 
rences. The spell allows its recipient to die nobly, to stay conscious and calm 
to pass on vital information, to remain alert and awara as an observ er even if 
dying, and so on. The spell banishes feeblemindedness, shtsek. delirium, and 
cfiurm effects, frees the recipient being from hypnotic effects, ma^e spells, 
and confusion, and revives him or her from dazed conditions and faints. Pain 
and physical symptoms will return if their causes are still present when the 
spell expires, but the helpful effects of/ator of flmatcr on the recipient s mind 
are permanent—for instance, a broken charm is gone forever. 

In the second form of favor of Ihuatcr, the caster may chotise to take on 
all of the hit point damage suffered Hy another creature, instantly transfer¬ 
ring their own current hit points to the injured being hy means of the 
spell. This switch is permanent until the caster uses normal methods to 
heal the damage. Beings who receive more hit points than they normally 
ptissess in this trade lose the excess. This transfer may be done from a dis¬ 
tance so long as the spell range is not exceeded, and neither the priest nor 
the recipient being need make system shock survival rolls unle^ the trans¬ 
fer of hit points brings the priest to death and does not bring the injured 
being up to above zero hit points. In this case, both individuals must make 
a system shock toll. Failing this roll brings death. Individuals whti succeed 
at the roil are placed in a coma; they are not dead but are unable to heal 
without magical aid. 

Note that diseases, parasitic infestations, drunkenness, and other condi¬ 
tions cannot he taken on by the caster hy means of the second use of a fatw 
of flmater spell; only purely physical damage can be transferred. Ilmater re¬ 
gards the taking on of the pain ijf others in this way to be a very^ holy act, and 
encourages his cietgv^ to make such use of this spell whenever a real (not friv- 
oloiLs) need is present* 

4 th Lox'el 

Endurance of Ilmater (Abjuration, Alteration, Necromancy) 

Sphere: Nccromantic. Protection 

Range: Touch 

Components: V, S 

Duration; 1 rovind+1 round/level 

Casting Time: 7 

A re a of Effec t: One creature 

Saving Throw: None 

This spell doubles the hit ptiints of the spell recipient for the spell duration. 
Any damage suffered is taken first from these phantom hit points until they 
are all exhausted; damage is only then taken from the real hit pijints of the 
affected being. Endurance of Emaier makes all Strength and Constitution 
ability checks ol the spell recipient automatically succeed while the en- 
diiranLC o/Emafer is in effect* The spell also protects the vitality of rlic spell 
rccipieni so that all system shtx:k rolls and checks of any sort against con¬ 
tracting disea.scs automatically succeed, and all other saving throws receive a 
+2 bonus. In addition, no being prt>tected by endurance of Emater can he 
knocked over, trampled, ridden dowm, or overthrown; all protected beings 
can stand firm against all charges. 

5 lh Level 

Blast of Pam (Alteration, Evocation, Necnmiancy) 

Sphere: Q>mbai, Necromantic 

Range: 10 yards/level 
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Ctimfxinenti: 
Durations 
Casring Time: 
Area of Eftett: 


V.S 

4 rounds 

5 

One creature 


Sa vi ng Throw r Special 

Tliis spt'll creaEeN a Heam tit smoky gmy radiance that streaks unerringly from 
the priest to a single chtiscn target Itti muse be with in view and range of the 
caster as casting l>egins. The target creature must make a saving throw vs, 
spell at a -5 penalty. If the saving throw is successful, the target is over- 
whelmed by pain for one round (slowing its movement by half, adding 3 to 
all casting times, and forcing ir ro make all attack rolls at a-2 penalty) and 
suhers IJ4 + 1 points of damage to its nervous system; it is then free of the 
spell. 

If the saving throw is tailed* the target creature suffers 1 ptiint of damage 
|Sfr level (if the Citsier and is stunned and w tithing helplessly in pain tor the 
remainder of the curreni round and the following round. While in such 
pain* no spellciiSting or coherent thought is possible for the target creature. 
It dnips or tlings aw^ay all held iieiTis and moves at random. It can make no 
deliberate attacks* and its awareness of its surroundings is hlorred our. 

At the beginning of the .second round after it was affected, the target 
being is allow^ed another saving throw vs* si^ell* this time at a -4 penalty. If 
the target succeeds at the siiving throw, it suffers ld4+1 po^ints of damitge but 
is rfiien free of rbe spell. If it fails, aiuaher 1 point of damage per level of the 
caster is inflicted, and the victim continues to be stunned and to writhe 
helplessly. 

Ac the beginning of the third round after it was affected* the target is al¬ 
lowed a third saving throw vs. spell at a -3 penalty. If the saving throw^ is 
successful* the victim suffers I d4 +1 points of damage and is then freed from 
the s-pell. if the .saving throw- is failed, another i point of damage per level of 
the caster is inflicted, and the victim continues to he stunned and to wTithe 
helplessly until the end of the round* w-hen the spell ends. 

Target I’leings above lOih level or possessing more than 10 Hit Dice gain 
a +1 htinus on all saving throws related to a bktsf (jf /join per level or Hit Die 
above 10* Creatures who have no nervous systems or are immune to pain are 
immune to this spell. 


Istishia 


(1 h(t \K4itet Li m i* GiK )- Kiiiir* trl Lhe Wyter Elements Is) 

Gfeaier Power of the Elemental Plane ot Water* N 
PoRTt-’OLto: Hlemental water, w-ater elementalists, purification 

til rough clearising* wetness 
Aliases* None 

Name: Elemental Plane ol Water/Sea of Timelessnes.'v 
Superkjr: None 

Atues: Deep Sashelas* Trishin a* Eadro* Persana, ShekinesreT, 

Surminare, Valkur the Mighty. Water Lion 
Foes: Kos.su rh 

SvstBoi,: A cresting wave or a drop ol water 

WiiR. Ai.it:s:MKtsT; .Any 


Facrun has many powers whose ptirttoliixs deal with 
water. Umherlee goverms the oceans and ocean 
stonn.s. Valkur strives to protect those who tmvel the 
waves, and ElJath has dominion over piKiIs* springs, 
and wacerialls. l.stishia (Is-TISH-ev-ah) is more ah- 
-Stmet than all these deities. He represents water* bur 
nor any specific formation i>r body of water. He is a 
mutable yei dynamic deity who is dispassionate and 
difficult to pin down. He provides the atmosphere in which life is htirn, hut 
not life irselt. He lurnishes a crucial resource* bur apparently cares not liow it 
is used. He is depicted as anything from an immense water elemental to a 
Jrtip of ram to a Mater weirt.! to a M-ave on the ocean. Istishia represents eter¬ 
nal trammutatkm that hokls a fixed* essential nature at its core. He holds in 


his nature change accompHshed over time* as water w^-ars away stone* or 
sudden leaps from one state to another, as w-ater changes ro steam when 
heated. He is the guardian of all hidden treasures under water. 

Like all the elemental lords, Istishia is relatively unfeeling toward his fol¬ 
lowers on Aheir-Toril. His reactions are utterly impredictable and thus, in an 
odd way* predictable in their unpredictuhility, Tlie reasoning behind Is- 
rishia’s aetiorts is incomprehensihle to most of Faerun’s inhabitants, incltid' 
ing his M-orshipers* Tl’ie alien and uncaring stance of Isiishta and the other 
elemental lords has led to the mistaken impression in the Realms that they 
are only lesser powers and their followers merely iKidball cultists. During the 
Time of Trouhics, Istishia was not s^xntted in the Realms. 


btishia always sends a representative to accept ofiferings (given to his de¬ 
vout w'orshipers) of water-hued fine fabrics that ripple like waves* gemstones 
in shades from clear to deepest emerald or sapphire, fine inks or dyes, or 
hooks or papers on which are w-ritcen unsolved or unsolvahle riddles or 
mathematical problems. Tlie.se representativ-es can be anything from his 
priests to fish to water elemeniaU. His gifts to his tollow-grs are most often 
the ability to travel easily through water* the knowledge to find something 
hidden in water* or a change in themselves (often a polymorph spell that 
changes a being's corporeal form, but sometimes a sudden insight into a 
problem) that allows them to accomplish a previously unattainable goal. 
Tlie worshipers he favtirs and those he ignores seem chost^n on a w him. 

Istishiils Avatar 

( 30 "HD Water Elementaii Cleric 30 , Mage 30 ) 

Istishia has been seen only three times in vsTitten record in avatar form on 
.■^heir-Toril, one of which w^s at die time of the creation of the Sea of Fallen 
Stars. Istishia appears as a 20- to 30-foot-thick column of water that moves 
effortlessly over or through whatever obstacles are placed in his path. He has 
also been known to split his water form up into two or more part.^ to confuse 
his enemies* His movements sound like the surf pounding on the shore, and 
his voice is the sound nf rushing water* a babhhng brtKik, and a gentle rain 
all at once* He casts spells from the elemental water* healing* and w^eather 
spheres and the elemental water schtJol- 

AC MV 12* HP 296; THACO -9; *AT 2 
Dmg 15d6 

MR 50%; SZG(40ra60fket) 

Str 20, Dex 24, Qin 21. Int 19* Wis 19* Cha 13 

spc\k P: 12/1 I/I 1/10/9/9/8* w: mnnnnnm 

Saves PPDM 2* RSW 3, PP 4. BW 4* Sp 4 

Special Att/Def: So long as there is water present somewhere for him to 
issue forth from when he first appears* Istishia is considered a native of the 
Prime Material Plane in any ciy'Stal sphere he appears in* This makes him im¬ 
mune to the adverse effects of such spelU as unii-rrmgic shell, profectiem from 
t"vff/gond* and hoh ti'ioriiJ on creatures from other planes. He also has total im¬ 
munity' to any spell that adversely effects water, such as transmute water m dust, 
Istishia can easily swamp or tivertum boats and ships of any $ize in one 
round and stop nr slow any waiter vessel in the same amount of time. Istishia 
may use the same abilities as any elemental ivater kin. Whenever Istishia 
successfully attacks in combat with his gigantic wave fists* the target crea¬ 
ture uuis: make a succe.sshjl saving throw- vs* breath vveapon at a -2 penalty 
or die of drowniiig. Tliose who do not drown suffer I5d6 points tif damage 
per succe.ssful attack. Magical items that grant a target a means m breathe 
underwater function normally and prevent tins effect, hut Istishta can in¬ 
stantly destroy any one such item by forfeiting one of his nt^rmal attack.s. 
Items targeted for destruction Jo not gain a saving throw. Istishia cannot de¬ 
stroy artifacts in this manner. 

Istishia may leave a field of battle or the Prime Material Plane at any time 
by spending two rounds merging with a large Kxly of water. 

Other Mfi nifestatiuns 

Istishia has manifested many more times than he has sent an avatar to the 
Realms, Any significant source of water is viewed as a manifestation of the 
Water Lord by his faithful. Rivers, lakes* and .streams are all view'eJ as sacred* 
as are the oceans and seas* fountairis, min* and even puddle,s, Istishia some- 
time.s sends servant creatures from the Elemental Plane of Water such as 
water elemental.s, nerci Js* tnarids* and tritons to do hi.s bidding or aid fol¬ 
lowers, He also .sends water creatures such as fish* dolphins, w hales, octo¬ 
puses* or even the lev iathan. The discovery' of water w-hen drilling for a well 
or when in a barren land is view-eJ as a sign of fstishia's favor. 

The ChLll c:ll 

Clergy: Specialty priests* crusaders, mystics, shamans 

Clergy's Align.: NG* CG, N, CN, NE, CE 
Turn Unolao: SP: No* Cru: No. Mys: No, Sha: Yes* if gtxjJ 

Cmno. UNOEAn: SP: No, Cm: No, Mys: No, Sha: Yes* if neutral or evil 
All specialty priests* enssaders* mystic.s, and shamans of Istishia receive reli¬ 
gion (FaerCinian) as a bonus non weapon proficiency, Utishian priests are 
stnmgly encouragcvl tc> learn seamanship or acquire weather sense in addi¬ 
tion to their required proficiencies. All shamans of Istishia receive elemen¬ 
tal water as one of their maj<^r spheres in addition to their normal spheres of 
magic. Special candles made hy Istishian mystics hum even under w'ater and 
are not extinguished by being exposed m liquids* though they may still be 
snuffed out with fingers or a snuffer. 
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Before fhe Time of Troubles, all of the elemeatal cults had clerics in their 
mnks. Now, only specialty priests remain. Why Istishia decided to convert 
his clerics to specialty priests over the years is unknown* chough the church 
of Istishia teaches that the change was made to allow specialty priests to 
focus on their lord's element to the exclusion of other tasks. Since the 
Godswan the Jstishian church has added u small order of mysrics and an 
order of crusaders to the church to fill niches in the priesthood that the 
more generalried clerics used to filL In primitive t)r nomadic societies, is- 
rishia is often served by shamaas. 

The Water Lord's faith has four major sects: the Church of the Magnifi¬ 
cent Storm, the Church of the Sacred Sea, the CTiurch of Watery^ Paths, and 
the Church of the Eternal Transftirmation. These sects work together witli 
each i>ther, rhtjugh disaKreements have been knowTi to rxcur. In general, the 
Isririuan faith is constantly evolving and new sects are div'^erced from or ab¬ 
sorbed hy old ones as the decades pass. Tlic church holds a unified ranking 
system throughout the faith, and the sects many dictate how the priests of a 
panicular house of worship view and practice rhetr religion* 

Tlic Church of the Magnificent Storm believes in the cleansing power of 
Istishia. In its eyes, Istishia washes away the impurities of htrth the land and 
sea and purifies the air. “Stormers," as they are known, always try to be pre¬ 
sent during thunderstorms and other severe weather* 

The Church of the Sacred Sea believes that bige expanses of water rep 
resent the body of Istishia* Its members pray for calm seas and to prtuect 
both ships and ports from the Water Lord's power, hut they also call upon 
the oceans to deliver Istishia's wrath against those who opptise the church. 
Many sages think that the difhculries that Thay, whose zulkins have often 
courted the church of Kossuth, has had with its nav^ at various times are nor 
the result of intert'erence hy Ujnberlee or even powerful wazardly ris'als, but 
rather the work of this sect of the Istishian church. 

Tire Church of Watcr>^ Paths heliev cs that the rivers and streams of Tori! 
represent rhe far reach of Istishia s power, its members view rivers and 
streams as the veins and capillaries of Istishia and point out that no place on 
Toril is not shaped in some way by water, even if it is shaped hy the absence 
of wa ter. 

Finally, the Church ol the Eternal TrairsloniratitHr believes that just as 
water moves from one state to another yet remains eternally present, life 
moves from one state to another yet continues. Lile exists on terrestrial bod¬ 
ies like Abeir-Toril on the Prime Mutenal Plane and across the many pknes 

existence, ami when life ends on one plane it is merely transfbnned to a 
form more suitable for it,s existence on another. All of the universe is there¬ 
fore symbolized in the water cycle* 

Priests of Istishia tend to establish shrines on the shores of bodies of 
water. Large temple.s exist primarily in port towns and cities. Other Lstishian 
houses of worship are entirely under water and stJ inaccessible to most sur¬ 
face dwellers atuJ uncomti’iented on in their htstory^ or lore, though such is- 
tishian holy sites have tigured priiminently in the oral and written histories 
til rhe aL|uaric races* Tlie typical Isrishian temple is of quarried sandstone t>r 
marble in clean, elegant lines and usually sirs out on a pier or next to the 
water or incfirptmites a great many streanvs, ornamental pools, and fountains 
so as to make water a v ital part of its landscaping. 

Most Istishian priests minister to rhe needs of the faithful in one re¬ 
gion or arc attached to a particular shnne, temple, or holy site. Hinveyer. 
rhe church hc-lieves that those who remain in one location and are im¬ 
mersed in rhe sarne company for too long become stagnant, so all is- 
ti.sKian priests move on to new postings on a roraring basis (so that all 
priest.s are mir traveling to tir learning new positions at the same time). In 
general, a priest serves in one locale for five years and rotates to a new^ 
posting at the anniversary of rhe closest major holiday (Midwinter, 
Greengrass, Midsummer, Higharv estiJe, or the Feast of the Mtion) to the 
date at which she or he became a lull priest. Postings may he extcnvkd hy 
petition Iroin a priest or his or her congregation for year-long penoJ.s 
until lO years <4 service at one Urcale is reached. At that point, a prie.st 
must move to a new post. Postings ate overseen by the prestigious Elder 
Oversight Committee, and most of the church politics in the Istishian 
faith surround the actions of the Oversight Committee or attempts to in¬ 
fluence its future actions. Needless to say, the life-long appointments to 
the committee are fiercely tought over—w hen such ptjsitions <jpen up due 
to death or re t i re me tit . 

The head ot rhe Istishian faith—the tVIphine Regent—is a hereditary 
pLisition pas:ted dow n to the firsthom (of either gender) of the line of Grand 
Oracle Sc^ldeerha Darinaalis, the first high priestess ot rhe faith (and a half¬ 
elf of aquatic descent). Currently, the Delphine Regent is Aquaril Sethanl- 
lar, a l2-year-oJd male aquatic elf whtj lives in a hidden court city some¬ 
where in the Trackless Sea. Mowever, the position is more a titular than a 




The Last Mijrch of the Giants 

E ast of the Great Rift in the Eastern Sbaar t.ince stotxl a land (jf Utans- This 
empire rose ot the iJawn of time in Famm* and its lords thoq^rt to chal- 
lenjge the gods in therr orrurganee. In punlshmtjnt:, the p<jwers cursed the 
re^gnipg monarch of the land with fascination and his brethren with devotktn. 
Tire fxwvers then tJroppetia star onto the laixl. The impact of Ihc fallen star cre¬ 
ated a hu^ valley' later known as the Sea of Fallen Stars, Sbvdy prekiry^ up speed, 
the ball rolled thmci^h the titan nation and omvard to the scjuth. 

Unable to contain his curiosity, the titan kipg ran off after the bound r^ 
sphere and his dcsv'Oted fotftiwers dutJhjlly fallowed his tracks, ‘fhe meteorite 
rolled on and on until it reached the Great Sea and vanished into the depths. 
The monarch dove into the sea, and. lemminjglike, the entire titan race dfjve in 
after him, never to be seen {^in. 

Ashami;d at the destruction they had wruu^t, the fxiwers vowed to keep 
botli euriosity and kryalty firmly in check tt> avoid sudn disasters in the future. 
They have done stj tej this day. preventir^ both ncjw ideas frujm beipg fnirsued 
with any s^jeed and the intdl(^nt mct^ (jf Toril from ever fiilly eoop<matJr^ 

functional one. The actual control of the church is in the hands of a council 
of the seven regional heads of the faith known as the Primatus, 

Novice Istishians priests are called Searchers, After completing a series of 
at least three one-on-one courses of learning (a sort of apprenticeship tn the 
faith) whth Istishian senior priests, novice hrishians become full priests. In 
ascending order of rank, the titles in general use by the priesthood are: Es¬ 
sential Servant (full priest), Spring of the God, Tidal Mes.senger, Cephaliiin, 
Full Flootl (senior priest), Monsexm, Typhonic Oracle (head of a temple or 
large shrine), Grand Oracle (senior or elder head of a temple), Stratus Pri- 
mae (leader of a regionk temples and shrines) and Delphine Regent (hered¬ 
itary leader of the faith). A priest who has slain or soundly defeated an 
enemy of the church (usually a high-ranking priest of Kossuth or a fire-based 
creature ol power) may add the htmorific “True"’ to the beginning ot his or 
her title* Specialty priests Istishia are know^n as waterw^alkers* 

Dogma; .At its heart, the Istishian faith believes that everything is inter- 
coiinectcii and cyclical. Every one of the elements ha.s its place, but water 
triumphs over all of them in the end, because though it may he minsformed 
by its environment, it retains its essential nature and in rhe end m turn 
transforms the environment it is in. Tire Istishian faith teaches that: '^Earth 
dissolves through water, fire is extinguished even hy steam, and air becomes 
clouds and then rain, completing the eternal cycle." Istishia believes himself 
to he the great equalizer and leveler of the elements. 

All sects of the Istishian faith tend to avxrid personal combat and direct 
confrontation in their dealings wuth unbelievers. They believe that if al¬ 
lowed to go where they will, the essential truths emhixjied hy the Water 
Lord eventually convince all as to his power. That is not to say that the faith 
ignores events going on around them, hut rather that they work quieth' 
along less-obvious paths to accomplish their gi>als. Members t>f the faitli are 
TO follow' the path of least resistance to accomplish their gixils, just like water 
takes the easiest course to the sea* 

Novices in the Isti.shian faith are chargeil as follows: “TIk’ eternal Istishia 
ackmwvledges change hut holds to his essential nature. Do not trv' to he what 
you are not; rather, excel at what ytm are and carry' this message ol persimal 
excellence to the world. Be Hexihle hut not unrea.sonahle. As the rains flow 
down to the ocean in the folds ol earth and not up mountains, so do the 
truths of Istishia spread ihtuuglTiOut the land through their natural routes, 
not through rank force. The mysteries of life are to he enjoyed and puzzled 
over, hut realize that some answers Jo not come in this form or this wt>rld, 
hut rather in the next. Realize that the cycles ot life arc mirrored hy the cy¬ 
cles tif fare: Ive prepared tvi pay the price or re-ap the reward ftir the actions of 
your past or your futua*.*’ 

Day-to-Day Activities; Many visitors to a temple w'^mJer why priests of 
istishia would teach troviccs to throw pottery. Such a skill is useful both 
practically as a source ot income tor the church and as a teaching ttxil in the 
faith, U,sing water, Istishian priests mold clay to a desired form, dr>' the new 
pots in the air, finish them with fire, attJ (often) use them to cany' water or 
iither liquids. The interactions of the elements are demonstrated in making 
potrer^y as is the mutability of water and its final triumph. 

Keeping wiirerw'iiy.s pure and clean is one major goal of the church, and 
this responsible li>ng-term goal has made rhe Istishians one of the more eiei- 
ily accepted elemental 'Vulrs" to vi.sit a town. (Wantonly ptdluting rivers, 
streams, seas, and oceans is considered an insult to istishia, as well as likely 
offending a number of other nature and water deities*) Other ongoing goals 
of the church are better communication among the aquatic races and be¬ 
tween the aquatic races and surface dwellers. Many Istishian priests dream ol 
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a day when all water dwellers can be united in their goals and effnrrs under¬ 
neath the benevolent giiiviance of the church. That this gtml is utrerly un- 
achievable and presuppLises the extinction of numerous major faiths seems 
not to sway them from clinging to it nonetheless—nor doci^ it mean that 
they hold any malice nnvatd other primarily aquatic faiths. 

Holy Days/lmportani Ceremonies: Each morning for a follow'er of 
the Water Lord begins with a quiet prayer said in Istishia's name over a 
drink of water, and eacfi night ends the same way Spring tide and neap tide 
are celebrated with festivals by the church. During these festivals new 
members t>t the faith are ^ledicatcd to Istishia by being boisterously tossed 
into the sea or a lake or by diving into foimiains or pools. Surface-dwelling 
communities tjf the faithful are often visited by w'atcr-dwfelling emissaries 
from Istishia's aquatic churches daring these fetes, and underwater 
churches in turn host surface-dw^ellers as guests through magical accommo¬ 
dations, 

Wav^eriding is the ritual that btishian specialty priests celebrate upon 
reachinu a level of skill great enough lo summon a water elemental from 
the Elemental Plane of Water, The ceremony is precetied by an hour-long 
rcsj-Kinsive reading and chant, after which the elemental is summoned* The 
elemental then carries the celebrant on a long ride on the waves oft* large 
htxly of water. When it rettirris w irh the priest celebnuing the rituah the eb 
eit'ienial is tossed garlands of flow'ers, gifted wufh drafts of fine wine, ar^d 
given beaut tfully crafred pieces of lewelry, pottery, or sculpture to carry back 
to Istishias realm as it leaves. 

Major Centers of Worship: Any large coastal city is certain to have a 
temple to the Water Lord among its many buildings. Such temples are fre¬ 
quently as ckj,se to rhe docks as ptjssihle. Luskan, Waterdeep, Caer Callidyrr, 
Teshhurl, and Calimptirt all have large temples dedicated to Istishia, Within 
the Inner Sea, the cities of Surail. Starmantle, Alaghon, Neidorild, Span- 
Jeliyon, Lyrahar, Procampur, and Selgaunt also kxLst temples to the W^ter 
Lord* Tile most holy site of rhe faith is the underwater foriress'temple in 
w’hich the Delphine Regent lives in secrecy. It is sometimes referred to as the 
Castle ot the Dancing Dolphin in reference tti rhe dolphins featured in the 
coat-of-arms of the Delphine Regent, bui its true name is unknvwvn to those 
who walk above the waves. It is reputed lo have fierce aquatic guardians 
kith of the monstrous and the organiicd, intelligent variety. 

Affiliated Orders: Tlie t>rders of Istishian crusaders are known as the 
Cavaliers ot the Seven Seas, whose members Lire natural water-breathers, 
anti rhe Cav^aliers of the Ev er-Chiii'^ging Truth, whtvse members are natural 
air-breathers* Istishum crusaders guard holy sites, escort emissaries of the 
laiili, and pursue the ongoing fetk! against the church vif Ko(S*suth on a per¬ 
sonal level* Mystics of the faith belong to the Order of Cryptic Transforma¬ 
tional Purity. The symbol of this t>rder is a human shapechanging into a fish. 
Because this symbol looks somewhai like a merman and the name vd the 
order itsell is sti lofty, mystics of this order are often referred to coIttKiublly as 
‘fishtishians'^ or "'the Water Lords fish met V—much to their chagrin* 

Priestly Vestments; Priests of Istishia dress iti blue-and-green robes 
WMth coni! Jecoratitms for ceremonial occasions. Exact decorations and 
garment constructum are not mandated by the faith, but shaded or rippled 
dyeing, graceful embroidery tir beaJwork, or layered or daggeJ construc¬ 
tion are olten empUiyed to convey a water theme. The wave of Istishia is 
usually carved intt) a gemstone mcorporated into a medLillioti, a brooch, or 
a ring* Often the gemstone is iade. emerald, malachite, aquamarine, or 
w'ater opal* 

Adventuring Garb: Adventuring priests are free ro wear whatever 
clothes they deem appn>priaie. though they are fond of wearing items in 
white, blue, green, and blue-purple hues. The use of armor heavier than 
chain mail is frowned upon by rhe church ^inJ forbidden to watenvalkers. 


Specialty PntLsts (Wateiwalkers) 

Requirements: Strength 12. Wisdom 12 

Wf*-vpons: ,A1I bludgeoning (wht>lly Type B) weapons plus nets, 

harpoons, Lind tridents 


AutJNMKNT: 

Armor: 

Major Spheres: 
MiNtm Spheres: 
Mai.iual ll'EMS: 

Req, Profs. 


CG, CN. N 

All .irmor types up to and including chain mail and 
shield 

All, Animal, creation, cleinenral W'ater, healing, protcc- 
imn, weather 

Combat, elemental air* elemental earth, necromantic, 
numkTs, time 

Same as clerics, except forbidden from using magical 
Items With offensiv^e fire-based effects (pot ion of fire 
bredtJt* oil of fiery buna tig. u^umJ ci/fiVe, etc.) 

Swimming 


Bonus Profs. Mtxlern languages (pick one from: sea elvish, koalinth, 
kuo-toan, locathah, ncreid, ni.xie. merman, morkoth, 
sahuagio, sitine, triton), navigation, pottery 

• Aquatic elves, half-elves t)f aquatic elf descent, sirines, mermen, tritons, 
locathah, reef giants, and selkics may be watenvalkers, although elf soci¬ 
ety lixiks with disdain upon such a career for an elf or a half-elf 

• Waierwalkers may cast w iiard spells from the elemental water school in 
addition to priest spells. These spells are cast as if the watcnvalker were 
a mage of the same level* For example, a 3rd-level warerw'alker casts 
wizard spells as a 3rd-level mage. Water walkers pray for their wuzard 
spells instead of studying to memorise them, and chosen wizard spells 
replace priest spells potentially available for use that day. (In other 
words, the wizard spell occupies a priesr spell slot.) WateiAvalkcrs gain 
access to 8thdcvel wuzard spells at 16th level and 9th-level w izard 
spells at 18th level. A waterwalker must have a Wisdom of IS or higher 
and an Intelligence of 16 to gain access to the 8th-level spells, and a 
Wisdom of IS or higher and an Intelligence of IS to gain access to the 
9th-level spelL. If a w areivvalker is able to gain high-level w izard spells, 
ever\' Sth-level spell prayed for occupies a 6th-level priest spell slot and 
every 9ch-level spell prayed for occupies a 7th-level priest spell slot. 
Waterwaikers are alw'ays able to read elemental water spelb on scrolb 
or in wizard spellbooks as if they knew^ read mtigic (but studying spells 
from a spellkxjk is u.seless to them). No more than three-quarters of a 
w^aterwalker^s total number of spells available (tound down) can he 
taken as wizard spelh. 

• All waterwalkers gain a +2 bonus to saving throws vs* the harmful ef¬ 
fects of water- and cold-relared spells or vaporous or acidlike breath 
vreapons, 

• While in the water, watenvalkers gain the effects of a ring of free moiC' 
mertf. Their armor does not encumber them or drag them dowm in the 
water. 

• At 5rJ level, waterwalkers gain the abilities to breathe normally under 
water (as the 3rd-level priest spell uitiier hreat/iing) and to walk on water 
at will (similar to the 3fd'lev^el priest spell muter wtilk), 

• At 5th level, waterw'alkers can summon one 8-HD w'ater elemental 
once a day. This elemental remains under the control of the water- 
w'alker for one hour and cannot k taken control of by another creature. 
If the summoner is killed or struck unctinscious, the summoned elemen¬ 
tal giies on a rampage, attacking every^one in sight except its summoner 
until its one-hour time limit upon the Prime Material has elapsed* It is 
important to note that the elemental summoned is not a seiA'ant of the 
waterw alker, hut rather is looked upon as an agent of Urishia that is to 
be respected, Tlie ability to suinmi>n an elemental is granted once each 
dLiy when waterwalkers receive their nonnal complement of spells. 

• At 5th level, waterwalkers gain the ability to cast Melfs iicjti urrou^ (as 

the 2nJ-level wizard spell) or matm (as the ltd-level wizard 

spell) once per day. 

• At 7th level, w aterw alkers gam the ability to cast ice stonn or u aii of tee 
(as the 4rhdevel w-tiarJ spells) once per day. 

• At 9th level, waterwalkers gain the ability to cast Oti/uke’s /reermg 
sphere (as the bth-level w i-arj spell) or acid storm (its the 7th-level wiz¬ 
ard spell) once per day, 

• ,At 9rh level, waterwalkers can summon one IZ-HD water elemental 
once a tenday. All the same conditions apply as for summoning an 8- 
HD water elemental. 

• At 13th level, w’aterw^alkers can summon one 16-HD waiter elemental 
once a tenday. All the same ctjnditions apply as for summoning an 8- 
HD water elemental, 

^ At 15th level, waterwalkers can move through the Elemental Plane of 
Water without need for food, w^aier, or air. 

• Waterwalkers w^ho work together can summon an elemental of greater 
Hit Dice than they w'ould otherwise be able to alone. For example* a 
5th- and 9th'level priest could summon a Ib-HD elemental. As long as 
Kith summoners remain alive, the elemental remains under their ctin- 
trol for one full hour. If one of the summoners is killed or struck uncon¬ 
scious. the summoned elemental goes on a rampage, attacking everytme 
in sight until its one-hour time limit upon the Prime Material has 
elapsed, It then returns to the Elemental Plane of Water* The partici¬ 
pants in such a combined sumimming attempt must abide by time re¬ 
strictions lor further elemental summoning apportioned by their levels* 
In the akwe case, the Srh-level priest would have summoned his 8-HD 
elemental tor the day and the 9th-level priest wmild have summoned 
her 12-HD elemental for the tenday. 
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Istishian Spells 

ht Level 

Precipitation (Alteration) 

Sphere: Element.il Water 

Ran^ie: 10 yarLb/level 

G^mponents: V, S, M 

Duration: 1 round 

Casting Time: 4 

Area of Effect!: 30-foor''diameter cylinder up to 60 feet high 
Saving Throw; None 

This spell precipitares a light rain out of the atip drizzling on every thing in 
the area of effect. Small flames (candles) are extinguished. Small fires 
(torches and campfires) gutter and smoke for a round after the drizzling 
stops. Bonfires and mtist magical fires arc unalfecteJ. Large magical fire ef- 
iectfl (/ireha/L a//ire, /Ltmestrike) cast into rhc area during the rain are 
reduced in the damage they inflict by 2 points per die and create a warm 
fog that obscures vision in an area 60 feet in diameter This lasts 1J4+1 
rounds, half that in a breeze, and hut one round in a strong wind. 

The /w^ecipitiition spell has doubled effect in humid climates, causes only 
slight dampness in arid climates, produces light sleet at temperatures near 
freezing, and creates snow if the Temperature is below freezing. 

The material component for this spell is the priest's holy symbt>L 

Jrd Level 

Cloudburst (Invocation/Evocation) 

Sphere: Elemental Water 

Range: 10 yards/level 

Components: V, S, M 

Duration: 1 round 

Casting Time: 6 

Area of Effect: 30'foot-diameter cylinder up to 60 feet high 

Saving Throw: Nimc 

This spell precipitates a rush of water out of the air. instantly drenching 
everything in the area of effect. Nnniial fires are extinguished. Permanent 
magical fires go out, hut relight in ld2 nninds. (Weapons relight in one 
round.) Fire-based spells of 1st or 2nd level are negated immediately. 

Fire-based spells of hd level or higher are also negated, but create a 
.steam cloud with a I ZO-foot diameter. Tho.se within the steam cloud are 
scalded lor IJ3 points of damage per round. Cold-based creatures take 
double this damage. The steam cloud lasts Id4+ I rounds, half that in a 
breeze, and but oite round in a strong wind. 

The cloudburst spell has doubled effect in humid climates,^ causes a 
heavy dampness in arid climates. pn>Juces slush and sleet at temperatures 
near freezing, and creates up to 10 inches ot sivow^ if the temperature is 
below freezing. 

The material component for this spell is the prie.st's holy symbol. 

Riten of Istishia (Conjiiration/Summoning, Divinatioa) 

Sphere: Elemental Water 

Range: 10 yards 

Oimponents: V, S, M 

Duration: Special 

GisringTlme: Grounds 

Area of Effect: Spec i a I 

Saving Thri>w; None 

This spell must lx: iX’rformed on the shore of a large biuly of water. When¬ 
ever Istishian priesrs disagree, a decision may he reached hy the rites of /s- 
tisiiiit. E;jch dissenting priest uiiist first find a third party to argue his or her 
case to a large hixJy ot water The priests then cast a combine spell followed 
by the rites of Isdshkt. Tlie rites o/isfisiiiu summons a number <if Ies,ser water 
elementals equal to the number of clerics involved in the dispute to act as 
judges. At the end of the debate, the priests then step out onto the waters 
surface. The one who is found to be in favor with Istishia (in other words, 
whoinever the DM feels w;ls argued for mirre eloquently) is held upon the 
waters surface hy tme of the elementals. Tlie f>thcrs are dragged to the bot¬ 
tom ot the body ot water hy the remaining elementaU and then released. 
The eiemenials take no other action—they cannot he cixrced into attack¬ 
ing or defending the priests or serving them in any other way. 

The material ctimponents for this spell is the priest's holy symbol and a 
pinch i»t ground sea shell for each prie.st involved in the dispute. 


4 th Level 

Watenvall (Evocation) 

Sphere: Elemental Water 

Range: 30 yards 

Cbmpvments: V, S, M 

Duration: 1 rou nd/level 

Casting Time: 7 

A rea of Effec t: 10 square fee t/leve I 

Saving Throw: SpeciaI 

This spell causes a W'all of blue-green water 10 square feet in size for every' 
level of the spellcaster to bubble forth from the targeted area, rising through 
cracks in the floors falling frtim the sky, or simply springing forth from the 
empty air. The imimtall Is 20 feet high. 

Creatures smaller than the height of the w'all find themselves paralyzed if 
chey atrempr to move through the wall. They are unable continue through 
the wall or retreat back out of the widl Creatures larger than the height of 
the wall have their movement races reduced to one-quarter of normal. Crea¬ 
tures who attempt to move through the wall receive no saving throws 
against the paralyzing or slowing effects. 

If u'tiieru^U is cast so as to inittally incorporate a specific creature, the tar¬ 
get is entitled to a saving throw vs. spell with a +4 bonus. A successful sav¬ 
ing throw indicates that the target leaped from the area of effect before the 
w'all fully came into being. 

Creatures crying to fire missile weapons through the wall find their eftoTt,s 
wasted. All of their shots miss targets on the other side of the wiireruall 
(though they may hit trapped creatures). The same is true for spells char 
have to travel through the urateru'aJl to reach specific targets (including firc- 
fedl, biimirtg /vmds, meieor su^rm, mdgic missile, Meifs acid arrow, and ocher 
spells which rely on line-of-sight). though area-of-efifecc spells that do not 
rely on traveling through intervening space to their target function nonnally 
through the uatcruiii/. Cone of coU, Ohiiike's freezing sphere, or similar spells 
instantly turn a u ttreTUafi into a wall of ice and inflict maximum normal 
damage for the initial spell (the cone of cold, etc.) to the creatures trapped 
within the tt'oreni'aH/u-aW of ice. These creatures also lose any saving throw 
the damaging spell would normally carry. (For instance, cone of coid usually 
allows a saving throw for half damage. Creatures trapped in the wacmi'ad 
would receive no saving throw vs. the damage of the cone of coldj 

A successful melee attack against a creature trapped in a waterwail re¬ 
duces the target to 0 hit points, just as if the target were helpless, unaware, or 
incapacitated by a hoid person spell, A ring of free uciftm negates the affects of 
a u'atCTu^aW for its wearer. 

The material comptinencs for this s^pell are the priest’s holy symbol and a 
vial of water. 


6 Eh Level 

Conjure Water Elemental (Conjviration/Sumnioning) Reversibl'c 

Sphere: Elemental Water, Summoning 

Range: $0 yards 

Components: V, S 

[^(ration: 1 turn/level 

Casting Time: 6 rounds 

Area of Effec c : Spec i a I 

Sa ving Tl’i rovv: None 


A caster who perfomis this spell <.ipens a s|x*cial gate to the Elemental Plane 
t)f Water and summon.s a water elemental to dtj his i>t her bidding, ks is 65% 
likely that a 12-Hit Die elemental appears, 20% likely that a 16-Hir Die ele- 
nicnral appears, likely that Id3+3 \'arrdigs apjxar, 4% likely that a marid 
appeals, and 2% likely that a huge water elemental of 21 to 24 Hit Dice 
(20+1 J4l appears. Tlie caster needs but to command the creature sum¬ 
moned, and it dws as she tir he desires, for the elemental regards the caster as 
a friend to be olxyeJ and will not turn on him or her. Tlie elemental remains 
until destroyed, dispelled, sent away by a disnijisal or bdy uvrrd spell (see the 
6th-level priest spell erjujure /ire elt'mentti/), or the spell duration expires, 

Tlie material component fru this spell is the priest's holy symbol 


7th Level 
Istishia’s Port 
Sphere: 

Range: 
Components: 
Duration: 
Casting Time: 
Area of Effect: 
Saving Throw: 


(Alteration) 
Elemental Water 

a 

V 

Instantaneous 

4 

The caster 
None 



FAERUNIAN PANTHEON: Istishia ■ 81 


1 
























Many priests of 1stjshta have felt the need to leave the Prime Material 
Plane and travel the multi verse to discover how the Water Lord is viewed 
and respected on other planes. When Istishia is ready for them to leave the 
Prime MateriaL he Rmnts his priests this spell. 

The caster muse he standing in a biidy of water. When /sthMa's port is 
cast, the priests htidy and all his or herbebi^ings turn into water, merging 
with the surrounding water. Tire priest can then transport himself or herself 
to any plane of existence w^here another body of water exists^ 

TL*_II_II.. —k. __ -I_k... l„,:.,k;>. 


cagier, and cannier than before and has taken a more subtle approach to 
powder than earlier legends give him credit tor. With the setbacks that Cyric 
suffered, Xvim managed to snatch aw^ay from CyTic some aspects of the for¬ 
mer portfolio of his father. Bane. His plan is eventually to fully subsume his 
father's porrfolio and status among the deities of Faerun. 

Xvim has a hatred for all the deities of Faerftn, regardless of alignment. 
He is unsure of who it w^as that put him in the earth. (One report claims it 

urn« Afk 1 Y%7im rhf* ^'nrirf» FiiRWlniart rtanrh^rtn frir hi« mid/irrnn.R»l 






Xvim also acts through the appearance or presence of beholders and he- 
holiiet'kin, fang dragons, green dragons, blue dragons, brown dragons, hell 
hotinth, cockarrices, pyrollsb, imps, dark nagas, reas es, tst^, nyths (detailed 
in FAl Hdh o/die High King), and some undead creatures. More commonly 
he sends bars, bbek dogs, green-eyed black cats, black-and-green moths, 
flies, hematites, black star sapphires, sheens, emeralds, bkxxistoncs, mala- 
I chites, blonrid hawks, and vultures to show his fa%'or or dislavor and as a sign 
^ to i nspirc h is fai thfu I. 

The Church 

Clergy: Clerics, specialty priests, crusaders 

Clergy's Align.: LN, N. LE, NE, CE 
Turn Undead: C: Yes, if neutral, SP: Yes, Cm: No 
Cmnd. Undead: C; Yes, if evdl, SP: Yes, Cm: No 
L All clerics, specialty priests, and emsaders of lyachtu Xvim receive religion 
P (Facnlnian) as a bonus non weapon proficiency. 

lyachnji Xvim attracts the same sort of cruel, power^hungry folk who 
worshiped Bane. Some are fascinated by the awe and fear they fed in his 
presence, some take comfort in the rigid rules and the promise that hu¬ 
mankind will prevail over all through might, taming all Faertin, and others 
feel truly alive w^hen engaged in the ruthless intrigue that is unending in 
the Church of Darkness. Follow^ers of Xvim, priests and lay folk, are called 
Xvimists, while priests of the Godson are knowm as Xvimiar, and the elite 
^ccialty priests of the faith are kntiwn as aurhlims. 

Xvtmlar exult in destruction and in oppressing tethers and enjny casually 
dealing pain. Kicking folk they pass, slamming Jours on people, and hurling 
stimes dow^n busy streets at random are not uncommon acts ft^r Xvimiar. 
Si)me Xvimiar arc former Banites, since Banite clergy members were ac- 
tjvely courted and converted by the Xvimiar under orders frori\ their Cniel 
Master. Xvimiar see Xvim as Banes heir. 

Xvimiar iokinely ritle their novices "Vermin" and apply rho title "Op- 
pressi^r" to those of ^rd level or less, “Haremaster" to dergv' of 4th through 
Sth level, ‘'Ruinliitir' to those of 9th through 15th level, and "Tyrannar" to 
clergv tif I6th or greater level. Titles in the church are the same regardless 
ol gender, and temples are run in a strictly Itierarchical manner, with the 
faith being led hy a High Tyrannar. (YtisaJers of the faith, of which there 
ate few as of yet, report directly to a temple's Ivtgh priest (iisiiiilly a Riiinlord 
or Tyrannar), with tme exclusive unit of emsaJers and bat tie-hardened war¬ 
riors directly at the High Tyrattnars disposid. 

Thus far, X vum has shown a preference lor underground temples, espe¬ 
cially ones converted from abandoned temples of Bane. How^ever, some 
grand lempies have been kleJicated or rededicateJ to him in Thay, most no¬ 
tably in Be:antur, City of a Thousand Temples, where the Church of Dark¬ 
ness maintains the House oi lyachtu Xvim, a new stone hutiding with a 
large central hall, twi> long wings, and ample living and storage facilities. 

Dogma: X\'tm delights in death and destruction, and encourages his de¬ 
voted Ui emulate him. In Xvims dark, tivisted mind, mithing worthy is ac¬ 
complished w'ithout the desrructkm of something else. ThtJse who wanild 
killow Xvim must be as committed to destruction, oppression, and cruelty 
as he is. Xvim favors a crushing pecking order that rcwvards those w'ho shove 
others aside for personal gain. Tltose at the top of the hwd chain prey on 
those at the bottom. Those ar the bottom eicber survive (and become 
strt>nger) or perish—in which case, they were w^eak and did not belong in 
Xvim's camp anyway. 

Novice Xvimiar are charged asiollovvs by senior clergy^ members: "Obey 
or die in pain aiikl utter destRiction. Enslave or slay the weak, and he sure 
that they know' their suffering is in Xv im's name and hy his will. Cause pain 
and fearful obedience in others whenever prudent. Be a crud, heartless 
tyrant, and Xvim shall be pleased. Slay the priests of other gods whenev er 
you can do without being itlenrilied hy others. Capture tyrants and take 
them to senior clergy members to be delivered unto Xvim, Capture all wiz¬ 
ards and bring their magic to the church —or bring them to Xvim’s most se¬ 
nior serv ants mi that they can he transformed into creatures whti will do ser¬ 
vice to Xvim as guardiaas. Spread fear of Xvim over all the lands. Destn’ty 
whatev er and whivver bars his will and see that w'ord iif his i-Miwer spreads 
bur that no one survives lo describe your deeds in detail except mi>rtals w'ho 
worship him. tVstroy all witnesses to secret acts, hut leave alive survivors 
to tell of Xv'iin's ptmer when spreading casual destruction. There is a de¬ 
light in destruction—feel it. and indulge in it," 

Day-to-Day Activities; The Xvimiar are busily rvvaming Faerun, in¬ 
spired hy the coming out of their Cniel Master into open gotlhoinJ. Wher¬ 
ever they g<i they are challenging and slaying clergy of Cyric (their ac¬ 
knowledged enemy) and urging stilUfaithful Banite priests to join in wor¬ 
ship of Xvim—or perish at their hands. For the mtist parr, they have been 


successful at converting the remaining ultra-orthodox Banite, who see 
Xvim as holding the most valid claim to succeed Bane. 

The leaders and spies in this on version’^ w’ork are the authlims— 
whose primaiy' mission, though, is to kidnap especially ruthless and pow'- 
erful people (tyrants) to take their spirits to Xvim for him to feed upon, 
Btith sorts of priest.s of Xvim have as their seconJaiy' missions the slaugh¬ 
ter of the priests and clergy' members of all other faiths than Xvim's, the 
spreading of fear, and the enhancement of Xvim's reputation by acts of 
cniclty and tyranny. Eliminating other priests must be done covertly, 
how^ever, lest all faiths rise up together against the church of Xvim and 
overwhelm ir. 

Holy Days/lmportant Ceremonies: There are as yet no known cal¬ 
endar-related festivals in the church of Xvim, though some temples cele¬ 
brate his Oiming, albeit on different Jays. (Some decree is expected to fix 
a firm date for this in the near future.) Xvim expects his priests to pray to 
him whenever they take a life in his name (even it the heat of battle or 
flight continues) and to bow' down to him in prayer morning and evening, 
preferably in front of a high a Iran 

High rituals involve horrific sacrifices of interiigent creatures and de¬ 
praved gladiatorial combats (i^bserveJ hy the assembled priests) between 
goaded and starved beasts and desperate unarmed captives, conducted 
amid fragile glass items that can be shattered to yield weapons that harm 
both the wielder and targets. The church is also rumored to conduct 
chanting dances wherein priests w'ork themselves into frenzies and then 
attack slaves and lesser priests wildly hut barehanded, kicking and fight¬ 
ing until at least one combatant falls bleeding (whereupon bells are stmek 
to end the strife and the ritual ). In this young faith, rituals are still JeveU 
oping and changing quickly. 

Major Centers of Worship: The supreme head of the church of Xvim 
is High Tyrannar Fzoul Chemhryl, who. a.ssi.sted by Riiinlord Xana the 
Once-Martyred, rules tn the name tif the Godson from the Heart of the 
Hand, a subterranean temple beneath the remnants of Zhentil Keep. Sev¬ 
eral temples in Thay are grow ing rapidly in power, but Fzours abject loy¬ 
alty, hrilliani s^chemes, atithlim spies, and beholder allies have kept him at 
the pinnacle of the faith of the New Darkness, and continue to do so, 
Xvim ensures Fzoul's loyalty by possessing him at regular intervals to 
thoroughly explore his Thoughts and memories—and highly values his 
cunning experience with religious infighting and conducting intrigues. 

Affiliated Orders: The Church of Darkness has only one affiliated 
knightly order, the Brothers of the Black Fist, a still-fonaiing order to w hich 
the crusaders of the faith belong and w-hich commands fighters attracted to 
the discipline and decisive leadership of Xvims forces. With Fzoul Chem- 
hry l as its High Tyrannar. the Chtirch oi Darkness is also likely to dcw'elop 
intimate ties to the Zhentarim if it is not so allied already. 

Priestly Vestments; Ritual vestments for an mithlim are a blackened 
met:il skullcap and a Hack amice (overmantle) with thin, bright green 
piping or hraidwork worn over a long, black cassiick with green maniples 
attached to its sleeves, so they Hash green out of the black garb when the 
priest gesture.s. The garb is completed hy a green ecclesiastical stole em¬ 
broidered with the symbol ot Xvim* Ritual garments for rank and file 
Xvimiar are a green surplice adorned on the breast with the symbol of 
Xvim vvi>rn over a plain black cassock. This outfit is augmented out of 
dtmrs or in ritual processions with a black ccjpe (overcloak) emhn>idcreJ 
on the hack with the symbol of Xvim, black gloves, and a black miter set 
with two green gems to represent the eyes of Xvim. 

Adventurifig Garb: The adv enturing priest tif Xvim dresses like any 
armored priest, favoring hbek armor with green accessories. Even’day 
wear is Hack (often black robes) with green piping as trim, or with gloves, 
belts or sashes, collars, and pouches of a startlingly bright emerald hue. 
Authlims wear spiked and Imposing Hack battle armor and sport Hack 
great helms lashioned into the likenesses of monsters" heads w-irh green 
gems for the eyes. 


Spct?iiilty fVte.sts (Authlims) 


Requirements: 
Prime Req.: 
Alignment: 
XX^'eapons: 

Armor: 


Strength 12, Wisdom 10 
Strength, Wisdom 
LE 

All ntmmissile hktdgcomng (wholly Type B) weapons 
and javelins 

Any 


Major Spheress: All, com hat, divination, elemental, guardian, necro¬ 


mantic, summoning, thought, war 

Minor Spheres: Creation, healing (reversed forms only), law, sun (re¬ 
versed forms only) 
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Magical Items: Same as clerics 

Req. Profs: Modern languages (pick one from: beholder, bugbear, 

gargoyle, common giant, gnoll, goblin, High Shou, 
kobolj, ktio^coan, Midani, minoraur, Muihorandi, ogre, 
ore, saliuagin, Underconimvin, Uncheric, urd, yuan-ti) 
Bcjnus Profs: Blind'fighting, modern languages (pick another from 

the pre\ ious listing) 

• Auchlims gain a -f 1 to saving throws against spells cast by priests of 
Cyric or Bane. In addition, they gain a +1 to attack and damage rolls 
against these priests, 

• Authlims are unaffected Ky {ear spells, though they may be affected by 
other emotion'■affecting spells and hy speUdike abilities that engender 
/ear. 

• In the hands of an authlim, a rod of ruiersliip w^orks on 2d4+2xlCX] Hit 
Dice of crearures within 240 yards per charge, and a charge lasts for 
three turns. Saving throws vs. the rod of ra/eTjhi^*s effects (w'hen applic¬ 
able) arc at a -2 penalty. 

• Aurhlims are able to heal themselves t>nce a day at ivill by calling on the 
divine power of Xvim. They can restore 2 hit points per experience 
level using this ability. Tliey may only heal themselves in this manner, 
however 

• At 3rd level, authlims are able to cast muce of Xvim (as the Znd-level 
priest spell) once a day. 

• At 5:h level, authlims are able to cast aeirtrafi^^ patson or poison (iis the 
4rh-level priest spells) once a day, 

• At 5rh level, authlims can generate an aura of fear in a 10-foot radius. 
This aura is similar to the/ear 4th-level mage spell. Those w'ho succeed 
in their saving thrown against this effect still get an unea.sy feeling, but 
this feeling does not affect their actions. The aura can be called up once 
per day, and lasts 1 round per level of the authlim. Fellow Xvimlar and 
other authlims, as well as diehard priests of Bane, are immune to its ef¬ 
fects. 

• At 7th level, authlims are able to cast rennnjf blddes and cure serious 
utjunds (as the 4thdevel priest spells) once a day. 

• At 9th level, authlims arc able to cast a pmiecfion /fom jjrjod, JO' rddius 
(as the reverse of the 4rh4evel priest spell prrjtection/rimi evil, JO' roditts) 
once per day, lasting 1 round per level of the authlim. 

• At I Orb level, authlims are able to cast cure criEiccd uounds (as the 5th- 
level priest spell) once a day. 

• At 15th level, authlims are able to cast ihed (as the 7th-level priest 
siTcll) once a tend ay, 

• At 17th level, authlims are able to cast gate (as the 7th'level priest 
spell) once a month. 

• At 30th level, authlims are able to cast binding (as the Sth-level wu^arJ 
spell) twice a month. They usually use this ability as a threat to bully a 
being they have gated intt> doing them a favor. 

XviniLir SprJLs 

lyachtu Xvim learned how to grant a great many of the spells his father was 
capable id granting to liis followers while in his iather’'s service. Dungeon 
Masters may wish to allcjw any or all of the spells exclusive to the church of 
Bane to be used alsi) by the church of lyachtu Xvim. The fwEtieiitJe spell de¬ 
tailed below^ is a spell brought to the kninvledge of the church by Fzotil 
Chembiy l when he joined Xvim s faith. 


2nJ Level 

Mace of Xvim (Evocatkm) 

Sphere: CLimbat 

Range: 0 

C'omponenrs: V, S* M 

Duration: 5 rounds 

Casting Time: 5 

A a a of Effect: Spec ia I 

Saving ThrtiVk': Special 

This spell cimjures up a shtirt-liv ed glowing mace in the easterns hand that 
strikes wuth a +3 att-ack bonus, deals Id 12+2 points damage at a strike, and 
forces all struck items to succeed at an item saving throw vs. crushing hlow' 
or shatter. The mace vanishes if it leaves the pi>ssession of the Caster and 
cannot be wielded hy any r>ther being. All magical items and enchanted 
substances or surfaces bearing a dw^eiimer get at +4 bonus to their saving 
throw^s against the shattering power t)f rhe mace. Any item that sticceeds at 
its saving throw' once against a particular mace ofXiitn need not do so 
again, even if struck repeatedly. 


The mace has a reach of 5 feet bin is almt^c weightless; casters of any 
she and strength can easily wield it. It appears as a black, spiked, knob- 
headed, one-piece rod surrounded hy a dim, flickering, blue radiance. 

The material component of this .spell is an iron or steel nail, sliver, or 
fragment. 

4 th Level 

Reaving Blades (Evocation, Necromancy) 

Sphere: Combat 

Range: 10 yard.sfle vel 

Components: V, S, M 

Duration: 2 rounds 

Casting Time: 7 

Area of Effect: Special 

Saving Throw: None 

This spell creates two whirling black blades of force that spin end over 
end as they fly through the air at MV FI 18 (B) to strike at whatever tar¬ 
gets the caster w'ilk them tcj— either two separate beings or a single fi>e. 
The blades of force vanish at the end of the second round and do no dam¬ 
age to inanimate objects, but each one silently slices twice during a round 
at undcad and living things. The reaving blades strike w^ith rhe caster's 
THACO, hut with +6 attack bonus, and deal 2dl 2 points of damage on a 
successful strike. Reaving blades does no damage to items worn or carried 
by attacked beings, though fragile items could well he harmed if dropped 
hy a struck target. 

The material components of this spell are two raven's feathers and a 
fragment of or an entire bladed weapon. 

5th level 

Ba ttletid e (A1 tera t ion) 

Sphere: Combat 

Range: 0 

Components: V, S, M 

Duration; 6 rounds 

Casting Time: 8 

Area of Effe ct: 20 -foot rad ius 

Saving Throw': Special 

Tltis spell slows all beings w'ithin a 20-foot spherical radius centered on 
the caster except the caster. Affected beings move and attack at half- 
speed. (The spell affects beings within the radius of effect at the time of 
casting, not creatures who later come within range of the caster during 
the duration of the spell.) Beings affected by the spell remain slowed even 
if they move beyond the original area tjf effect tjf the spell. 

The magic transfers the energy it steals fnim its victims to the caster, 
w ho is hasted for the spell duration without any of the aging effects of a 
hasre spell. The caster moves at double his or her normal miwement rate 
and makes physical attacks twice as fast (that is, a being w'ho attacks once 
per round W'ould attack twice— iirst in the round and then last), Bankiidd 
does not allow spellcasting to he hastened. 

All beings w-irhin range of the caster are allowed to make saving 
throws vs. spell once a round to avoid, or instantly break tree of, the ibat- 
fJendc. The spell ends entirely when the last victim escapes its effects or at 
the end of its duration. On the first n>und, the saving throw- to avoid bat- 
rkride's effects is made at a -'b penalty; on the second, at a -5 penalty; on 
the third, at a ^ penalty, and so on. 

The material component of this spell is a piece of cobw'eK human hair, 
or silk thread as long as the casters hand. 

Kelemvor 

(Lord of the [>(!a(J,Jud,^eoftlie Damned, 

MtLstcr of tilt": Ciystal Spire) 

(ireater Power of the Gray ^\ asle, LN 

Portfolio: 

Aliases: 

Domain Name: 

Superior: 

Allies: 

Foes: 

Symbol: 


WoR. Align.: 


Death, the dead 
None 

Oinos/Crystal Spire 
None 

Mystra, Jergal 

Cyric, Talona, Velsharotin 

An upright, bone-colored skeletal arm holding the 
golden scales of justice balanced evenly in its fist 
against a steel-gray field 
Any 
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Kelemvor (KELL ehm-var), a former associate of 
Midnight. Cyric» and Ad on during the events of the 
Godswar, inherited the portfolio of the god of the 
dead when Cyric lost th(>se respt^nsibilities following 
the C^rinfs/uid debacle. The first official act of the 
newly created god of the dead was to turn Cyric's 
Bone Castle into a gleaming to;ver of crystal, a sym- 
hoi chat this particular god of the dead would hide 
nothing from his subjects. He intends to impart Justice among the dead in an 
es en-banded and fair manner. 

Kelemvor is kind, just, forthright, and eariu st, though stern at times. 
He is not terribly clever hir a power and tends to rr^’ to solve what he pcr^ 
ceives as his immediate problems with direct action. Though he means 
well he does not always see the difl'iculties down the road caused by short- 
term solutions. 

Kelemvor hsis an unexpected ally, at least in terms of traditional gi.xlly al- 
liances. He and Mystra, formerly the human Midnight, remain close. They 
wea* in love during their mortal lives, bur whether this rontance has kindled 
during the if gtxlly tenure is a matter they have thus far kept private. 

Cyric, who last his death portfolio to Kelemvor, b Kelemvor's bitter 
enemy. Cyric views Kelemv<jr as someone who pointedly and maliciously set 
out to steal a part of Cyric's rightful pow'er. One traditional foe of the 
Faertlnian god of the dead, Lathander, has not declared against Kelemvor, 
hut is wTiiting to see if his actions live up to his promises. 


Kdeinvf>r s Avatiir (Fighter 33, Cleric 25, Mage 18) 
Kelemvor walks Faerun quietly and unassumingly when he comes to it. 
Since Kelemvor was until recently a mortal human warrior, he appears much 
as he did in life, as a square-jawed fighter with piercing green eyes in a dark, 
tanned face. He hi\s a wild mane i>f black hair with a few streaks of gray in it 
and 15 clad in chain mail and dark leather. He always wears a wide belt bear¬ 
ing a large, cahochon-cut cat's-eye jewel at its front, hut it appears to have 
ncii magical I’mwers. He can draw from any sphere or school for his spells, hut 
casts necromantic sphere spells and necromancy schail spells at triple effect 
in all respects and v,irh a penalty to any applicable saving throws by the 
victims of such spells. Kelemvor will not create any sentient unJeaJ crea¬ 
tures, though he has no compunctions ahtiur using such to his ow'n ends be¬ 
fore dispatching them to a fiital judgment. 


AC --6: MV 15; H r 22 k THACJO -10; ^AT i/2 

t>mj; Zd^+I? (/jojitard .■swW +3, + 12 Str, +2 K>nus m bastard sword) 

MRm>; SZLflOfec:} 

Srtt 24. l\x 17, Qih 22, Int 1 k Wis I k Cha IS 

sptih p; iDww/s/4, W: yv^ivvvvin 

Saves rPDSi 2. RSW 5, PP 4, BW 4, Sp 6 

Special Att/Def: Kelemv or wraps htiiiself tn a ekxik of sfaitfau'S when he 
wishes to Iri^le I mm mo^nal eyes and t>hser\'e. This Hook hestow’s ufHMi him a 
pn^hahility t>f being invisible wfiile he moves nr stands w'ithin a shad- 
ow'y or dark place; it alsti wtirks similar to a di>ak of cJtspIdCtmient in that any 
melee or missile attack aimed at Kelemvor automariciilly misses the first 
time. He is armed w'ith both a bastard ste^ird +3 and a rod of hone that projects 
dear/i to tnonals w ith one enil and emits Jeadi sleep from the other end. He 
uses his bastard sword 4-3 only when hrutc force would prove the tmly re- 
mam ing answer to a situation. 

Kelemvor cat\ make one attack with the rod t;»f fame jx'r round. The death 
end of the rrid of hone causes any living creature to die instantly unless it 
makes a successflil saving throw- vs. death magic. This death affect can attack 
one being peT n.>und w-iihin Kelemvor's sight and cau.ses dead victims to lei - 
itate a few inches upw-artl and float in unbreakable stasis for 2 turns when 
they die. Tlie death sleep enti has a range of 150 yards and effects up to 8dl0 
creatures within a 120-font cubic area. Kelemvor may select beings w ithin 
the area tif effect to not effect. Death .-deep tk)es not bring tnie death to any¬ 
one, but merely a coma like collapse and suspension of all bodily functions 
la.sting for an entire day. Beings in death sleep do not breathe, but suffer no 
harm fnim lack tif air to tirternal organs and the like: their bodies simply 
cease to limctson. Such beings cannot he awakened, even w-ith rough han¬ 
dling. Removal of death ^Icep Wfore a complete day passes requires the appli¬ 
cation of both di.sjjtd Tnogte and remoi'c atrse. Tl\e nature of this magic is such 
that a l>eing casting one of the needed spells is made aware of the necessity- 
of the other. 

Kelemvor is immune to all necromancy and necromantic spells, spell-I ike 
effects, and abilities. I4c command.s all non intelligent unJead he can sec at 
will and destroys them at will. He destroys all sentient undead he touches 
unless they make a succewful saving lhrt>vv vs. death magic at a -6 penalty. 




He can see in any sort of darkness as with normal sight; this power is not dis- 
mpeed by light or heat as infra vision is. 

Other M^anifestatrons 

Kelemvor prefers to send a translucent image of a floating skull enfolded by- 
a hixid and surrounded by the flapping tatters of the rest of a diaphanous 
gray robe. This image is accompanied by the mournful w-histle of winds. If 
necessary, a real wind can accompany this image, and a tangible skeletal arm 
can reach out from it to point, handle items, carry beings, or attack. The arm 
possesses a Strength of 24 and can cbii toiicb as the 1st-level wizard spell, as 
if cast by an 18th-level mage. The image can speak w iih the voice of the 
god, though Kelemvor prefers not to speak aloud, or it can speak directly 
into the minds of beings who are present. This shrouded skull can drift ahtiut 
at MV FI 21 (A), dispel ({XTatanently disrupt with no saving throw-) all un- 
dead w-ithin 90 feet, or oniTnafe dead all corpses w-ith in the same range to 
command them or turn their control over to a mortal, usually one of his 
priests. Commands given by Kelemvor to the animated dead cannor he bro¬ 
ken by any morraL 

Kelemvor also indicates his favor or disfavor or sends aid throtigh the 
presence or actions of the demipow-er jergal, pers, a few- einhenar (whom he 
transforms into minor deaths when his senior specialty priests summon 
them) and watchghosts, but never any evil or corporeal undead. 

Hie Church 

Clergy: Clerics, specialty priests 

Clergy's Aogn,: LG. NG, LN. N, LE, HE (LE and NE only allowed pro¬ 
visionally in the case of converted Myrkulytes, who must 
change to a neutral alignment within three years in the 
church or leave for another faith) 

Ukoeaf^: C: Yes, SB: Yes 
C^tNO. UstoEAO: O Yes, SP: Yes 

All clerics and specjalty’ priests of Kelemvor receive religion (Faemnian) as 
a bonus non weapon proficiency. 

Those who see death as a necessary part of the cycle of life, not some¬ 
thing grisly and abhorrent in itself, are the favored folloivers of Kelemvor 
They tend to be humans w-ho derive personal comfort in seeing that disorder 
does not attend death and to he both sensitive and practical. Gravediggers, 
mourners, emhalmers, monument carvers and stonecarv-ers w-ho work in 
gra\-eYards all give their respects to Kelemvxjr, along w-ith the relatives of the 
recently deceased and Kelemvor's clergy. In addition, the majority of the 
temples of Cyric that used to be temples of Myrkul have now- sw-itcheJ their 
ways and allegiance to Kelemvor and are learning to follow him with as 
much fen^or as they did Myrkul and Cyruk (their name for Cyric) in turn. 
These old-line ctinverts tend tti be more evil in nature, but are drifting either 
to neutrality as the years pass or leaving Kelemvor and finding other deities 
more suited to their natures. 

The hulk of the death clergy are clerics who comfort the dying, adminis¬ 
ter last riles, assist in hinenils, burials, and the just and orderly setting right 
of aha its that follow, place w'aming marks of plague and other diseases, and 
ensure that the will or expressed desire.s nf a deceased are follow-eJ. The re¬ 
mainder of the death clergy are the specialty priests, who Kelemvor has 
hles,seJ with unique foresight and applied vviSilom that enables them to an¬ 
ticipate w-here death w ill occur and so direct the other cle^g)^ Most specialty 
priests are also charged w ith maintaining discipline within the clergy 
(quelling clerical attempts to prolong life due to sentimentality) and w ith 
fundraising to support the clergy Most donations to the church are bequests 
in the form of possessions or lands that must be sold, rented out, or^ — in the 
case of profitable farms — w orked by the clergy. 

Specialty priests of Kelemvor are known as doomguides. The church has 
not been in exisrence tong enough to develop even an informal consensus 
abt>ut the usage of titles. 

Dogma; Kelemvor is interested in having follow-crs w-ho recognize that 
death is hut a part of life. It is not an end hut a beginning, not a punishment 
hut a necessity. There is no deceit in death, nothing concealed, nothing 
chaotic. Death is an orderly pnxress. 

The follow-ers of Kelemvor are not out to spread death and destruction in 
the Realms. Rather, they seek to help others to die w-ith dignity at their ap¬ 
pointed time and no stxiner. Just as they do not seek to rush death, they also 
speak out against those who seek to artificially prohmg their liv^es beyond 
their natural limits, including .such magical creations as liches. 

The charge of Kelemvor to his novitiates is this: '^Death is hut part of life: 
fear it not, evade it not, and view it not as evil, lb fear death delivers you 
into the hands oi those who can bring death di>w-n upon you. Die w iih dig¬ 
nity, neither raging nor seeking to embriice unJeath. Dfi honor to the dead, 
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for their strivings in life brought Faerun to where it is now, and to forget 
them is to forget als4» where we ate now—and why.*' 

The church of Kelemvor believes that seeking out those who are near 
death is the it great duty, for it is the will of Kelemvor that no human (ami if 
possible, no sentient being) die a natural death in all Faerun without one of 
his priests at their side. Kelemvor assigns the essences of the dead their 
proper place in the ongijing cycle (if existence^ and it must be emphasized to 
all that he is the Great Guide, leading all folk into their next lile. Death is 
not a final ending, hur the next step in a wondrous, ongoing journey. Let no 
one die not knowing that Kelenwor awaits them and that he is not to be 
feared, fi>r he believes in justice and wields mercy. 

Day-to-Day Activities: Priests of Kelemvor amifort the dying and pro¬ 
vide burials for those who die alone. Tliey administer last rites to the dying 
and help the living left behind to better understand the natural and in' 
evitable pr^Kess of death and dying. When people die alone without a will, 
ktiown heirs, or business partners, rheir giHids are taken by the church to 
iuitd its tmgoing ministry’ to the dying. This does nor, by any means, mean 
that death clergy would ever take gotxis from a grave for their own benefit. 

Wlien plagues, hordes, or great monsters run amok^ they must be foughr 
by the death clergy, tor it is not right that many die before their due time. 
When marauding dragtuis or otlier monstrous predators become problems, 
rhe kkaih clergy shmild try to interest adventuring bands in slaying the prob¬ 
lems—failing that, they must deal with the problems diemselves. In cases tjf 
great pain, rav-aging disease, or mutilation where dearh w^tiulJ be a mercy, it 
is the office of the priests of Kelemvor—and only the priests of Kelemvor— 
to bring death, as swiftly and painlessly iis ptissiblc. 

Undeath is an affront to Kelemvor. Undead creatures are be destroyed 
or given true death svhenever they are met with, and even sought out and 
hunted dr>wn for that holy purpose. Priests of Kelem\^or are free to hire or 
take as companions folk of other faiths to assist them in this purpose, for the 
great sin of undeath must he stamped out by whatever means possible. 
Thouglt memK'ts of the clergy laii cmnmand the unJead. these commands 
usually can he Killed diHvn to back to your graves and sleep there for¬ 
ever” except in times of dire need, Kelemvor ha.s made no offidal staiement 
to single out gtxjd-aligned imdcad creatures as an exceptjon to hb ptilicy, 
though specific remple.s and individuals often take only lenient action 
against or ignore .such creatures in rhe field, preferring to concentrate their 
efiotts tin those creatures n{ obvious male\ olent intent or who are likely to 
quickly muhiply. 

All priest.s of Kelemvor may be called to a holy mission by their god or 
their senujt clergy and pursue a more active and adventurous life. Such 
priests defend death c]crgi|i' members and holdings when nee<.l lx anti bring 
death to others wiven it is itecessary. For example, a Kelemvorite .specialty 
priest assigned a holy mission may be sent to lead an adventuring party to 
stop the spread t^f disease or kill beings seeking to disrupt natural cycles— 
such as mages who seek to create huge armies of undead or develop necro- 
maniic spells that can slay others and transform them inescapably into un- 
dead creatures under rheir etuitrol. [Vath clergy sent to slay predators or to 
go into dangerous country' to comfort rhe dyitig are often issued sci»l!s ot of¬ 
fensive spells or magical items of battle power gleaned from the gotxls of 
those who tiled alone. 

Holy Days/lmportant Ceremonies: Most folk experience the rituals of 
rhe dearh clergy m a personal wayi As someone dies, a priest or priests of 
Kelemvor performs rhe Passing, a simple ceremony of last rites that is a 
chant of comfort calling on Kelemvor to be alert for the coming essence of 
this person, whi^ has enriclied life in Faerun in his or ber tnvn wuy and 
earneil this salute, Tire Lament f(,>r the Fallen is a larger ceremony of this si^rr 
sung over a bartlefielJ, ruined village or fortress, or other site where many 
folk have recently died. 

C'lergy die gikl also lead a daily morning ceremony over graves, rhe Re¬ 
membrance. and a ritual that begins after nightfall, the Daeum. The Re¬ 
membrance ts a Llignitied rite of smigs anti prayer usually attended by rela¬ 
tives t>f the dead. Tile Daeum. or Thanks to the Guide (Kelemvor), is a cel¬ 
ebration of rhe strength and pLirpo.se ot rhe Great Guitle and his church and 
is attended only hy faithful followers of tire god. It is at rhe close of this cer- 
emony that rhe goskis of die dead are distrihuted to the a.ssembled faithful 
anti any tavors of the go<.l or hi.sly missions are Lli.s|x^n.sed through manifesta¬ 
tions or the orders ol senior clerg>’. 

The two great culen Jar-re luted hofy days ol the Church of Kelemvor are 
Shield meet and the Fca.st of The MtH>n. During Kuh of these day.s. priests of 
the Lord ol the Dead tell tales tif the Deeds of the IX'ikl so that the greatness 
and im|>ortance ol the ancestors of thtise alive today will never be forgotten. 
Tliey also call back Irom the dead heroes who ate needed in the laiiLl again 
(in the opinion of mortal supplicants whom Kelemvor agrees w ith). During 


both of these solemn high holy Ja^-s. any priest of Kelemvor w'ho casts .speak 
ui’ift dmd can talk freely wath the departed for as long as desired and hold 
conversations, not merely put questions to them for which the answ-er will 
he a bare “y'^s" "no.” 

Major Centers of Worship: Tlie only major center of Kelemvorite wor¬ 
ship thus far is the Tower of Skulls in Ormath> an abbey built as a ziggurai 
whose w^allb are car^^ed with a stone facing in the shape of staring human 
skulls, its spiral ways are rtiamed by mysterious guardian creatures that resem¬ 
ble will o' wisps. The re.sident clergy, commanded by the High Lord Doom 
Beiurgathan Indracy-an. can muster a capiibfe army of battle-hardened denes 
wielding magical items to defend the abbey. Vast cellars reaching dowm to an 
underground river for w*ater and into caverns in w^hich edible fungi are grown 
underlie the Tower. The priests make potent amher wme and various per¬ 
fumes. unguents, and potions for sale from the fungi they raise. 

Affiliated Orders: Thus far the churdi tif Kelemvor has no afhliateJ 
military' or knightly orders. All gravediggers, eitibalmets, and other cemetery 
wt>rkers and crafters who work for the church of Kelemvor and are nor 
themselves clergy belong to the Most Solemn Order of the Silent Shroud, a 
society whose rolls are kept by the church and w'ht>se members know eacli 
ijther as true members of the order by certain secret signs. Diey report any 
signs of unJead activity or desecration in graveyards tended by Kclemvorites 
immediately to the church. The Kelemvorite church Is seriously considering 
sponsoring a holy order of crusaders and paladim to target undead creatures 
of fearsome prowess w ho tax the resources of the clergy of the nascent 
church. The tentative name of this group w ould be the Knights of Etema! 
Order, but church scholars are discussing other names that would be more 
indicative of tlie tirders duties. 

Priestly Vestments: Clerics of Kelemvor usually wear smoky gray robes 
and cowled cloaks. Specialty priests can readily be identified by their silver 
headbands, which are pormally never removed, and hy the symbol of 
Kelemvor displayed prominently in a badge on the chestsof their somber, el¬ 
egant robes. Their robes are always of a single hue without trim or ostenta¬ 
tion and of dark, muted hues of green, blue, or gray, in ascending order of 
rank; they can be worn over armor if need be. Tlie scales in the badge of 
Kelemvor Wiirn by a priest ak> denote rank: They are iron-colored for lower 
clergy, silver lor lull priests, and gtild for higher-ranking priests. 

Adventuring Garb: Adventuring clergy members are often given en¬ 
chanted gray domino masks entrusted ni their use by the church that enable 
them to detect undeud (as the Isr-levd \vi:afJ spell) and see w ith infravision 
up to 60 feet in darkness. Adventuring priests dress functionally, wearing 
vvhaiL’Ver armor and dorhing is practical. TTiey are required to display the 
symKil of their deity prominently. Often it is worn on the left breast over 
the heart or is woven into a cloak. 


Specialt)^ IV]e.st.s (Dooii\<^jUidDis) 


Rt'Ut-ilUHMENTii: 
Primi: Req.3 
Alignment: 


Weapons: 


Armor; 


Constitution l2>WlsdtMn 14 
Co list i lu lion, Wi sdiL>m 

LN. NE (NE only allowed provisionally in the case of 
converted Myrkulytes. who must change to LN within 
three years in rhe church or leave tor another faith) 

All hludgeoniiig and piercing weapi>ns (Type B. Type P. 
and Type P/B), sickles, and scythes, but no sworAs or 
other slashing weapons 

All armor types up to and including chain mLi,il; no 
shields 


Major SPHERESii: All, astral, charm, combat, healing, law. necromantic, 
summoning, time, wards 

MtNtjR Spheres: Creation, divination, elemenial, guardian, travelers 

M AC: iL’A L ] tEm s : Same as clerics 

Req. Profs: None 

Bonus Profs: Modem languages (pick two) 

• LTooitiguides know a great deal about undead creatures and the ultimate 
destinations of the spirits of living creatures after they die. This knowl¬ 
edge is separated into two lidds: iiecroltTgi,’ and netherworkl knowledge. 
(These lields of knowledge are identical to the necrology and nether¬ 
world knowledge nonweapon proticiencics from the Complete Brajk of 
Necromancers.) 

Necrology.' Diomguides are well versed in necrology, the lore of un¬ 
dead creatures. When checking their necroItjgy knowledge. diH’tmguide.s 
make an ability check against their Wisdom set ire. Their knowledge may 
be Lseil to htdp determine the probable lairs, dining habits, and history of 
such creatures (no ahility check needed). Whenever a dtximguide con- 
Ironts an unJead creature, she or he may he able to speciftcally identih' 
the creature (discerning betw-een a ghast and a common ghoul, for m- 
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stance) with a jjuccessful abiUty check. In atldition* provided the 
dtximguide makes another successhil ability check, she or he recalls the 
creatures specific weaknesses and natiiral defenses or immunities. At the 
DWs discretion a failed ability check (in either of these cases) reveals 
misleading or even contpletely erroneous information which may actu¬ 
ally strengthen or otherwise benefit the undead creature. 

Nethcruforid JCnoutiedge: Doomguides steadfastly serve Kelcmvor, 
who sees to the dispsjsititm of the dead^ and so obtain a great deal of ar¬ 
cane knowledge. When checking their netherworld knowledge, 
doomguides make an ability check against their Wisdom score minus 
three, Doomguides learn abesue the cosmokig\' and organization of the 
Outer Planes and how this specifically relates to the Realms, focusing 
primarily on the ultimate destination of spirits after death. In addition, 
J^xrmguides learn about the dangerotis behavior of the creatures that in¬ 
habit the nether regions, including such fiends as tanar’ri and baatezu. 
With a successful ability check to the modified Wisdom score, rtether- 
world knowledge can reveal the specific weaknesses and natural immu¬ 
nities oi beings from the Outer Planes. Netherworld knowledge can also 
be used to classify the exact type of excraplanar creature encountered 
with a successbjl ability check. 

• Doomguides can affect triple the number of zombies and skeletons when 
commanding or destroying undead. 

• Dtxjmguides gain a +1 on their saving thrr>ws vs, death magic. 

• IXxsmguides are able to feign dealh once per day (as the 3rd4evel priest 
spell, but aftecring only themselves). 

• At 5th level, a dex^mguide gains a second chance at turning imdead if the 
previous attempt failed. This second attempt is lis a priest two levels 
lower than the first attempt was. 

• At 5th level, doomguides are able to cast cfiiW/ng scytke (as the 2nd-level 
priest spell) once per day, 

• ,Ar 7th level, diHjmguides are partially shielded fn>m life-energy drain¬ 
ing attacks caused by monsters with connections to the Negative Mate¬ 
rial Plane or certain spells and weapons with similar effects. 
L>iHimguides receive a saving throw vs. death magic against such attacks 
(to which they may apply their + I bonus). If the saving throw is suc¬ 
cessful, a doomguide takes only physical damage frtun the attack. All 
level-draining or ability-score draining damage is negated. Undead 
creatures making such an attack suffer 2d6 ptsints of damage when a 
doomguide succeeds at his or her saving throw. If the saving throw is 
failed, a doomguide suffers the normal damage. 

• At 9th level, doomguides are able ro summon a Blofjcbtfjne s sljectroi .freed 
(as the 6rh-level wizard spell) once per Jay. 

• .At 10th le\'eh JiKUitguides can summon a minor death to fight for them. 
A minor death appears as a skeleton wearing a robe and w ieIJing a 
scythe. A minor death can be summoned once per cenJay. The sum- 
monetl minor death lights obediently for 10 rounds (I rum) or until the 
light is i>ver. whichever comes first, and then disappears. If the minor 
death disappears before killing its opponent, another minor death can¬ 
not he sumnumed until the dtHimguiJe bums special incense (costing 
LOGO gp or more) on a consecrated altar in a temple tt> Kelemvor. Char¬ 
acters slain by a minor death cun Ix^ raised agatn. 


Minor Death (1 )i THACO I; -AT t; Dmg 2d8 (scythe); AC 
-4; HD 8; hp MV 18; SA THACO of 1 and autiimatic initiative 
roll of 1; SD Omnot Ix^ ilisiirnied; immune to cold, fire, ptiison, and 
electricity damage, .sleep spells, and all enchantment/charm si^xlls 
(as if an undeaJ creature): cannot he turntxl; SZ M (6 feet); INT 
average (10); AL N; ML fearless (20); XP xOOO. 

• Ar 16th level, a JiximguiJe w'ho casts reswrreciiuu or rmsc dead biH'tsts the 
recipicivtV resurrection surv'ival score by 10%, (It cannot, hoiivever, ex¬ 
ceed ) Furthermore, the Joi>mguide only ages one year, not three, 
when casting the resurrecrion spell. 


Kt 1 1 <1 n 1 vot 1 l:.t‘ S uc I k 
2 nJ Level 

Chilling Scythe (Evocaium, Necmmancy) 
Sphere: 

Range: 

Lkimponents: 

Duration: 

Casting Time: 

Area of Effect: 

Saving Thrc.w: 


Combat, Necromantic 
0 

V. S. M 
I round/1 eve I 
5 

One -scythe 
None 


This spell creates an oversiied but weightless scythe that can be wielded by 
any living creature either as a tool or as w'eapt:>n. The scythe appears in the 
hands of the spellcasieii but may be given to another to be w'icldcd. The 
scythe Is a two-handed, 7-ftxjt-long device that ii a -^^2 enchanted weapim, 
dealing 2d4+-2 points of piercing and slashing (Type P/S) ph^'sicat damage 
(lcl8+2 vs. L-siied or larger creatures) plus chilling for a further ld4 points 
of damage (no saving throw). This chilling damage is caused by draining of 
life force, not by cold; however, the damage U not permanent as most types 
of life-force drain are, and it can be healed as normal. A cbiling sc^du! has a 
Speed factor of 5. Its dw'eomer enables its wielder to use it with no nonpro¬ 
ficiency penalties. 

If a ckrliing scytife even touches an undead creature it deals the tmdead 
being 4d6 points of damage iuid hurls it heiplessly 20 feet away from the 
scythe. The undead creature cannot advance again until the next round 
even if this repulsion is brought up short by the creature impacting a barrier 
before the full distance is traversed. 

The material component for this spell is a fragment of bone. 


4th Level 

Dead March (Akeradon, Necromancy) 

Sphere: Necromantic 

Range: 5 yards/level 

Components: V, S, M 

Duration: 1 hour/level 

Casting Time: 7 

Area of Eflect: 10 corpses or body parts 

Saving Thrown: None 

This spell animates multiple Ciirpses or body parts without making them 
undead. Up to 10 once-living objects per level of the caster can be raised up 
from I to 14 feet above the ground and sent in a single direction so that 
they drift along in a straight line on the indicated route ar MV F| ID (E). 
The caster can redirect them at any time by concentrating, so as to albw^ 
them to Itrllow a W'inding road ^ir simply to change direction. The spell is 
not envied, nt)r contact lost, il the caster engages in other .spellcastlng. The 
spell works iinJen^ater, so that the animated army of the dead can march 


dovm into a river, acrsiss Its hed, and up the far bank. The magic is nor bro¬ 
ken by long falls; an animated band that marches over a cliff continues on 
its w-i^y at the hextom. 

Tlte animated corpses can be dressed in uniform.s to deceive observers or 
he used as light transpctrt by strapping pouches or w^eapons to them, bur the 
spell cannot keep single items that weigh even a trifle ov'er 200 lbs. aloft, so 
pack trains of the animaieJ dead are impracticaL The spell can he ended 
before it expires if the caster so wills. At the spell’s end the vlead fall 
abruptly to the ground or sink gently down, as the caster desires. The ani¬ 
mated dead have no sentience or hostile intent and cannot he affected by 
magic intended to affect or control undead, neitber can they he nimed. 

The material ctimponents for this .spell are a miniature i>r full-size drum 
stick or a chicken leg bone and a thread. 


5 th Level 

Deny Death (Altercition, Necromancy) 

Sphere: Necromantic 

Range: 30 yards 

Component-s: \{ S 

L\iratk)n: I hour/level 

Casting Time: 8 

Area of Effect: One creature 

Saving Throw': None 

This spell places willing or sensclc.ss heing,s who have suffered injury' wMthin 
the previous turn into a sort tif suspended animation. It does not work on 
hostile beings who are still conscious or who are under the effects of a mag¬ 
ical psivmic cfwTm tjr sleep effect. Tliis suspended sleep prevents further 
loss of blouvi, vital fluids, and hit points anvl prevents foreign substances 
and poisons that are propelled through the body by the natural actions of 
breathing, blotxi pumping, or digestion from dispersing any further in the 
biHjy. It can therefore sers'e to keep poisvmed or sorely wounded beings alive 
for the spell duration 

Deny detirfi also protects its recipient against additional damage frtun 
non magical attacks or handling. This allows, for example, the caster to drag 
a sorely injurevl companion over rough ground without causing further 
harm. The caster can end the effect instantly at svill regardless of how much 
viistance separates him or her from the affected being. Recipients of deny 
defltfi cannot rouse themselves, nor are they awakened by attacks upi>n them. 
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Kossuth 


PORTFOLJCI^E 

Aliasfjs: 
Ek>MA(N NaMK: 
Sliperior: 
Allies^ 

Foes; 

Symbol: 

WoR. Align.: 


n he Lord of Pbni£:s. the Rrelord, 

tlie Tyrant ^nion^^^ Rre, Tyrant Anion^ Fire Fletnentals) 

Greater Power of the Elemental Plane of Fire, N 

Elcmentiil fire, fire elementalistSr, purification through 
fire 
None 

Elemental Plane of Fire/The CrimMin Pillar 
None 

Arnaunator (now dead), Flandai Stcelskin, lyachm 
Xv'im, MoniJin, Surtr 
htishia 

A springing ilatne or a flaming orb 
Any 

Kossuth (Koh-SOOTH), spoken like a whispering 
flame, is the patron of all fire elemental^ as well as any 
who view (ire as a purifying and revitalizing force. He is 
normally depicted as a huge pillar of flame hoi ling sky^ 
ward. He represents the hurning away of the old to 
make way tor the new with the cognizance that the way 
to change is harsh and measured. He is the fire in the 
hearth w'hich appears comforting hur w^hich may turn 
on its owner at any rime and hum the house down. He is the mystery of fire, 
the unknowable secret that speaks inspiration to smiths and death to crazed 
people W'ho bum things and people for pleasure. 

Like all the elemental lords, Kossuth seems to hold little affection 
toward his followers on Aheir-Torit. His reactions seem calculated in end 
result, if alien in logic; he nuw'es toward a certain end, but has not shared 
that end with anyone on Faeriin. He seems driven, hewever, to collect 
more followers to do his bidding in the Realms than any of the other ele¬ 
mental lords — perhaps because he hums them tiut so quickly. The alien and 
uncaring stance of Kossuth and the other elemental lords has led to the 
mistaken impression in the Realms that they are only lesser pow'ers and 
their followers merely bizarre cultists. LHiring the Time of Troubles, Kossurh 
was niit sptiited in the Realms. 

Kossutli readily accepts what offerings are burnt in his name, but Is said 
to prefer garnets, topazes, citrine, fine smithwork in iron or preciotts metals, 
nuts, fine oils, aromatic resins, and meat. His gifts to his followers are the 
ability to use fire to their greatest benefit and protection from heat and 
(Tames, Ko,s.suth is the only elemental lord who seems to return kind for 
kind; he rew^ards thtrse who have been most faithful to him or made larger 
sacrifices more than he does newcomers to his faith or those wht> give only 
a token o^ffering. 



Kossuth's Avatar 

(30'-HD Fire Elemental, Cleric 30, Mage 30) 

Kossuth has appeared much more often i>n the surface of AbeioToril rh,Tn 
the tither elctitcntal lords because he is the only elemental lord to ever have 
been ntued to mspimJ to a summoning ceremimy, hut even his appeanmees 
mimhcr fewer than a dozen. Kossuth has appeared upon the prime in rC' 
spiinse to one of two calls: a truly immense htmfire constructed in his name 
or a con’iplex summoning pertornieJ by the leaders of his church. Ki^ssuth is 
an awesome spectacle, appearing as a column of reddYOt fire more than 60 
feet high and 20 feet tn diameter. His vt^ice is a hissing whisper acc^impa- 
nied by Jisiurhing crackles and ptips that can he heard for hundreds of yards 
in every directitm. He casts spells from the elemental fire and healing 
spheres and the elemental fire schm>l 


AC MV 24: 2%; TIiACO -9; ^AT 2 

MR 50%;SZU 

Str 20 . Dex 2 h C 2 on 21 J est 21 , Wis 19 , Ch a 17 
SrelU P: 12 / 11 / 11 / 10 / 9 / 9 / 8 , W: 7 / 7 / 7 / 7 / 7 / 7 / 7 / 6/6 
Saves PrDM 2 , RSW h PP 4 , BW 4 , Sp 4 

Special Att/Def: KtJSsuth is considered a natis e of the Prime Material 
Plane in any crv^stal sphere he appears in s<» long as fire can naturally exist 
in that sphere. This makes him immune m the adverse effects of such spells 
as iiiui-iungic sfiell, proteetkm from ei'il/gtiotl. and hoJx leord tin creatures frotn 
other planes. He aUi ha.s rotal immunity to any spell that causes damage by 
fire flame arrow, flame smke, etc.). 

Each flaming tendril of Kossuth’s avatar form cur.s through all magical 
or nanirai re.sistanccs tc^ fire, including rht/ire .'t/iicH spell In addition to 


his flaming fist attacks, Kossuth can atst> send out a blazing wave of heat, 
inflicting I0d4 points of damage to all creatures within 120 feet; a success- 
tul saving throw' vs. breach weapon reduces this damage by half. Those 
who gaze directly upon Kossuth must make a successful saving throw' vs. 
spell at a -2 penalty each round they do so or be subject to the effects of a 
/fre charm spell. 

KiYssuth cannot cross bodies of water or nonllammable liquids w'ider than 
he is (20 feet) Kossuth can leave a field of battle or the Prime Material 
Plane at any time by spending two rounds merging with a large fire. 

Other Manifestations 

Kossuth has manifested sporadicaliv in the Realms, but much mivre fre¬ 
quently than the other elemental lords. Any significant blaze is viewed as a 
manifestation of the Flrelord by his faithful The followers kif the Tyrant 
Among Fire report seeing their lord amongst the flames of every hurning 
hutlding. Needless to say, this has done little to endear them to the residents 
ol such buildings. (More time.s than not, the presence of any lollower of Kos¬ 
suth near a burning building reveals the source tif the blaze.) Kossurh some¬ 
times sends servant creatures from the Elemental Plane of Fire such as fire el- 
ementals, salamanders, fire snakes, efrect, fire hat.s, smoke and magma para- 
elementals, and itzers to do his bidding or aid followers. Slatting a fire suc¬ 
cessfully is always seen as a sign of Kossuth's fa vor, as is successfully forging a 
piece of smithwork. 

The Church 

Clergy : Special ty priests, crusade rs, monks, shamans 

Clergy's Align,: LG, NG, LN, N, LE, NE 
Turn Unde ad: SP: No, Cni: No, Mon: No, Sha: Yes, if good 
Cmnd, Undead: SP: No, Cm: No, Mon: No, Sha: Yes, if neutTal nr evil 
All specialty priests, crusaders, monks, and shamans of Kossuth receive reli¬ 
gion (FaerOnian) as a bonus nonw'eapon prtTiciency, Kossuthan priests are 
strongly encouraged to learn blacksmith. Mind-fighting, and brew'ing in ad¬ 
dition to their required proficiencies. All shamans of Kossuth receive ele¬ 
mental fire as one of rheir major spheres in addition to their normal spheres 
of magic. 

Before the Tune of Troubles, all of the elemental cults had clerics in their 
ranks. Now, only specialty priests remain. Why Kossuth abruprly decided to 
convert his clerics to specialty' priests is unknown, hur the Kossuthan church 
considers it one of the elements of purity within the faith that those closest 
to Kossuth are allowed to concentrate on the spells and activities that arc of 
most interest to their lord. Since the Gods war, the Kossuthan church has 
added several monastic orders and an order of crusaders to the church to fuh 
lill duties in the ranks of the priesthood previously tended to by Kossuthan 
clerics, 

Follow'ers of Kossuth on Aheir-Toril seem to be plotters and schemers in- 
lent on cleanly reorganizing the world as it is into their own vision of per¬ 
fect ion^—through ahrupr and s iolent means if necessary'. 0( all the elemen¬ 
tal cults, Kossuth’s IS probably the most dangerous and unpredicrable in that 
indiv idual churches of Kossuth are led by powerful leaders with a rigid priest 
hierarchy beneath them hut no ultimate authority tither than Kossuth to re¬ 
port to —-and Kossuth does not seem much to care what they do, as long as 
they ht>nor him. Irs priests and its members are quick to reson to violence 
and quick to take offense at the actions of others; the "justice'' of a Kos¬ 
suthan is harsh, quick, and bnitally suited to the offense or the crime. 

Temples ot Kossuth are led by a great miiny proud, deadly, and deter¬ 
mine J individuals, all conv inced that their w'ay is the way. Strict obedience 
is required—or rather, demanded—within the church. Those who go 
against the w'ishes of the ruling priests frequently find themselves tossed into 
a nearby river or lake and effectively excommunicated from the church, 
(Splashing a firikiwcr of Kossuth with water is considered an insult.) 

The priests of Kossuth are organized into two factions: the Tendrils of 
Flame and the Burning Braziers. The Tendrils are those vv-ho operate the var¬ 
ious temples aerc^ Faerun, catering to the fiiithful and preaching the word 
of Kossuth to the masses. The Tendrils perform mosr religious ceremonies 
and see to the observ ance of rituals and holidays. They hold most of the 
ptjwer in the faith and hurl them.selves into regional intertcmple and local 
pt^litical (rays, generally making themselves famous or infamous near their 
temples. 

The Burning Braziers, also kniwvn as the Brazier Brigade by critics of the 
church, are the adventuring arm of the faith. These frequently emhirtered 
priests are often former members of the Tendrils who tell out badly in a po¬ 
litical squabble in their former temples. They venture forth out into lands 
that have nvit seen the "wi.sdom of Kt.TSsuth," often leav'irig burning buildings 
in their wake. Preaching the word of the Tyrant, they discover new areas 
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that are ready co accept a church of Kossurh, (Pragmatically, most folk 
would say rhat they look for areas ripe for the picking—those with weak 
leadership or little protect ion j 

Novice Kossuthans are referred to as rhe loghtle?is, Ufnm taking the Oath 
of Firewalking, they become full priests and are known as the Promised, In 
ascending order of rank, rhe titles in general use by the Promised are: Torch 
of the Faith, Righteous Flame, Devoted Bla^e, Zealous Pyre, Pillar of Flame, 
Fury of the Faith, Flamehrothcr/Flumesister, Inspired Forge, Numinous 
Bla-e, Most Fers'id Fire, and Eternal Flame of Kossuth. Speciaky priests of 
Kossuth are kntiwn as firewalkers. Monks of Kossuth are known as Faithful 
Flames* 

Kossuth's priests are organized into temples. Each teatplc is led by an 
Eternal Rame w'ho is a specialty priest* Under the Htermd Flame are three 
Mcfet Ferii’id Fires, and under each of them are two Numinous Blazes. Under 
each Numinous Blaze is one of every other rank of clergy member dowm to 
Devoted Blazes, A temple has as many priests of Devoted Blaze rank and 
below* novices, and members of the laity as it can support, with the break¬ 
down of numbers of each rank of priest being as equally divided among the 
Zealous Pyres as possible. Progress thriiugh rhe ranks is through experience 
until the rank of Devoted Blaze, and then only through the recommenda¬ 
tion of two higher-ranking priests when an opening occurs* Pmmotions are 
always ctmflrmeJ hy the temples Eternal Flame, who may negate any pro¬ 
motion or promote aityone to any p<isition as she or he wishes without (ol- 
lovving normal pnxedure (within the limits of rhe numbers of each rank of 
priest allow^ed in a temple). In primitive or nomadic societies, Kossuth is 
served by shamans who are allied to no particular temple but held in great 
a'spcct by their communities, w^hich usually fear them. 

Shrines and temples of Kossuth are alw'ays made of hard stone, ceramic, 
and metal so as to withstand the hnrrcsr natural blaze and most magical 
ones. Most are rather solid and bLicky in general leel with st>aring central el¬ 
ements or columns to give the impression of huge bonfires blazing up from 
the tloi>r. All are well lighted at all times. Gems and precious metal usually 
encrust most surfaces of the sanctuaiy' hut are sparsely distrihuttHl elsew here 
50 as to enhance the sumptuous effect of rhe holy sanctum. 

Dogma: The rcachings of the Kossuthan religion on Toril are built 
around an a.ssuinpiion that those tit lo succeed will do,so and that the faith 
of Kossuth is innately superit>r to other fairhs* especially thoM! of the other 
elemental lords and parrieularly lo that of Istishia. (Tlie Istishian and Kos- 
suthian churches hate one another.) Fire and purity arc one and the same: 
the stitoke puKliiced hy lire is created by the element of air in its jealousy and 
through the impurities of the marcTia] being cleansed hy the flames. Tlie dri¬ 
ving iorce in the Kossuthan church is ambition, and rhe reward of ssuccessful 
:imhuion is power, Kossurhan doctrine also speaks of the inevitahiliry of 
change to a higher stare being accompanied by difficuky and personal pain 
of tme Type or another. '*No pain, no gain" is most Jefinitely a Kossuihan 
senrtmenc. 

Novices in rhe Kos.suthan fault are charged as follows: “Tl'ie eternal Kos¬ 
suth sends his pure fire to cleanse u.s all and temix-r tuir s^>iils ro a more pure 
state. Expect ro he tested and strive to rise to rhe challenge* no matter what 
difficulty or pain ir brings you* Follow [he Promised ahtive you, for they have 
pnn en their worth and achie\'ed a higher state which you too can find in 
KrisSLith's service. Find the true vision, rhe final goal of your lile, and pursue 
it utterly. Gis e ytiurself totally to the cause, ami it will rerum eternal rewards 
to you. Guide the reeming masses to the pure light that is Kossuth ,so that he 
may reforge all life ittto its essential form, and complete order and hamiony 
will follow."' 

Day-to-Day Activities: Tending to the fires of the church and making 
sure rhat they never go <.iut is a j^ib for the Lightless, Other members of the 
church of Kossuth plan ceremimies (weddings, funerals, fire-w^alking), in¬ 
struct novices, tend to rhe day-ro-Jay grow'th health and wealth of a temple 
and its clergy mcnihers, and pursue promotion, promotion, promotion. 
Being the leader of a temple meaivs that a priest can finally do what she or he 
wants to, rather than, whai his or her superit>rs say. Most priests become ad¬ 
dicted to the desire lot jxnver this atmosphere breeds and grow intti small* 
power-hungry tyrants pnme ri> unscrupulous lx-ha\lor ami to os erteaching 
their limits. Though this may mir bn the path Kossuth intended for his faith¬ 
ful, he speak.s not a word against it. Most temples, led hy power-hungry' Eter- 
nut Rames. pursue goals of conquest, land acquisition, wealth, ami rulership, 
making alliances w ith w hoever is nio.si expedient to rheir goals but con¬ 
forming to a strict and ptxnihar code within [heir t>wn ranks. 

Holy Days/fmporlant Ceremonies: The Chith of Firewalking is an in- 
cnHliictory’ initiation that all priests of rhe laitli must undergo in order to he 
gTzanted first-kwel spells, As a priest rises in level, his faith continues ro be 
tested by these lire-walks* 


The faithful must pray to Kossuth each day at sunrise and at highsun be¬ 
fore taking rheir meals, thanking him for the hidden fire of life energy that 
bums in all things. Other than this daily ceremony, the church observes two 
personal ceremonies and each temple holds a yearly festiv^al. 

Tlie Oath of Firewalking b a solemn oath taken when a novtcr becomes 
a priest. The strength of this promise b tested when it is first taken and again 
when a Kossuchan priest rises in rank by a walk over burning coaU. The 
ctxils become horter and the walk longer with each Firewalk. How Kossuth 
or his senior clergy meml.’iers know' what is in the hearts and minds of those 
taking the test is unknowm, hut Kossuthans with doubts or who are .secretly 
plotting against their temples (for instance} are often horribly burned by a 
Firewalk or die on the coals* while priests who are single-minded m rheir pu- 
rirv’ of purpose and loyalty walk unscathed* 

The Unity of Fire is the ceremony that Kossuthiin specialty priests un¬ 
dergo that allows them, upon reaching a certain level of skdl, to call tordi 
fire elemental I rom the Elemental Plane of Fire, The cerentt^ny is preceded 
by a day of con,stant chanting and prayer, after w'hicb the elemental is sum¬ 
moned. When the elemenial answ'ena, ir is given a gift of food prepared hy 
die hand of the ticual celebrant and a coffer of w'orked copper or other pre¬ 
cious metal lull of coins, gems, and jewelry to carry back to Kossuth w ith the 
good wishes of his faithful* 

On the hirrhdate of rhe Eternal Rame of each temple, that temple hotJ.-i 
a festival* The Eternal Rame invites Kossuthan high and senior priests ftom 
other temples, local and foreign dignitaries, and others whom she or he k-- 
lie\'es the temple will benefit from hy currying favor with. These pev^ple are 
pampered, given special gilts, and courted to become lurure allies of the 
Eternal Rame and tlie temple. 

Major Centers of Worship: The Kiissurhan church frequently biiUds its 
holy shrines near large sources of fire* such as volcanoes, or in hot* arid areas* 
such a.s de.serts* hut nvjst often builds its large temples in cities and countries 
of sub.stiintial sire (rhe better for them to he used and later conTrolleJ). The 
village of Lundeth in the Anauroch desert is a popular Jesitnation for the 
iViithlul of KtKSsuth. Of course, die largest temple to Ktissuth in Faerun is the 
Flaming Brazier in Bezantur in Tiiay, home to tlie Red Wizards* w'ho have 
much respect for the Tyrant Among Ft re. 

Afriliated Orders: The Kos.surhan monastic firders are known ^is the 
Disciples of the Phiienix (good-aligned), the Brothers and Sisters of the Pure 
Flame (neutral-aligned), and the Disciples f>f rhe Salamander (ev il-aligned). 
They arc very' insular orders wlio maintain abbeys composed of monks of 
only one order and who have very rigid traditions of scholar-ship anil martial 
prowess. Each order has peculiar taboos applying to the behavior ol its mem¬ 
bers that date to the founding of the order. 

The crusiiding militan' order of Kossuth i.s rhe Knights of the Fire L>;ike* 
This order’s members guard the holy sites of the faith* lead the faith's nu¬ 
merous hilly campaigns, and pro\ ide personal prtiiecrion to Eternal Flames. 

Tlie church of Kosstith also has many affiliations wirh the Red Wizards of 
Thay, since many Red Wizards arc Kossuthans. A number of zulkirs work 
w ith rhe church and rhe church w ith the zulkirs in endless power plays 
within Thay and in prepara lion for Ciinquesr heytind Thay’s borders. 

Pric.stly Vestments: Those who follow rlie Tyrant Among Fire dress in 
light robes ot red, crimson, and orange* The use of armor w hile paiticipaling 
in a ccaNTiiiny in a shrine or temple is forbidden to all priests except those of 
the Order of the Fire Drake, Tlie flame t>f Kossuth is Wiim as a holy symbol 
and is usually formed o( a ruddy gem (often llamedance) enchanted to glow 
with an inner lire rhat is set into jewelry. Embroidery depicting flames of 
I'arious hues is a popular decoration to ceremonial rohe.s. and the decora¬ 
tions gnnv more elaborate and expensive with increases in a Kossuthan 
priest's rank. 

Adventuring Garb: Reds and crimsrms are rhe favored colors of the 
Braziers, though they wear whatever c!<nhing is appropriate in style to their 
current location. Priests arc allowed w w'car up to chain mail and sliielJ in 
the field, akhimgh magical protections are preferred. Most Kossuthans are 
e.xtreincly li>nd of magical items that Jo loud, flashy, sudden, and brutal 
damage* and display [hem prominently in an offensive posture at the drop 
of a har. 


Specialty Piiests (R re walkers) 


Reql’irements: 
Prime Req: 

A comment: 
We AIX ink: 
Aicmcir: 


Constitution 12, Wisdom 12 
Constitution, Wisdom 
LN*N, LE 

All blutlgeoning (wholly B) weapons 

All armor types up to and including chain mad and 

shield 


KiAjtjR Spheres: All, Elemental fire* combat, healing, summoning* sun 
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M[NOit Spheres: Divinntion, elemental air, ekmenral earth, protection^ 
war 

Magii'al Items: Same clerics, except forbidden from using magical 
items with wacer^based or underwater effects (fielm 0 /urr- 
licrtcafcriJCfion* clbaJc nf ihe mirma ray^ etc.) 

Reu. PutiFS. Fire-building 

Bonus Profs. Survival (pick one from: w-oodland^ desert^ steppe^ 
mountaiiit or tropical) 

• Gold elves, moon e|ves» half-elveii c>f either gold elf or moon elf desceni* 
fire giants, and neutral or evil gnomes (rock gnomes) may be ft re walkers, 
although elf sticiety Itxjks w^iih disdain upon such a career for an elf or a 
hnlf-elf and gnome s^Kiety regards gnome firewalkers w'jfh suspicion. 

• FirewaIkers may cast w 1 zard spells firom the elementaI fire school in addi- 
tion to priest spells. These spells are casr as if the firewalker w'cre a mage 
of the same level. For example, a kddevel firewalker casts wizard spells 
as a 3rd'level mage. Firewalkers pray for their wrizard spells instead of 
studying to memorize thcm» and chosen wizard spells replace priest spells 
piHentiaily available for use that day. (In other words, the wizard spell oc- 
cupies a priest spell slot.) Firewalkers gain access to Srh-level wizard 
spells at I6th level and '‘>tlvievel wizard spells at 18th level. A firewalker 
must have a Wisdom oi 18 or higher and an Intelligence of 16 to gain ac¬ 
cess CO the 8th level spells, and a Wisdom of 18 or higher and an Intelli¬ 
gence ol 18 to gain access ui the 9th'levcl spells. If a firewalker is able to 
gain high-lev el w izard spells, everj.'^ 8ch-level spell prayed for occupies a 
6ch'level priest spell slot and every 9th-level spell prayed for tKCupics a 
7ih-level priest spell skit, Firewalkers are always able to read elemental 
hre spells tin scrolls or in wizard spellhtxjks as if they knew r^ad magic (hut 
studying spells from a spellkiok is useless to them). No more than chrec' 
cluarters of a firewalkers total number of spells available (round down) 
can he taken as wizard spells. 

• All firewalkers gain a +2 honu.s to saving throws vs. the harmful effects of 
fire-and heat^related spells and fier>' breath weapons. 

• At 3rd level, firewaikers are immune to harmful effects from brief con¬ 
tact (less than five rounds) u ith nonmagical fire. 

• Ac 3Td level, firewalkers gain the ability to cast biiming JiaTiiis (as the Ist- 
level w^izard spelt) once a day. 

• At 5rh level, firewalkers can summon one 8-HD fire elemental once a 
day. This elemental remains under the ctmtrol of the firewulker for one 
hour and cannot he taken control ot by another creature. If the sum- 
moner is killevi or struck unconscious, the summoned elemental gties on 
a rampage, attacking everyone in sight except its summoner until its 
one-hour time limit upon the Prime Material has elapsed. It is imptirtant 
to note that the elemenral summoned is nor a servant of the firewalker, 
hut rather is kx^ked upim as an agent of Kossuth that is to be respected. 
The ability to summon an elemental is granted once each day when fire- 
walkers receive their nom'ial complement of spells, 

• At 7th level, the glory ot Kossuth partially shields firewalkers from the 
harmful effects of magical fire and flaming breath weaptins. All damage is 
ctJtnputed with a - I on the roll of each die. 

• At 7th level, firewalkers gain the ability to cast/ir^bali (as the 3rd'level 
wizard .spell) once a day, 

• At 9ih lev el, firewalkers gain the ability to cast /ire charm (as the dth- 
level wizard spell) once a Jay. 

• At yrh level, firewalkers can summo'n one 12-140 fire elemental once a 
tenday. All the same conditions apply a.s for suinmtinitig an S-HD fire el- 
ementai, 

• At I 3ih level, firewalkers can summon une I6-HD fire elemental once a 
tenday. All the same cteditions apply as for summoning an 8-HD fire el¬ 
emental. 

■ At ] 5th level, firewalkers can mov'e through the Elemental Plane of Fire 
withiiut neevi for kHjJ, water, or air. 

■ Firewalkers wbi> work together can .summon an elemental of greater Hit 
nice than they woukl i^therwise he ahlc tii do akune. For example, a 5th- 
and 9rh'level priest could summtvn a 16-Hn elemental. As long as both 
summoners remain alive, the elemental remains iinJcr their controil for 
tjne full liour. li one of the suinmoners is killed or struck unconscious, the 
summoned elemental goes on a rampage, attacking everyone in sight 
until its one-hour time limit upon the Prime Material has elapsed. It 
then retum,s to the Elemental Plane of Fire. TIte participants in such a 
c<imbined sumtnoning attempt must abide hy rime restrictions for kirthcr 
elemental sumtmining apptutioned hy their levels. In the above case, the 
5th'level priest would hav e .summoned his S-HD elemental for rhe Jay 
and the 9rli'level priest wmild hav^e summoned her 12-HD elemental for 
the tendav. 


Kossuthsn Spells 

1st Level 

Banish Flame (Alteration) 

Sphere: Elemental Fire 

Range: lO yards/level 

(Tbmponents: V, S 

Duration: Instantaneous 

Casting Time: 4 

Area of Effect: A cube 10 square feet on a sido/level with a maximum 

size of 90 square feet on a side 
Saving Throw: None 

This spell instantly snuflfe all flames of a nonmagical nature within the area 
of effect. Burning items are not destroyed and may be relit if antither si>urce 
of fire is applied to them. Burning items within the area of are snuftai 
evert if they are in any son of normal container that would protect them 
from wind or water Magical flames of a continuous nature are extingutsheJ 
tor one round and then relight. Flaming breath weapons that enter the area 
of eftecr during dre same round as the spell beast hav^e their damage reduced 
hy 1 pt>int per level of the spellcaster. Ug#i£, coniiniia/ liglit. and other similar 
spells are unaffected by bemb^i /kme. 

Lathander 

(Mominglord) 

Greater Power of Elysium, NG 

Portfolio: Spring, dawn, birth, renewal, creativity, youth, vitality, 

self-perfection, athletics 
None 

Eronia/Mt )m i nglory 
None 

Chaim tea, Gond, Silvanus, Tymora, Lurue the Unicorn, 
Tyr, Torm, llmatet, Sune, Hiira, Selunc, Oghma, Milil, 
Deneir, Mielikki, Eldath 

Cyric, Tallis, Shar, Moander (now dead), Bane (now 
dead), Bhaal (now^ dead), Myrkul (now dead), Ihrandul 
(now dead) 

A dbk of rosy pink hue 
LG,NG.CG,LN,N, CN 

A jniwerful, exuberant gixl, Lathander (Lah-THAN- 
der) is known as the Commander of Creativity and 
the Mi^niinglod, When Lathander is depicted, he is 
most often shown in a form similar to his avatar (see 
below) or as a mist of glovving, rose-colored swids 
with tw'o golden eyes at the center. As the gvid of be¬ 
ginnings, Lathander traJitionully receives prayer 
from many inhabitants of Faerun at the start of a 
journey or endeav tir. Lathanders name is invoked to 
seal alliances and start new ventures or companies. As a result, the god is very 
popular among the merchant classes. Tliough depicted as young. Lathander s 
noble bearing and demeanor serve him well among the nobility, who also 
fav^or his worship in many places. Because he enc<iurages his cierg\^ to strike 
our and start new shrines and temples all over Faerun, Lathanders broad- 
based popularity is rounded out |iy the many peasant folk aided hy his derg\\ 
Lathander has a reputation for being svimetimes overly enthusiastic, 
slightly vain, and given to excesses, all ilaws very common among the 
yvxing. He is also eternally optimistic and doggedly perseverant. His alliance 
with Chauntea serves them both well, since his interests in birth, nurture, 
and vibrant life dovetail well with her ixirtfolio. The churcheij of Chauntea 
and Lathander have only grown closer since the Time of Troubles, and ru¬ 
mors hold that Ltthandet has been courting the favor of the Earth mother 
romantically as well as ptilitically. 

Uith^inder K Avi^Uiv {Fighter 36, Cleric 25) 

Lathander appears as a golden-skinned athletic male of exceeding beauty 
who has just (iilly enterevl early manhixHj. He wears noble robes constructed 
m the colors of the Jawm, carries himself proudly, and dresses in the finest 
golden plate armor if attending to matters that might turn violent. He has 
access to all the priestly spheres of magic. Spells he casts from the sun sphere 
have triple normal effect. 

AG -5; MV 15; HP 2M' THACO -10; ^AT 5/2 

Ding Ki6+I5 or -i- lS (/(HaTruin’s tnoLV +9 Str, +2 spec. Kaiiis in ftKitmans 

mace) 


Aliases: 
Domain Name: 
Superior: 
Allies: 


Foes: 


Symbol: 
WoR. Align 
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MR 80%: SZ L ( 10 feet) 

Str Zl. E>ex 20, a>N 24. Jnt 22. Wis 18. Cha 25 

SpelkPill/ll/lO/lOy^/a/4 

Savej PODM 2. RSW 5, PP 4. RW 4, $[> 6 

Special Att/Defj In battle, Lathander bears Daumspeijlier, a/outmun’s 
mace +i. In his bands, Daumsfieaicer aitromatlcaily destroys all undead crea- 
i tures who are affected by sunlight and Joes +6 damage to other evil beings, 

i In the hands of another, it works as a nictce of drsniptitm +3. On rare txica- 

sions, LathanJer has been known to loan Daums|ieaker to those people or 
quests he deems worthy. When the need for its presence is over, ir teleports 
to him. Whenever be wishes, Lathander can create light equal to sunlight 
over an area 10 miles m diameter for up to an hour, whereiqxjii he cannot do 
this again until two hours have passed. Lathander abo auuvmatically dispels 
all magical darkness that he touches in any wav, He can also dispel all magi- 
’ cal darkness within 120 yards with a thought. Recausc of his dominion over 
the dawn, light- hear-, and fite'ba>eJ attacks cannot harm him. Because of 
his alliance with Chauntea. no plant, sentient plant, or plant-based attack 
can hamt hint either. 

Other Manifestations 

Lathander manifests his power as art intense rosy radiance surrounding the 
bodies of those he favors. Lathanders radiance also appears around objects 
to indiaite special qualities about them and at confusing or dangerous junc¬ 
tures to indicate a safe or preferred path. Tit is radiance causes those people it 
surrounds to be healed of all wt>unds, purged of any ^.liscases, poisons, foreign 
objects, afflictions (including lycanthropy, feeblemindedness, insaniU', and 
bImJness), magical or psionic compulsions, /cut. and curses. Tlie radiance 
alsti telekineses people for short distariccN to get them out of harm's way. 
(They may be lifted out of a trap or out of the reach of enemies.) 

The faithful of Lathander whi> are surrounded by the nidiance also re¬ 
ceive a brief message of st>nie type from Lathander to guide tliem. Others 
may receive similar impressions if Uithander desires. It the radiance appears 
around a corpse t^f one of rhe faith, resurrection survival is auromaricaliy 
^ successful while the radiance i.s present- 

Finally, Lathander stimetimcs uses robins, sunpeact>cks (animals be fa¬ 
vors for their plumage), sunpeacvxrk fearhcr.s, butterilie.s, and aster blossoms 
as signs of his presence or fa vt ir. 

The Chtjrf:h 

ClEiroV: Clerics, specialty priests, crusaders 

Clerov S Ai.KiN.; LG. NO, CG. LN 
Turn Uni>eao: C: Yes. SP: Yes, Crur No 
Cmni>. UNOEAn; C: No. SP: No. Cm: No 

All denes, spectaity priests, and crusaders of Lathander receive religitm 
(Faemnian) as a bonus non weapon proficiency 

Wealthy and popular, the church ot Lathander has opulcnl temples 
throughout the North, some of which push hack the borders of gtxij taste, as 
well as less audacious and more serviceable structures in most towns and 
cities and dotting all of Faerun. The main room of a temple faces east and is 
open to the hort-t>n, at least in part, so that the faithful can see the dawn. 
Tlte high priest or prie.stes.s of a .shrine or temple is often called a prior or an 
abbess, althtaigh titles vary^ ihroughi>ut the church. 

Specialty priests ot Lathander call themselves morninglords. Clerics of 
Lathander call both Themselves and their specialty priest im<\ crusader 
brethren daw n priests, igTiorirtg aity tliftereiice. Abi>ut 35% of the organized 
priesthood are specialty priests; the remainder are clerics or crusaders. A 
larger numK‘r of the adv'^enturing priests who seix'e the MotninglorJ are spe¬ 
cialty priests. 

The Lathanderian religion has no overarching hierarchy frtsm church to 
church and no central aurhi>rity. Wheit issues cif Jiicfrine or policy Ci>me up 
that must he decided upim. a ctinterence is called at the church who initially 
presented the prohlem for consideratitin, and the issue is resolved. Regard¬ 
less of rank or experience level, each LathanJerite priest is cimsidereJ the 
m;ister of the temple, shrine, or parish she or he is respcuisihle tor no matter 
the number of priests staffing rhe facility under hiiii or hen 

Novices in the LaihiUKlerian faith are called the Awakened, and they 
gain the title of Dawnhrtnger upon heconuiig full priests. In ascending order 
of tank, the titles in general use hy the Dawnbringers are: Dawngreeter. 
Dawnlttrd (the church dt jes nor use feminine form of titles often). High 
Dawnlord, Dawnmastcr. Morninglord, High Mormnglord, Mornmastcr. 
High Mom master, and Sunrise Lord. 

Dojima: Tile cluirge given to most novice pt^ttiianis to the faith of Latlv 
anjer is: "‘Strive always leu aid, ro foster nenv hope, new' ideas, and new' pros¬ 
perity for all humankind and its allies. Perfect thyself, and guard ever against 


pride, for it is a sacred duty to foster new growth, nurture growing things, 
and work for rebirth and renew'al. Be fertile in mind and body. Consider al¬ 
ways the consequences of thine actions so thar the least effort may bring the 
greatest and best reward. Wherever you go, sow seeds of plants, tend the 
growing things you find, and plant seeds of hope, new ideas, and plans for a 
rosy future in the minds of all. Whenever possible, see each daw n." 

Lathander‘s dogma is filled with stories of optimism and perseverance, it 
is importanr to feel good about an upcoming event or else it wall naturally go 
awry through negative thinking. Favorire sayings of Lathander include: 
'Ttom death, life," "There is always another morning," and "In the dawn, 
beauty reigns, and the way is clearer." Far more importance is placed tin act¬ 
ing in the service of Lathunkier by helping, encouraging, and aiding than in 
strict adherence to rituals, rules, and the dictates of superior clergy. This 
practical philo,sophy is shared both by Lathander and his senior clergy. 

Death is considered a reward lor the clergy, since they are "going to Lath- 
ander" in the afterlife. Mt>st clergy ate not raised unless they are needed to 
complete a task. 

Day-to-^Day Activities: LathanJerites seek to build anew, encourage 
the rebirtli of harren areas and mote productive grow'th in cultivated lands, 
drive our evil, and either restore civilization to heights it once had or lead it 
to new' dizzying heights of interracial harmony, ctwperatikm, and pursuit of 
the arts and progress. To do this, they battle monsters to nurture civilization; 
they plant seeds and new seedlings, they encourage and aid adventurers, 
travelers, traders, and pilgrims as the harbingers of culture; and they recover 
lost magical items, pieces of literature, and works of art. LathanJerites study, 
restore, and attempt to duplicate, emulate, or expand upon these reerwered 
items and w't^rks when possible. 

Temples and shrines also spons^ir athletic events and coinpecitioiis where 
people of all classes and races can strive together in nonhiKtile competition 
in wrestling, distance rhri>wing, target archery, running, jumping, horseback 
riding, or any of a number of other noninjurious sports. Other competitions 
sponsored by Lathanderian churches arc for honors in rhe literary and fine 
arts. Such competitiLm.s arc usually for a prize, which may he money, a spe¬ 
cial item or piece of art. or even a work wTitten about the victor by a fami>us 
poet or artist. Winning a cianpetition s|xinsored by the l^thanderites brings 
great status in certain circles. 

Temples and shrines of Lathander provide aid to adventurers and com¬ 
munities in their area as long as such aid is returned in gcxxl faith. Priests of 
Lathander try tirelessly to encourage those of gixxl alignments to the mvire 
dedicated w'orship of rhe Mominglord if they are not already Latha tide rites, 
but they do not irisist on conversions or withhold aid if they are refused. 

LathanJerites are expected to make regular iifferings of ideas, inventitsns, 
coins, JbeovereJ artifacts, or kxid to Lathanderian temples and shnnes. 
Much more ^ aluahlc offerings such us magical items or quantities of gold are 
demanded of nonbelievers in return for special sers'ices like rescue missions 
or raising from the dead. 

Holy Days/Important Ceremonies: As may he surmised. miJSt cere¬ 
monies i,)f Lirhander are held at dawn. Actions t.iken and contracts agreed 
to at dawn are considered blessed by the god. Marriages held at LathanJer- 
ian teti\ple;j or shrines at dawn are considered especially blessed anil so dawn 
is w hen the church mkist i^ften holds such serv ices, even if they are inconve¬ 
nient for visiting guests. Funerals consist of a solemn, candlelit ceremony 
called the Going Dowm. This cercmi>ny is followed by a wake that lists until 
dawn prayers. Funerab are not held for thiise who are to be raised. 

Tile most important ceremonies of vviirship are the daily prayers to Lath- 
under at Jaw'n. often held outdoors or where the dawn can be seen.This rit¬ 
ual is followed in importance by the twilight devotions. Some temples and 
shrines also add to these two daily ceremonies an optional prayer and song 
to Lathat'ider at highsun. To the.se daily devotions are added special prayeri 
said when tifferings are pre.senteJ at the altar and w'hen priests call on Lath- 
anvier for guidance or aid. Tltese ceremonies are all joyful, but dignified, and 
usually involve prayer, stmg. and ritual drinking of w'ell water touched Ky rhe 
dawn. On special occasions, vin Midsummer morning, and on the mornings 
of the vernal and autumnal equinoxes, priests of Lathander perform rhe 
Song of Dawm, praising Lathander with a Mend of vocal harmonics and 
counterharmonies of beautiful complexity. 

Major Centers of Worship: The Spires of the Morning in WaterJeep, 
headed hy High Radiance Ghentilara, is the largest and prohably most opu¬ 
lent of LathanJet's temples. Tlie Tower of the Morning in Tclpir, run by 
High Radiance Durneth Seafarer, is rhe second most prominent of his 
temples, ihoLigh tnuch simpler in design than the Spires of the Morning, 

Affiliated Orders: Tire church of Lathander has a k nightly order of pal¬ 
adins, crusiiders, and fighters known as the Order of the Aster. Members of 
this order protect temples and shrines, serve to lead large military' groups 
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levied as needed to sena- the church* and roam the land seeking ro do good 
in Lathander's name and promote his worship. Individual temples and 
shrir\es of LathanJer do not usually maintain standing milltar^'^ forces of 
substantial size due to their cost, although they often retain warriors and 
members of the Order of the Aster to guard their establishments in num- 
I jets that each temple decides are appropriate and affordable. 

Priestly Vestments: Priesrs of Lathander dress in bright long-sleeved 
robes of yellowy red, and pink. These are often called “sun robes." Those 
priests with their own temples have their robes trimmed with ornately 
crafted gold ribbons, A sunburst headpiece* worn toward the back of the 
head Co emulate a rising sun or radiant sunpeacock, completes the ceremo^ 
niai garb. The ritual robes used at many rural shrines arc simple cassocks 
with a color scheme by rank. Novices and postulants wear brown; adepts 
and underpriests msset and crimson. Senior priests wear scarlet, and 
subpriors and those of higher rank wear rose-red. The leader of the temple 
or shrine wears w-hite. Holy symhijis of Lathander are often made of painted 
wood, cut from rose quart: or similar minerals, or enchanted to radiate a 
dim, pink glow. 

Adventuring Garb; Adventuring clerics usually wear more utilitarian 
garb, but prefer reds and yellows, to the point of tinting their armor those 
shades. Most priests of Lathander favor chain mail, and often the only ob¬ 
vious mark of Lathander they bear is a rose-red circle on their shields and 
helm brows, 

vSpecialty Prit:sts tMorn]rv.^ltjrds) 

Requirements: Wisdom 14, Charisma 12 
Pwime Req,: Wisdtmi, Charisma 

Aluinment: NG 

WEA PQNS: Same as c I cric s 

Armor; All armor types up to and including plate mail and 

shield 

Major Spheress: All, asrnd, charm, creation, elemencaL healing, necro¬ 
mantic (resti^rative forms only of reversible spells), 
plant, thought, sun, wards, weather 
Minor Spheres: Combat, divination, guarJian, time 
Macucal Items: Same as clerics 
Req. Profs: None 

Bqnus l^ROFS: Fkk two: appraising, artistic ability, carpentry, ctxiking, 

juggling, leatherworking, m isical instrument, and pottery^ 

• Morninglords turn undead creatures at four levels higher than their 
listed level if the undead is affecred by direct sunlight. Incelligent un¬ 
dead such ijs v'antpires kntm' about Larhanderian specialty priests and ei- 
rher avoid direct conflict or act to remove the threat they pose as 
quickly as pt.jssible. 

• Mominglords are able ttj creare /igftf (as the 1st-level priest spell) three 
times a Jay. 

• At ^rd level, momtnglorJs arc able to cast fdt'rie fire (as the 1 st- level 
priest spell) tjnee per Jay. 

• AI St h level, morninglords are able ro casr simroe (as the ^rddevel 
priest spell) imce a day. 

• At 7rh level mominglords are able to Cbist Nwm of Lic/tauder (as the 4th- 
level priest spelt) i>nce a day. 

• At 9ih level, morninglords are able to cast /uhe ikiuTi (as the 6[h-levtl 
pries: spell) once a day. 

• Mttrn mg lords gain a +2 base bonus when using the appraising* artistic 
ahiltty. carpentry, coiiking, jugghng, leatherw[>rking, musical instru¬ 
ment, or potrery non weapon proficiencies. Additional nonweap<m pro- 
ticiency slots devoted to these profictencic-S increase the proficiency 
score normally, 

• Morninglords convey a +10% bonus to the resurrection surviv^al check 
{if any being upon w hich they ca.st mise lieuJ or resi^rrccttnn, (The resur¬ 
rection survival score cannot, however, exceed 99%.) 

I .;ii liiini l(;i f:in Stiulls 
I si l.rv id 

Rosemantle (Alterntion* Neemmancy) 


Sphere 
Range; 
Compoiwnts: 
Duration: 
Casting Timer 
Area of Effect 
Saving Til row 


Protection 
Touch 

V s 

2 + ld4 rounds 
4 

k^ne living creature 
None 


This spell causes the affected being (who may be the caster) to glow with a 
soft, faint, rosy radiance. Until the spell expires or is dispelled, the spell re¬ 
cipient moves and hi net ions with the same freedom a ring of free action 
grants and is temporarily released from any negative modifiers or activity 
restrictions due to naturally or magically induced pain, nausea* fear, or 
venom effects. (The effects of venom are suspended by the spell, but not 
negated or lessened in any way,) 

2 nd Level 

Rose touch (Alteratton) 

Sphere: Protection 

Range: Touch 

Components: V, S 

Duration: Permanent 

Casting Time: 5 

Area of Effect: Object totiched 

Saving Throw-: None 

This spell causes the caster's hands to glow with a bright rose-red radiance. 
At any time after the spell is cast until the priest casus another spell loses 
conscious ness, goes to sleep, or dies, the caster can choose to mend any 
one item. The item cannot be larger in volume than the caster's body. 

The item must be touched by the caster, who must deliberately choose 
to affect it. The object may have been once living or even be prase kJy liv¬ 
ing. When used on a living being* ro.retauch closes gaping wound.S”even 
over a foreign object’—and closes off veins and arteries to prevent further 
blood loss, hut cannot restore lose hit points, life force* or functioning t>r- 
gans, nor knit together severed limbs. 

As the item is mended* the rosy glow pulses brightly, surrounds the 
item* and then fades. At the end of the round in which the roseiuwcli is be¬ 
stowed* the item is whole. 

Tills .spell IS often used to mend broken weapons or cools. Although it 
cannot restore the dw^eomer of a broken or expended magical w-eapon. its 
physical repair work is permanent and cannot he dispelled. A W'eapon that 
has been roserouched gains no attack or damage bonuses, but C{>unt> as a 
magical weapon for puryitjses of w-hat can be hit by it for 1 round per level 
of the caster of this spell. 

3rJ Level 

Sunrise (Evocation, Alteration) 

Sphere; Sun 

Range: Touch 

Components: V S, M 

Duration: 1 + 1 d4 rounds iir .special 

Casting Time: 6 

Area of Effect: 5-foot-sphere centered on one being 

Saving Throw: Special 

With this spell, the caster evokes a da::ling sphere of light equal to natural 
sunlight around himself or a touched being or item. All beings in comaci 
with the sphere lose the use of infra vision for 2d4 rounds, which is hah ed 
if a saving throw vs. spell is successful. 

Vampires and other undead, fungoid creatures* and subterranean fungi 
in contact with the sphere suffer 4d6 points of damage, which is halved if 
a saving throw vs. spell is successful. Upon their first contact (tmly) with 
the da^rling radiance* such creatures are affected as if by a con/iision spell 
tm the round following contact. Essentially, on first contact with the radi¬ 
ance* these creatures may continue an attack or fighting actions that bring 
them into the light, hut on the next round they hesitate and are unable to 
attack or take any Jeliherate action. 

Creatures harmed by sunlight arc affected by the radiance as if thev 
were caught in actual sunlight. Undead vulnerable to sunlight receive a 
.saving throw vs. spell to avtiid Je.struction. 

Tile caster of this spell can choose to have it delay and nor take effect 
until a w'orJ of activation that was whispered during casting is spiiken 
again. The spell effect occurs at any later time when the word is spoken 
unless the touched being dies first or is affected by a dispel m£ig?c. In addi¬ 
tion, if the delayed fornr of the ispell is cast on the caster, it may even he ac¬ 
tivated by silent tt>rce of wul! alone; no \vi>rd need he spoken. The spell is 
not affected by other spell casting or magical activity on the part of the 
caster, but its delayed effecE cannot he imleashetl in the same rniintl as the 
caster activates a magical item or casts another spell. 

The material components of the spell are an aster seed and a piece of 
sunstonc (aventunne). 
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4th Level 

Boon of Lath and er (Q)njuration/Stmimoiiing) 

Sphere: 0>mbat 

Range: Touch 

Cbmponenrs: V, S 

Dunitioni 6 rounds 

Casting Time; 7 

Arcii of Efiecr: One being 

Sa V ing Thro w: None 

On the two rounds following the round this spell is cast in, rhe spell re¬ 
cipient receives bonuses of + 1 ot^ attack rolls and +1 on al! saving throws 
and is allowed one extra attack per round- The spell recipient gliws with 
a rose-red radiance during this time of augmented ability. This radiance is 
similar to faerie fire in appearance, but it docs not carry with it the bene¬ 
fits chat opponents would gain when attacking a creature outlined in 
faerie fire. 

5ill Level 

Shield of Lathander (Qinjuratioti/Summoning) 

Sphere; Guardian 

Range: Touch 

Compt>nents: \4 S 

Duration; I round 

Casting Tune: 8 

Area of Effect: One being 

Saving Throw: None 

If the recipient of this spell is unwitting or Linwitling W engaged in corn- 
bar, a successful attack roll i$ necessary' to touch chat being. The spell’s re¬ 
cipient must be touched within three rounds of the spell being cast or the 
spell is wasted and lost. 

SluVy of Lithfirider protects a single couched creature from all damage 
due to purely physical means on the round after it is touched. The pro¬ 
tected being takes full normal damage from spells and magical item dis¬ 
charges, but the physical component of an enchanted weap<m's attack is 
negated. For instance, a kmg sword +2 striking a protected recipient of this 
spell would inflict only 2 points tsf damage (due to its magictil Kmus). En¬ 
chanted weapons lacking pluses cause only I point of damage. 

6th Level 

False Dawn (Evtx:ation) 

Sphere: Sun 

Range: 0 

Qimponenis: V, S, M 

Duration: 1 round/level 

Casting Time: 9 

Area of Effect: ^O-ftuir-radius sphere 

Saving Thaiw; None 

Fiiise tiiu-n calls inns existence a bright reddish light, as if a sunrise were oc¬ 
curring, within the area of effectn Tliis light is bright enough to read by, dis¬ 
pels magical darkness, and persists tor the spelt duration despite any at¬ 
tempts to dispel it or to establish magical darkness in the area. 

All LinJead creatures within a fa/se tkitn suffer 6d4 points of damage. 
Undead creatures are not allowed saving throws against this damage, and if 
it destroys them, their remains instantly crumble and can never again he 
animated to undeath. Aflected undead also act ctinfused (similar to the ef¬ 
fects of a con/usion spell) on the rounil alter ihe/cdse duwTi appears. These 
confused undeaJ beings caniust miwe, launch attacks, or use specific magi¬ 
cal pow'ers of their own volition. 

All creatures using inlrav-ision have it foiled during the false duum and 
lor IJ4 rounds after it ends or they leave its area. 

The caster camiof choose to exempt any creatures within the area of ef¬ 
fect from these effects. The spherical area of effect extends below the 
caster’s gnmnd level and int<i the air aKive him or her. 

This spell consumes a clear-, red- or ye How-hue J gemstone or gemstones 
of not less than 1,000 gp total value that fades away to nothingness in the 
caster’s Ivand, 

7 th Level 

Greater Shield of Lathander (Conjuration/Summtming) 


Sphere: 
Range; 

Components: 
Duration: 
Casting Time: 


Guardian 
Tiuch 
V,S 
1 round 
1 round 


Auases: 
Domain Name: 

Superior: 

Allies: 

Foes: 

Symbol: 

WoR- Align.: 


Area of Effect: One being 

Sa V ing Throw: N one 

If the recipient of this spell is unwitting or unwilling and engaged in combat, 
a successful attack roll is necessary to touch that being. The spell's recipient 
must be touched within three rounds of the spell being cast or the spell is 
wasted and lost. 

Greater sfiieid of Lutkauder protects a single touched creature from all dam¬ 
age—whether magical, physical, orpsionic—on the round after it is tmichcJ. 
The greater skteki also suspends the functioning of any magical geos, tjuest, or 
other comptilsions on the touched being including psionic controls and at¬ 
tacks. Note that protected beings in or placed in damage-taking situations 
during the round of protection (such as pinrted under water, leaping off cliffs, 
or buried under rtx^kslides or collapsing buildings) are not rendered immune 
to damage. On the round after the spell expires, they suffer the full normal 
damage that the situation dictates. Beings can, however, use the round of 
grace given them by thb spell to activate healing or escaping magics. 

Leim (Dead) 

(Lady of the Mists, Mother of l[[uslonists. 

the Guardian of Liars, tlie Mistsliadow) 

Lesser Pow er of Limbo, CN 
Portfolio: Deception, illusion 

None 

Formerly: Limbo/Tlie Courts of Illusion; currently adrift 
in the Astral Plane 
None 

Mask (but betrayed by him), Aiuth 
None 

A triangular plaque of clotidy, sw'irltng gray mists, point 
dow'nw'ard 
Any 

Leira (LAlR-uh)* the Lady of the M ists, was the god¬ 
dess of deception and illusion and the patroness of ib 
lusionists and liars. Few' people other than illusion¬ 
ists saw' profit in misunderstanding and deception, so 
she had few lay worshipers, though many casual wor¬ 
shipers paid her homage to ward her off or placate 
her before important decisions and judgments were 
made. Her true appearance was never known, and 
she was never depicted in (uncensored) religious an, Sw'irling gray mists-— 
sometimes in a vaguely humanoid form—w^ere always shown to represent 
her, and her homed altars framed no image aKive them. She is credited wuth 
inventing the language of Ruathlek, the WTitten tongue of illusionarji' magic. 

l>:spice a fog of counterclaims and declarations, Leira perished shortly 
after the Time of Trtiubles at the hands of Cyric and Mask (in the form of 
Gixhbane). Mask l>etraycd her to Cyric, and the goddess's portfolio was sub¬ 
sumed by Cyric. Churches of Leira still operate, and their priests receive 
spells, hut these are granted by Cyric in the guise of Leira, although the 
Lei ran either do not know' (most of them) or dti not care. 

Leira was an enigma since she covered every thing she did and said with 
layers ol illusion and falsehtxid. She w'as not an actively malicious pow'er, 
hcfwever, and it is known that th<»se few svho managed to visit her realm in 
Limbo uninvited w'ere normally trapped or restrained rather than simply 
being atomized, as is the practice of mo^i evil or impatient powers. She w'as 
apparently content with her small follow ing and had no great and glorious 
plans or ambitions. On a personal level, she seems to have been a very private 
power, and the only passing friendship she maintained was w'ith Mask—w'ho 
treacheniusly betrayed her to her death at the harals of ptwver-hungry Cyric, 
She had a lomial, cixiperative relationship w'ith Amth, patron of spelkasters., 
and w'as disliked by Tyr, who pursues justice rhrotigh tnith. 

Lei m s Avtitai 

(Illusionist 30, Mage 22, Clerk 16, Thief 10) 

The true appearance of Leira is unknown. Most senior clergy members and 
holy wTitings Siiy she seldom looked the same way tw ice, but a recurring fig¬ 
ure in accounts of her dow n the ages was that of a very tall, very' thin woman 
with long smoke-hued hair ant.! robes that exuded misis- Her eyes w'ere said 
to be black, glistening, and very' large — seeming to Kite through any mortal 
and “’see all” (or at least make mortals feel that she did). Leira w'as always a 
dangerous deity to cross, but her deceprion.s w'ere essentiaily capricious, not 
works of malice or deliberate attempts to conceal evil. She liked to tantalize, 
appearing to mtirtals as beings w ho attracted them, and because of this often 
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appeared as a cornelHeckonin^ fcinale or heroiC'looking, handsome imle, 
Lelra seemed to prefer a teminme appearance whenever convenient for her 
purpt>ses. Leira coukl i.lraw spells horn any sphere and from the sclitKils of il¬ 
lusion. alcerarion, lesser and greater divination, enchanctnent/charm, and 
conjuration/sumnioning. She preferred using illusions, of course, and could 
nor use true seeing. 

AC -2; MV 15. FI 24: I lf IM: THACO 11; -AT I 
Dmii Id 10 

Jvm70%;S2L{9leei) 

Str H. Dex 24, Con 21, Int 24, Wts 18, Cha 21 
spt iis P; ^w7/4/VI , W: mmsiBimnn* 

Saxes PPDM 4, RSW k PP 5, RW 7, Sp 4 

•Numbers assume luii; t;x:ra illu^ton spell per spell levcl 

Speeial .Att/Def: Lcira was never known to attack hand-to-hand, al¬ 
though she certainly couEt! it she so desired, Leira cast all illusion/phantasm 
spells as it she were dcJiihie her level She uuitiniatically, unconsciously, and 
constantly negated all inimunir>^ to illiisions and other spells caused by high 
Irrtclligence or Wis-dotn ability scores within a 360-fi>oT-radius of her (even 
the immunities other deities* although they still received rheir magic re¬ 
sistance and any applicable saving rhrtswsK In addition to Casting txvo spells 
in a round il she made no phy-sical attacks, she had the ability to cast any il- 
lusiixn/plianiasm spell: she could use this ability to continue to cast an illu- 
sion/phantasm spell once ii round even after she ran our of her ni>rmal num¬ 
ber of spells (given alx>ve). The illusions she cast were always perfect, as if 
she had studied her subjects all her life (which she had). 

Leira was never tooled by any ilUision or any sort of magic that deceived 
the senses* masked one form with anortrer* or attempted to render something 
undetectable (unseeable, mihearahk* etc.) or invisible. She could skupe 
ckflMge into any tonvi tor as king as she wished and use both the complete ca¬ 
pabilities of that shape and her own abilities (without being affected by the 
natural tendencies of the form she took in alignment* for instance). She 
could tly in any form at MV 24. and she could alst! assume the form of a 
cloud of mist that flew^ tir JrltfeJ as she xvished at tip to MV 24, 

Leira was totally immune to all illusitin/phiintasms, even those created hy 
other deities. She wiVi also immune to all efumn and etfects of any stirt. All 
attacks againsi her were made as if she were xvearing a cftiftk of dhplacerneiu. 

(M;inifcstatitn'ls 

U-ira usually manifested as gray, smokeiike mists, often accompanied by two 
piercing black eyes or simply the sensation of being intensely watched* and 
by a chiming, unearthly* apparcnrly random music that came out t>f nowhere 
and seemed unconcerned wath anything (such as forming a tunc, <ir even a 
rhythm). In mists or smoke. Leira could k‘ heard as a disembodied voice, 
stimetimes perceived only by those who vxiirship her and not by other beings 
who w'ere present, 

Leira aLo acted through the appearance xir presence of marids, dopple- 
gangers, mimics, will-o'-wisps, invisible stalkers, cloud dragons* mist 
dragons, displacer beasts* galeh duhr, blink dogs, and intelligent undead 
creatures whii xx'ere kimier illusionists. More commonly she sent stimething 
that superficially Iwked like stimething else, talking sheep* outrageously col¬ 
ored cars and dogs (pink, green, blue, orange, pmiile), talking or dying pigs, 
giant talking rabbits or ponies who wTre invisible to anyone but those they 
were sent to help* giant lynxes* forget-me-ntits. pyrites, sarKissas. irtloses, 
zioses, beljtirils* tourmalines, talking owfs, and ehlis to show her favor and as 
a sign to in.spire her faithful, 

y\u-: ('hurf:h 

ClekuY; Clerics, specialty priests, illusionists 

Clerov's Auon.: CG* LN, N, CN, CE 
Torn UNOEAn: G Yes, SP: Yes, I: No 
Cmnu. LiNOtAO: C: No* Sll No, I: No 

All clerics and specialty priests of Leira receive religion (Faerunian) as a 
Kiniis nonw'ejipon pnificiency. 

Tlu- church of Leira has clerics* specialty priests, and tlkisionists in its orga¬ 
nization. Exact numbers oi each kind of clergy and the Total number of 
Leiran clergy memlxrrs are iinkuimai because members of the faith cheerfully 
lie iiKiut its renets, organizatit sn. numbers, and powers. An extremely loose 
estimation places the ratio of clerics, .specialty priests, and illusionists at 
20/45/^5. Rekuioiis between the various members of the clergy are giKid* 
mainly because no one knvwvs fully what js going on, 

Leiran clergy memlxrrs (i>f all kinds) are called whatever they choose to 
Ise c;illed, and tifhcial titles vaiy^ irom day to day and from persm to pers^m. 
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Pomptius titles are often follow^ed by misleading ones, and this tendayV high 
pontiff is next tenday's acolyte. This w ild, constantly changing array of 
grandiotse, silly* frivolous* and ob^hously spurious cities ranges from Supreme 
High Lord of the Heights and Depth.s to Most Holy Guttetsweeper. Within 
the faith* specialty priests are known as mistcallers to distinguish their capa¬ 
bilities from thtXse of clerics and illusionists, but they sport the same diverse 
and ever-changing titles as others of their kind when asked publicly what 
their duties and posltU>ns are. 

Compulsive liars and workers of illusion, Ixith magical and otherwise, 
venerate the Lady, as do many wise thieves* hut most odier folk only make 
offerings to placate her. They otherwise mismist her church entirely—a pru¬ 
dent judgment. The only time one can be sure that a priest of Leira is telling 
the truth is any w^ords spoken between two utterances of the phrase *'By the 
Mi.stshaJow-,"' although a sure sign that she trusts someone is that she em¬ 
ploys huge, impossible lies without a shred of plausibility' rather than the sin- 
i,ster misleading half-truths that the folk of the Faith That is Not What Ir 
Seems usually deal in. (The Mistshadow is one of Lcira’s secret names* 
know'n only to her faithful) 

Devout Lei cans are unconcerned that the goddess may be dead* since 
that death may be an illusion* the original Leira may be an illusion* or CyTic* 
slyly rumored to have replaced Leira, may be an illusion. Official statements 
by the church say there is no trouble and Leira emerged from the Godswar 
more pow'erful than before. However, given the tact tliai most official state¬ 
ments are lies, mtisr people believe her dead, ihtiugh large numbers of her 
faithful (mainly those of good and neutral alignment) steadfastly are holding 
to the kiief that she is not* She has not been definitely seen in avatar form 
since the Godsw'ar. but then even her church could rtot definitely say she 
had ever Ixeen seen hsfme the Time of Troubles, since every form that h;is ap¬ 
peared claiming to be an avatar of Leira has been different. She certainly has 
not failed in granting the spells or abilities her priests ate accustomed to re¬ 
ceiving to them. 

Temples of Leira are few and far hetw-een. Most are small, partially open, 
structures of classical construction w-ith large columns and porticos and a 
wide inner sanctum where services are held before low'* flat, rectangular al¬ 
tars w'ith horns or imitation hom.s of metal curving upward from their cor¬ 
ners. No images or statues of Leira grace the sanctuary anywhere, Leira s 
temples are cimstantly filled w ith a light xvhite mist that normally remains at 
ankle height hut can rise to fill the nnim and thicken to obscure vision if the 
high priest or priestess of the temple desires. 

Dogma: Lctrans believe that the Lady can be anything* anywhere* that is 
nor W'hat it seems. They ate tatight tix make folk every'xvhere doubt what 
they hc'lieve and see in order to re.store Holy Mystery' to the wlitU. Leirans 
are to give as well as take* to raise hope as well as dashing hope.s. Leirans 
must never tell the truth xvhen less can do and never use a half-rnith when a 
lie would seive better. They should speak truth whenever possible only to 
fellow vviirshipers of Leira. 

Novices in the faith are charged by the whispering mists of the goddess 
that: ‘^The Lady is never quite w hat you think she is. Truth is a xvorthless 
thing to know' and worth even less to speak aloud. Never speak truth w hen 
fal.sehooiJ w'lll .suffice. Cherish and further illusions and rumors, for distor¬ 
tion and legend are what make folk happy and life alluring. Hiding a thing 
gives it value by the v^ery' act of cloaking.” 

Day-to-Day xActivaties: Clergy of Leira spread false rumors—and if they 
can* create illusions—in return for fees. Tliey are charged w irh the task of 
making folk everyxvhete doubt truth by encouraging (and then revealing) 
iabe helieis* setting up hoaxes* and the like. Leirans are ma.^iters of disguise 
and rent or sell costumes and (for stiff fees) apply makeup for everyone xxho 
de.sires it (usually folk in stime trnuhle). They also aid others in deceptions 
by acting as actors-for-hire, often prcTcnding to he wives, husbands, collec- 
tit)n agents, brigands, paramours, escorts* thieves* or even clergy members of 
rival faiths as they assist some less-than-honest person in xvorking a deceit 
on others. When not bent on such dark purpixses, most Leiran clergy- mem- 
!>ers w'ork on alternative personas or roles they can adopt "out of mask" lo 
work swindles on others* enriching and entertaining themselves (though it 
is a tenet of the church that stimeime they rob mitst later he aided by Leiran 
hands to make up for the loss). 

Holy Days/Imporiant Ceremonies: Leirans lie face-dow'n on the 
ground and pray to the Lady every morning and on every' moonlit night. 
They go walking whenever they encounter fog.s or ntists to chant praises to 
Leim an.i*l speak with the Lady (who is said to st.unerimes answ'er as an echo¬ 
ing whisper out of the surrtjunding mists). They alsti hold brief ceremonies at 
altars of Leira (when a.ssigned to a temple) on a daily basis to allow nonhe- 
Uevers who wish to appease Leira’s caprices to make oftcrings anti to hear 
and guide the prayers of lay w'orshipers. In all cases, formal worship of Leira 




















can^iscii of kneeling prayers and sranJing hymns and chants made while fac¬ 
ing her homed altars wh<)se upswept arms frame only empty air 

The must holy rituals of Letra are the Unmasking^ and the Invocation. 
The Unmasking is performed as purilkation by novices entering the priest' 
hood, priests rising in rank» or priests doing penance for slighting their faith 
(telling the truth too often, for example). In this rituah the bare-faced sup¬ 
plicant walks down ranks of priests holding tall lit candles between reflect¬ 
ing pools of water and mirrors. The Invocation is held when the Lady is 
called upon directly for guidance, and during this ceremony chanting priests 
swing censers to make thick smoke so that She may L4ppear in the hi^rt of its 
concealment and speak to them. 

leirans gather for six Conclaves every^ year at different places and slightly 
different times; wi>rd of w'here and when spreads quietly throughout the 
pricsrluKHl, bur it is not revealed to outsiders. It is believed that by holy writ 
(Wily truth is spoken at such gatherings and that the clergy members use such 
occasions to share information, to allow meml^ers to transfer from temple to 
temple, and to permit church eiders to vote on the mo&r important missions 
the faith should undertake. 

Major Centers of Worship: The most influential temple in the 
chaotic, unorganized, rank-ignoring priesthofxJ of Leira is the Mistkeep in 
Presper, which is presided over by Illusionmaster Duldjnbold Alarkyn. 
This holy house is marked by its Pillars of Smoke (a slang name for it 
among Leirans is “the Pipepiliars"), and it houses one of the largest and 
most valuable conections of magical irem.s in Faerun—^all hidden aw^ay 
and guarded in various ingenious ways, of course. The Mistkeep^s temple 
priests use these things of power in careful subtle ways to sway political 
events in the lands arotind and in expeditions in search of yet more magi¬ 
cal items. They also make and sell masks and vestments to other Leinms, 
and the gruff, aging gnome illusionist (now^ priest) Duldinbold is rumored 
to have been personally taught the w'ays of making enchanted tabards and 
masks that can emit powerful battle magic by the Mother of Illusionists 
herself. Rumor aUi> has it that the state religion of legendary' Nimhral is 
that of the Latly tif the Mists. 

Affiliated Orders: The church of Leira ha,s no knowm affiliated knightly 
orders, although on successive tendays it claims to have many (making up 
all sorts of grand namt-i for rhem), to have none, and toconrnd rhem all. It 
is imptissihle to tell w hat or who the church of Leira may he allied with 
through their barrage of lies, ami whether it has any actual (as opposed to 
made-up) hoiiimiiy^ orders is likew ise impossible to discern. 

Priestly Vestments: Leiran clergy members all dress alike: in long, 
enwk'd, boiiom-fringed robes of russet to ochre, lined and streaked with 
green, tied with sashes of the same material, and worn with gloves and dis¬ 
tinctive sintHuh, silvered glass masks. These masks entirely cover the face, 
project tng out he km' the chin to allows normal breathing, and their wearers 
can see normally (if dimly) through them. These silver masks reflect gaze at¬ 
tacks, and although their w^^arers may still gaze through them and so still 
may meet something's gaze, they give their w-earers a Ixinus to their sav¬ 
ing throws against gaze attacks or effects. Vampires, vvht> hate mirrors, seek 
to slay Leiran priests w'henever possible. 

Leiran silver masks are rinred: Red is W'orn in the morning, blue after 
highsun, rust at du.sk, and gray after the full darkness tif nighr comes. The 
most holy rituals call for a tuask of the same green hue as the robes. 

All clerg^^ are taught to make the silverevt mask,< (a difficult task requiring 
much dexterity and patience), and they tend to have several sets (hidden in 
w'ell'padJed traveling cases) in aJditum to their everyday set. A wealthy 
Leiran cleric will often hire a wizard to cast gkssteel spelb on his or her masks 
just to be rid t>f worries akiut breakage. 

A priest caught without a silver mask will w'car a gauze headsack. Every 
nohe has one sewm into the cowd am,! another in a concealed inner pocket coi 
be sure that a supply is always near at hand. Although it is no sin to go 
barefaced, Leiran clergy members arc u-sually paranoid 3ht>ut show ing their 
faces in public when their robes or residency make nonbcliev'crs aware of 
their faith and profe.ssion: Many a priest of Leira has bathed or entertained 
private company wTile stuhlx^nily still wearing (only) his or her mtisk! 

Adv'Cfiluring Garb: When traveling, Leiran sometimes adopt alternate 
identities and dress as these types of people would, htit most often they w-ear 
their ceremonial robes and silver mask. The robes arc ctu-ereJ by russet 
cloaks with green gemstone-aJorneJ clasps. These cloaks are ckxib 0 /dis¬ 
placement and the "gemstones" are tintevl glass shaf^es that can he slid aside 
to reveal a small hiding place in the kxket-dasp where priests typically sttire 
gems, magical rings, or vials of sleep gas. Tliis ga.s is a favorite weapon of 
Leiran clergy. It fills a roughly ZO-fonr-cubic volume in about five rounds if 
the stopper is left i>ft the vial, or it can be poured onto a cloth and applied to 
a victim's nose and mouth. In either case, victims exptisei.1 to it must make a 



successful saving throw- vs. poison or fall asleep (as in a steep spell) every 
round they are exposed to it. Ir disperses or evajHirates in 10 minutes after 
filling the cubic area of effect or being poured onto the cloth. 


Prime Req.: 
Alioisment; 
Weapons: 
Armor: 


Minor SpKEttis: 
Magical IrEsts: 


Req, Profs: 
BoNtis Profs; 


Specialty Pne.sts (Mistcallers) 

Requirements: Dexterity 11, Intelligence 12, Wisdom 14 
Intelligence, Wisdom 
CN, CE 

All bludgeoning (wholly Type B) weapons 
Any. Armor of any type, however, negates all spellcast' 
ing ability and the use of spelMike abilities. 

Ma|OR Spheress: All, astral, charm, creation, divination, healing, protec¬ 
tion, summoning, time, weather 
Chaos, combat, elemental, guardian, necromantic 
Same as clerics, plus all items involving illusioits and de¬ 
ceptions usually restricted to w-izards, including .scrolls 
with illusion/ phantasm spells 
Disguise 

Modern languages (pick one), reading/writing (Ruath- 
lek), ventriloquism 

Gnomes may be mistcallers, though the cultural peer pressure against 
gnomes walking such a life path is veiy^ strong in their .society. 
Mistcallers, starting at 2nd level, may cast illusion/phantasm wizard 
school spells in addition to priest spells. Mi&tcallersca.st these as mage.s of 
half their actual level (drop fractions). For example, a 3rd-level mist- 
caller casts illusion/phama.sm school spells as a 1st-level mage and can 
only gain those levels of illusion/phantasm school spells that arc avail¬ 
able to a I St'level mage. 

Mistcallers pray for their tilusion/phantasm schtml spells instead of 
studying to memorize them, and chosen illusion/phantasm school spells 
replace clerical spells potentially available for use that day. (In other 
words, the ilki.siotVphanmsm schtnil spell twicupics a priest spell slot.) Be- 
cattse of this, tnistcallers may never ca.sr 6th- or 9th-level illusion/phan- 
ta-sm spells. 

Mistcallers may use certain types of wj-arJ spells from scrolls without 
using a read .spell to comprehend them. Spells which are purely illu- 
sioEi/phantasm school spells may be used in this fashion. Any spell that 
uses illusion/phantasm magic in conjunction with other magic schools 
cannot be cast from a scroll because the mistcaller cannot read it. If a 


scroll contains illusion/pharttasm spells along with those of otherschtxiU, 
then only the illusion/phanta.sm spells may he used by the mistcaller. 

• Mistcallers gain a +2 kjniis to saving throws vs. illusion/phantasm spells 
and spell-like abilitie.s. 

• At Jrd level, mistcallers are able to cast impcneinibk* /hisehuod (as the 
2nd-level priest spell) once a day. 

• At 3rd level, mi.stcallcrs are able to cast phantosmid /tjrce or atidibic ghmer 
(as the I St-level wizard spells) once a day. 

• At 5tK level, mistcallers are able to cast misdirection (as the Znd-level 
wizard spell) once per Jay. Mistcallers ntay cast another mndiYecfion for 
even.' additional five levels in experience they gain bevonJ 5th. 

• At 7th level, mistcallers are able to cast sh£tiifm' magic (as the 5ch-level 
wizard spell) once a day. 

• At 10th level, mistcallers are able to cast Jemi-sWou' magic (its the 6th- 
level wizard ispell) and diskJie/(:is the 6th-level priest spell) once a day. 

• At 13ih level, mistcallers are able to cast mislead (a.s the 6ih-level wizard 
spell) once per day. 

• At 20th level, mistcallers arc able to create a peTmutietU il/itsion (as the 
hth-levxd wizard spell) three times a rern.lay 

• One spell is completely forbidden to both clerics of Leira and mist¬ 
callers—true seeing or devices that use true .seeing. Any priest of Leira who 
uses this sped I goes irrcvixahly insane (though the action of a deiq' may 
reverse flits state). There is no t>cnalty tor casting the reverse of this spell, 
false detection. 


Leri ran Spells 

2 nd Level 

1 m pe n etrable Faiseh ood (A h j u ra t ion) 


Sphere; 

Range; 
Com|xmenrs: 
Duration: 
Casting Time; 
Area of Effect: 
Saving Throw: 


Divination 

Touch 

V,S 

12 hours 
5 

One being 
None 
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Til is spell makes any untnith spoken, by the caster or a touched spell recipi¬ 
ent being sound con sine i rig and hides all iinrruTlis fr<im a detect speU> sim¬ 
ilar magics, rebtcil spell-like abilitiesi, and even the diseemineiit of specialty 
l>riests of Tyr It also foils ESP and other mind-adding magics or psionic abil¬ 
ities that could reveal a lie, hiding true thoughts behind random rumina¬ 
tions on two or three topics mentally chosen by the caster as the spell is cast 
(for example, the possible whereabouts of a half-rememhcred stream that 
must have been semu where hereabouts, how soon the next apple crop might 
be ready, and the name of a particular merchant met years ago in a tavern, 
and seen from afar dtiwn a crowded street just a tenday ago). 


4tli Level 

Monstrous Illusion (Illusion/Phantasm, Necromancy) 
Sphere: Combat, Nccrcnnantic 

Range: 0 


Components: V, S 

Dumrion: I rotjnd/levcl 

Casting Time: 7 

Area of Effect: Tlie caster 

Saving Tlircnv: None 

This spell transtdrms f he air around the caster into the sliape of any wholly 
phv'SECai Fat'ni Ilian creattire. It tan not create file shiipes of ca^atures having a 
dual'planar existence or a fiini.lamental connection to another plane of exis¬ 
tence, such a.s most utukatl creiitures. Tie monster form chosen must be of a 


cTCMture that the caster has seen directly on some earlier occasion while it was 
alive and aivake, but canmit he a uniL|ue being such as the tarrasque or a partic¬ 
ular human ruler Tie form must also be large enough to encompass the caster. 
Tie caster controls this monsiroics il/itsitm from within and can use all the 


normal powders and abilities of the creature except—^if applicable—dying. 
Tie illusory monster’s attacks do only half tlie damage the real monster 
would, but the illusion also cloaks and shields the caster, whti suffers only 
half the normal damage from attacks made on him or her while ivithui the 
moiistroiis ilEoion. Tiis spi ll can endckl at any time at will. 


5th Level 

Triple Mask ([llusion/Phiintasin, Necromancy) 


Sphere: 

Range: 

t'otni-Hnient>: 
Ikiration: 
Casting Time: 
Area of Etfeci: 
Saving Tirow: 


r 


Nccrianant ic, P r\i tectm 

0 

V, S. M 
1 roimd/level 
d 

Tie caster 
Special 

This sptdl transports the caster’s real KkIv and gear to an extradirnensional 
space and creates three identical, solid images of the caster on the spot 
w'here the caster suiiid. These stiliJ illusions have no intellect and cannot 
wield or cast magic, hut otherwise look and act just like the caster, who con¬ 
trols them all. The image.s can carry things, speak, and even launch (nt>n- 
spell) armcks at the caster's normal THACO, employing their nonmagital 
duplicates ot whatever gear and weaf^onry the caster had on hi.s or her per¬ 
son at tile time the spell was cast. The images act indej'*endently and can 
travel any distance apan from each i>ther ithout affecting the operation of 
the mpit' Titosk. Thts spell ts tjlten used hy casters who want to he present at a 
dangerous meering or fourney but somehow remain safe. 

Tie caster must K- in contact wit h/i inked to one of the images at the be¬ 
ginning of a round and stay ‘In” that inuige until the end of the round: in the 
uveantime, the other two images eany* out any instructions they were given 
at the ciilI tii tile preceding roiiml. Wlien the round ends, the caster can vii- 
sian 1 1y, silently, and untraceahly switch to another image. At the same time, 
the caster can alter the eirders for the other two images. No switch need l>c 
tnaile it tlie caster does not desire to, and the caster can see and hear (hut not 
smell, teel, or taste) through the eyes and cars of all three images at all times. 

Images that are desiroyed when the caster is not in them Jo the caster no 
harm. One images destruction Joes mit end the spell or visibly affect the 
oiher neo images—hut it the image the caster is linked to is destroyed, the 
spell cmils, all tliree images Minish instantly, the casrer appears in the kn:*!- 
Tion of the destn^yed image, anti the caster suffers 1 point of damage for each 
experience level slie or he currently pi assesses. 

When this spell is cast, the caster must make a system shtKk survival 
roll. If it tails, the caster tails unconscious hut rakes no other harm, and the 
spell IS wasted xvitliout raking effect. When the spell ends normally, the 
ca.srer returns to the last position of any (>f the remaining images when the 
spell expired. 

Tile material comp>iieiirs of this spell are three jx:as. 
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Llii ra 


(Our Lady of Joy, Joybringer, the Goddess of Joy. 
Mistress of the Revels) 


Lesser Power of Arborea» CG 

Portfolio: Joy, happiness, dance, festivals, carefree celebratitm, 

contentment, release, hospitality, freedom/libertT,; from 
Waukeen: trade, money, wealth 
Aliases: None 

Domain Name: Olympus/Bright water 
Suferior: Sune 

Alues: Sune, Milih Waukeen (missing), Selune, Sharess, 

Deneir, Oghma, Lathander 

Foes: Bane (now dead), Bhaal (now dead), Loviatar, Tilona 

SyMnoL: Three six-p<niited stars arranged in a triangle with their 

points touching with the orange star uppermo-st, yellow 
on the left, ;ind red on the right 
Wor. Alk’.n,: Any, though evil worshipers are rare 

Lhira (LEER-ah, with a trill on the long 'V sound) 
ever-changing, ever-moving, ever alive. She em- 
bodies happiness, freedom, and joyful movement. 
She is not an. ambitious deity, nor does she like pre- 
tense, so she is rather uncomfoitahle with her new 
role in the events surrounding the disappearance of 
Waukeen. 

For over 10 year$ now, Waukeen has been un¬ 
heard from in the Realms, and she has been publicly announced hy her 
priesthood to be destroyed or dead. Lliira promised Waukeen during the 
Time of Troubles to guaril her portfolio and godly ptiW’er until she returned 
for it (see the entry' on Waukeen), but Lliira has not been able to find any 
trace of Waukeen since she last saiv her during the Cods war. In 1365 DR, 
she felt forced to take over Waukeen’s disintegrating church to preserve 
what she could for the return of her friend. She sent a prophet to the gates 
of every temple to Waukeen to speak to the Waukcenar, Fie was to em¬ 
phasise Waukeen’s uncertain status (that she could not he found in the 
Realms or her home plane and show ed no sign of appearing in the near fu¬ 
ture) and Lliira’s regency (not upprupriaiiun tif the position), but the Wau- 
keenar, already in a panic-stricken state after receiving no new' spells for 
years, immediately heard what they thought they were going to hear and 


recorded tlvat Waukeen W'us dead. 

Lliira is rather uncomfortable w ith her new role as the shepherd of the 
bulk of the former flock of Waukeen. Though she is only holding W'au- 
keen’s portfolio as its regent, the increased power the Waukeenar are deliv¬ 
ering to her is a constant temptation, and the prospect of completely fold¬ 
ing the pow er of Waukeen into herself grows sweeter to Lliira each Jay. 
Still, she holds off doing sti out of loyalty to her friend and to respect the 
promise that she made. 

Lliira s allegiance is to Sune (who until recently was also served by 
Selune), though her closest everyday ties are to Mill 1, and the two powers 
often w'ork ttigeiher. Because of this close relationship, scholars bas e t>ften 
become conftiscd about fier ultimate loyalty: although she is allied to t\:neir. 
Mill I, and Oghma. Oghma is noi her superior, A nasty legen^l surfaced after 
the Time of Troubles that Lliira hunieJ dow n and killed Leira, the Lady of 
the Mists, since their names were similar. This is patently untrue. 


Uiim^ Avatar 

(Mysttc 28, Mage 26, Spell singer 24, Cleric 19, Bard 18) 
Lliira initially appears as brightly whirling lights and smoke in midair. Out of 
this dances a young, sensuous, laughing, lady with pure blue eyes and long 
gold hair. (Stmietimes her hair appears to lx: streaked with silver or w'iih odd 
pastel colors of blue, pink, green, or lilac.) Moving on air, this 9-f<MK-talL 
shapely, carefree human female dances uncaring of dignity, literally rev eling 
in the jtjy of mov ement. She wears a tight-fitting Nxly suit unvler a senes of 
gau::y robes that twirl and drape artfully as she moves, and she trails a 
sparkling wake of winking lights as she dances. These small radiances flash 
to mark at least the last 60 feet of her movements (longer if she desires), 
Lliira cannvii abide violence and ill feeling, and a sw'orJ hared (save in 
solemn ceremony) is enough to drive hcr--or her favor—aw ay. Normally, if 
any sort ot seriou-S violence breaks out, she simply leaves. Lliira draws her 
spells from .my sphere ot schtHil, but refuses tvi physically hurt people unless 
left no other option: however, she does not consider changing someone 
inrti another form (at legist temporarily) or transporting them elsewhere to 
Iv physically hurting them. 













AC-h MV 15, R 15: HP 174; THACD 2: MT I 
DntplJlO+7(+7STR) 

MR 65%: SZL(9forO 

Sth 19. Dex 24. Coni 22, Ini' 2t. Wis 11, Cha 22 
Spells P; 1 iyi I/ID/9W9/6, W: rV6/6/6/6/5/5/5/5 
Savw rPDM 2. RSW 3. PP 5, BW 7* Sp 4 

Special Att/Defj LI lira can unleash spells as she spins (up tl'ie normal 
toial oi rwn per round if she makes no physical attacks) and also leave be¬ 
hind a third magic each round. Tliis spell takes efiect when a creature (or 
features) of her choice enters the part of the twinkling wake rhe dancing 
goddess leaves behind where she set rhe magic to take ehecr. She can spec¬ 
ify precisely which individuals, species, nationalities, classes, professions, 
genders, ages, and so on of beings ro he affected and to be excluded, anJ the 
magic will affect only those she desires, avt>iJing orhets ev'en if they are ac¬ 
companying or even touching beings w ho are LItirals deemed targets. If the 
lights of her wake have faded, these invisible “waiting” magics remain for 1 
turn in rhe spot where she set them to strike at the unwary, 

Lliim can only place such waiting magics in areas she has directly passed 
through, and each takes effect only once, discharging itself fully at that 
time. Each release of .such a magic forces LI lira into another shape (typi¬ 
cally a lillend, lamia, or draconic form—but always one of her choosing) for 
at least 1 round* She retains (and can use all the pt>wers of) such a form for 
as long as she desires, hut retains all of her owm powers alsi,i—and, of course, 
her intdJect and alignment, whatever the tendencies of the heast W'hose 
form shes taken ntjrmally are. The gtxldess usually returns to her dancing 
human form as st^on as possible. Observations of her transmutations over 
the years have led to her being cryptically called the Everchanging Gtxidcss 
in holy writings and caused those not familiar with the secrets of her faith a 
great deal of confusion. (Most often, they confuse Lliira w ith Lcira;) 

Lliira destroys any form of nondivine undead creature with her rt>uch. Her 
light step or the sparkling trail oi her passage while dancing on air acts as a 
/reedi;ni spell (the reverse of impriionmenf), wherever she treads. She can con¬ 
vert any form of liquid within a container of some sort (even tounELVin.s qual¬ 
ify; but natural pt^nds. lakes, and the sea do not) into any i.ither ntJtimagical 
liquid by touching the container* Typically, she uses ability this to change 
poor ale int(^ tine wine, hut she can change wine into soapy water or sour 
milk as a joke or to get back at wuiieonc who has spoken prH>rly cvf or to her* 

Lliira is immune all spells, abilities, and spelldike effects chat cause 
/ear, impede fier movement (such as fioki spells), or alter her emotions. She 
casts all charm sphere or cnchantment/charm school spells to double effect 
in all resjxrcrs and a -2 penalty' to saving throws (when saving throws are al¬ 
lowed). 

Otlit^r Manifnstatfons 

Lliira appears as a will-o’-wisp that leaves a sparkling trail and can emit 
dancing lights at w'ill that it can direct to illuminLHiLe certain areas, sigival, 
form symbols or words in the air, and so on. The wisp speaks with LI lira’s 
voice, has all rhe properties of a true will-o’-wisp, and can unleash spells 
just as the avatar of the gijJ»,lesuS does. Thi.s wisp is almost always flickering 
and '^janci^g and is ^tften acconTipLinieJ by a w'ordless. ululating song* (This 
sound is the goddess singing: it sounds like a human female voice cr^Kining 
from afar.) 

If Lliira intends to take no active part in ev'ents. she may manifest as a 
sudden dancing radiance about an item or favored person. This light is 
short-lived and is accompanied by joyous laughter or exultant, wordless 
singing. The light can convey silent mental messages (as words spi>ken in 
the mind) and one priest spell per round to those entering its confines. 
Spelts thus hestviwed are either ciust upvm the being or placed m their minds 
for their tnvn later use (one time only) and require no materjal compo¬ 
nents. Beings who receive such spells to cast need not even he spelkasters 
to wield tliein; when they kiose the spells, they cast them as a spe lie aster of 
the appropriate type at their t>wn level of experience. The ginidess chtx>ses 
which creatures receive her spells or W'ords—they are not given to just any 
being who enters her manifested radiance. 

Lliira alsvi acts rhnxigh the appearance or presence of a;isiinar, courcs. 
esnhenar (all onetime mortal jokesters, dancers, revelers, and party folk), 
firres, lillenJ, movanic devas. and shieres. More commonly she tLims bcv'cr- 
ages into fine wines and liquors unexpectedly and sends multicolored but¬ 
terflies. rckbins, sparrows, bluebirds, rainbows, kittens, puppies, pinto or 
piehaki horses, gtild or white goats, daisies, violets, snapdragons, pansies, 
or her wildllowers, opals, agates of all sorts, lynx eyes, microclines, silk- 
stijnes, rh^xkichrosttcs, rosalines, phenalopes, star rose quartzes, tabasheers* 
tremairs, jasmals, fire i>pals. and diamonds to >how' her favtx and as a sign to 
inspire her faithful 



l"he Church 

ClE RGY ■ Cle ric5, specialty^ priests . mystics, spel ki ngers 

Cle an Y 's A LJG M .: NG, CG, CN 

Turn Undead: C: Yes. SP: Yes, Mys: No, Spell: No 

Cmnd. Undead: Ct No, SP: No, Mys: No, Spell: No 

All clerics, specialty' priests, and mystics of Lliira receive religion (Faeriin- 

ian) as a bonus nonw'eap<,>n proficiency. 

LIiira attracts to her worship dancers of alI sorts and fun-bving hedot'iists. 
She also receives offerings from lay worshipers and casual worshipers seeking 
her blessing for a particular party, revel, festival, or other gathering. Lliirans 
(priests and lay worshipers of Lliira) have a welhdeserv'ed reputation as festi¬ 
val animals, and more than one adventuring company has found an empty 
till when it left the Llliran priest m charge. 

B<ith specialty' priests and clerics of Lliira were called Joybringers until 
136S DR, whet\ the members of the clergy themselves began to be conhised 
by this practice* Now- specialty priests of Lliira are brown as joydancers to 
distinguish their functions firom the clerics, mystics, and spellsingers of the 
church, and all members of the clergy may be addressed as joybringers. Joy- 
bringers tend be folk of whimsy, light spirits, and constant joking (but not 
pranks). They imitate and lampoon others all the time, try' to make folk 
around them laugh, and spend money like water to bring happiness to 
others by bestowing gifts and throwing feasts. A typical Lliiran act is to 
offer a tavernkeeper 2,000 pieces of gold or more in return for throwing 
open the tavern for an ev^ening to allow' free ftxxl and drink tor all. Escorts 
are then hired by the joybringers to act as peacekeepers ("friendly bounc¬ 
ers"), and the Lliiran clergy members ptwition overhead nets with strategt- 
cally hidden pull ropes and icrueen servant spells (and the like) to neutralize 
troublemakers and persistent combatants. 

joybringers have no organized hierarchy or chain of command. Relations 
between clerics, specialty priests, spellsingers, and mystics are excellent. Ad¬ 
venturing clerics, mystics, spelbingers. and specialty’ priests are universally 
respected ii*s envoys from temple to temple, htit no religious community of 
Lliira reports to, or is suhserv'icnt to, another. The visit of an adventuring 
priest to an established temple is cause for celebration (of course, a sunny 
Jay ii alsvJ cause tor celebratii>n, as is a ckiuJy one, or a cloudy one with a 
nice sunset, etc,). The accepted guidance and leadership of the Grand Rap- 
Diremother over the entire church is a matter of obeying generalized policy 
decrees and accepting temple funds from her seemingly limitless coffers. 

Since the Time ol Troubles, the church enfolded many of the former fol¬ 
lowers and clergy members of Waukeen, especially those merchants who 
enjoy revelry (in other words, those ptxssessed of a sense of humor and who 
are not miserly to the ptvinr of grasping after every coin and begrudging the 
time away from trade—{>r the loss ot dignity^—involved in a little celehrti- 
tit)n)- Many Oif Waukeen’s former temples have now- been reconsecrated to 
Lliira. With the infusion of new blood* the Lliiran church has become 
mildly more resfxinsible and mildly more mercantile, but it has also devel¬ 
oped a very strong regard for the prcsem'atit’m of personal freedoms. A few 
former Waukeenar insist on retaining their previous formal titles and vest¬ 
ments, but even such ”old guard coinspinners" are gradually being absorbed 
into the malleable 'and free-w'heeling Lliiran church. Most of the former 
priests of Watikeen are now out-right joybringers who are either fully taken 
w'lth the power of the faith or w'orshiping Lliim as Waukeen’s godly regent* 
Most tormer Waukeenar *seek to work within the wide boundaries of behav¬ 
ior and responsibilities set forth by the Lliiran faith and consider them¬ 
selves to be the wiser heads that will aid Lliira to best bring happiness to the 
most people. Most joybringers regard ex-Waukeenar as bean-conntors and 
stick-in-the-muds, but think they are learning toilet go" with time. 

Joybringers use few titles. adJre.ssing each t>rher as ^Brother" and “Sis¬ 
ter, and referring to themselves as "the True," novices and laity as "the 
Tested." and nonbelievers as "the Unseeing." Temples are led by a Master of 
the Revels (even it female), and she or he is assisted by a High Prior, a Lore- 
speaker, a Seneschal, and a Quartermaster. The goddess herself is the only 
Mistress of the Revets, and by her decree such formerly popular titles as 
Revel mistress have been outlawed. 

Temples of Lliira can be of any style, but are usually built around a huge 
meeting faciliry/party roomA>all room, from which open out smaller confer¬ 
ence rooms, bars, chat rooms, and nap rooms (for those who have 
overindulged in drink). Upper floors usually house the clergy members, 
who live in comfortable apartments. Lliiran tentples are opulent, by any 
standard, featuring cq,'stal chandeliers, parquet i>r mosaic stone floors, vel¬ 
vet draperies, artful gilt mirrors, and well-stocked, solid oak bars. Temples 
and shrines ro Lliira are usually fronted by her symKrl* Tliis symbol is the 
one described aKn e, an older form used in anciettt texts (the three stars ap¬ 
pearing in a diagonal row descending from upper left to low'er right with the 
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orange star uppermost, then yellow, and red lowest), or a special symbol 
usetl most frequently on akars or as an illusion on her temple doors (a far 
log on a fire, accompanied by the scent of cinnamon or nmsting meat), 

Dognna: LliiraV followers are believers in the ability, potentiai, and tal¬ 
ent of the individual, and tlie celebration of life and its diversity* Often this 
leads to hedonism that \\ould make a Sunite blush (briefly). T^ey believe 
that they shrmld spread joy wherever and whenever possible, and allow no 
one to be sad when mirth or comiort could be given to them* They strive to 
brighten the hearts and minds of all the folk they meet, not merely friends 
and others who embrace Lliira. 

Joyhringer novices are charged as foIU>ws hy a manifestation of the god¬ 
dess: ^'Extill in life* and find joy in all things. Our of grief and despair, wrest 
joy* and join in the dance. Celebrate and honor deaths ani.1 the dead —the 
l>est mourning is laughing remembrance. My true servants seek joy always 
(hrough working to bestttw it cm others. Hide no true feelings, bur dance 
them our if it ts not prudent to speak them aloud. Gather into celebrations 
the lost, the lonely, the exiled and outlaw, the shunned, and even your foes: 
Festivals are for all. Let folk follow^ their own desires* and respect their 
choices. Learn vihat hdk find funny^ and what lightens their hearts, and in 
this doing come to know yourself and how best to serve Lliim and all intedli- 
gent beings." 

Dayglo-Day Activities: Clergy of Lliira arc the most fun holy folk in all 
of Faerun to he around. Making everyone have a gtxid time is their profes¬ 
sion, and they throw the best parties and are the best priesthood at perceiv¬ 
ing the needs of others and governing themselves accordingly. (Some 
people need intelligent conversation to be happy* others need companion¬ 
ship or stvmcihing to smash’—Lliirans try to see what is needed wiihouE 
being cold and to fulfill it.) As a result, joyhringers are among the hest- 
luved priest*s in all Faerun, ev en among folk who tliink their goddess repre¬ 
sents empty-headed* frivolous nonsense* Joybringers do their best to see 
that they do little heart-lifting deeds evciy' day that surprise or aid people. 
They als^i ensure that jieople get a steady stream of jokes from them so that 
most Facrunians are eager to talk to them and nor guarded in speech, and 
they explain to any who ask aUjut the methods by which they distribute lif- 
ferings among the needy sti that if people fall onto hard times they know 
who to see or where to go. 

The smtKuhcst diplomats among Lliirans (as t^ppt^sed n^ the most bril¬ 
liant clowns) speak to rulers anti wealthy Tnerchants of how useful the 
church of Lliira is at keeping the common people happy (i^r at least con¬ 
tent)—Stumer hing that pcTCepiive mere ha ms and rulers can see for them¬ 
selves—and remind such powerful folk that the church needs constant fi¬ 
nancial support. Wise heads among the rich and powerful give these joy- 
bringers regular donations, and the church also receis^-s a constant stream of 
small handftiis t>f coins from the wills of poor peasants who want to give 
something to rhe tmly people wUa made them happy. 

Tlte most pi>werhil clergy of Lliira are those who have demi,>nsrrated 
shrewd business judgment in handling church investments; they know htnv 
to parlay what is donated into many times that amount (a skill at which tbr- 
mcf Waukeenar excel* and which makes rht'tse who remain in the faith 
likely ro gjiin status quickly after the iaiths inirial prejudice agaiixst them). 
Tills process not onlv yields the chtirch the funds it needs tti do good works 
(and pay for all that lood and w ine), but this cleverly earned wealth has 
made it one of rhe larger landhitlders in Faerun—albeit as the sum of the 
holdings of a large number vif quLisi-independent, locally nm temples, nor a 
firmly ruled, i^rganized empire. Far-sighted Lliinm clergy memlicrs are broad¬ 
ening the reach of the church to make it increasingly "rhe faith that bright¬ 
ens everyday life and therefore shouki be embrace^! in everyday life," and the 
worship of Lliira is grtnving steadily. 

Holy Days/lmporiant Ceremonies: All of the maji>r htdidays of the 
calendar and all local festivals (and in truth, jusr ahou: anything else) are 
occasions ftir a 'Tioly festival" or "lesser revel" of rhe Lliiran faith* These cer- 
emLinics alw^ays iiuolve an opening fanfare and songs to the ginldess given 
while rumbling or dancing and then progress ro a feast. What happens 
thereafter is determined hy the necasion; there may he speeches or a s<>lemn 
holy ritual, ribald comedy entenainment, amorous pursuits, or a friendly 
contest such as a tug-oi-war, knock-rhe-knighr-dowm, ora pun duel. 

C'in all jiiyous occasitwts, offerings of ftxxl ot wealth are "held up to the 
ginldess and her name inv'okcd* Tliese offerings are then buried, hunicd, or 
(whenever piwsihle) given away to beggars and others not invited to, or un¬ 
able III he present at, the revelry . 

The most holy ceremonies to Lliira alw-ays begin with the ntual of 
Sw'ords C^ast iTiwvn, wherein two ot more weapons are cast onto the ground 
amid chanting and covered w ith fresh flowers (either picked or^—in wtn- 
fcr—conjured up hy hired druids. !iire<.] mages* or special spells cast by se¬ 


nior clergy members). The most holy personal prayers to the goddess always 
involve the faithful supplicant dancing alone ir^ a meadow, garden or beau¬ 
tiful setting w'hilc whispering or singing prayers to the goddess. Tlie appear¬ 
ance of a rainlx:iw during *such prayers is seen as a blessing and a pow^erful 
good omen. 

Major Centers of Worship: The philosophical center of the Lliiran 
faith is the Palace tjf Holy Festivals in Selgaunt, Here Grand RupturemotheT 
Chlanna Asjn.\s issues the Words of the Goddess as w ritten policy decrees to 
all LI brans. She alstj oversees church investments of titanic me and scope* 
sending out supportive funds to recognlied religious communities of Lliira 
everywhere. New' communities ate identified and '^certified" to her by the 
roving specialty priests of the faith, w-ho take care to force false vvtiirshipers of 
the goddess to stop invt iking her name without also sen ing her. Because of 
the vigilant joydancers* few’ ne’er-do-wells whi> desire only to revel on 
church funds receive more than one "gift of the gtxJdess" payment. 

Chlanna was iormerly known as "High Revelmistre.ss" until she was per¬ 
sonally "touched by Lliira.” After this experience* she readily adopted a 
new title in accordance W'ith the goddess's washes. She alsi> found that she 
had gained a divindy granted special abiliry to levitate and dance on air at 
will or walk around three feet off the ground* not merely ascend or descend 
as most levitating folk do. Church philosophers (such as they are) take it as 
given that all future Grand Rapturemothers or Rapturefarhers will be 
granted this ability. 

Abated Orders: The Lliiran church has no affiliated knightly orders 
for obvious reasons. It dt>es have several honoraiy' orders celebrating excel¬ 
lence in the art of dance* including the Order of the White Violet (ftir per¬ 
formance of great poignancy) and the Order of the Leaping Stag (for perfor¬ 
mance skillfully evoking the nature of an animal) among others, Lliira's 
church also has a fundamental tie to the Harpers, a secret organization w'ork- 
ing for freedom and gixsj throughout Faerun, 

Priestly V^estments: Ceremonial vestments of Lliira for joybringers of 
both genders consist ot a skin-right outfit divided into unequal orange* yel¬ 
low-* and red sectiiins. One leg may he yellovvi the other red, one sleev^e or¬ 
ange, the other yellow, the front orange, and the back yellow-. A sleeveless 
robe is worn i>ver the entire affair in patches of yellow* red. and orange. 
Plunging necklines are common among Knh priests and priestesses, and the 
hair is wtmn long for Kith genders of joybringers* although it may fitnv (rcc nr 
he Kiund up in any manner of hairdo. Elaborate earrings are also worn by 
joybringers of eiflier gender, and ctismcttcs* anklets, bracelets, and delicate 
chain belts may also be seen; perstinul variations in dress are permitted and 
e\en encouraged- 

Adxenturing Garh: The red, yellow', and orange coloration of the Lli¬ 
iran faith is continued in the field in armor, overrobes* cloaks, and outdt'ior 
clothing as much as possible. When this is not possible, a cloak leaturing 
some red, yellow* and orange fabric is preferred, e\en if ir hut sports piping in 
thiJSe cokirs. 


Specmlty Priests ( Joydancers) 

R EQL7 3 REM E 3>;Ts: Wisdom 13, Cha rtsma 13 

Prime Req.: Wisdom, Charisma 

Aluinmknt: CG 

Weafons: Lasso and net (bludgeoning weapons in extreme circum¬ 

stances) 

Armor: Any 

Major SphERE ss: All, animal* charm, creation, elemental, healing, necro¬ 
mantic, protection* sun, travelers* w’earher 

Minor Spheres: Divination* plant, .summoning, thought, time 

Maoic’ai, Items: Same as clerics 

Req. Profs: Tumbling 

B(.)nus Profs: Dancing* juggling* tightrope walking 

• Specialty priests ijf Lliira may utter u stKJEhrng U'urd once per Jay. Tl’ie 
soothing word has two functions* First* it may remove/ear or other harm¬ 
ful emotion-affecting magic from all warhin 20 feet of rhe priest. The 
priest has a 50% chance per individual aHected to remove rhe magic* 
plus 2% per le\'d. Second* the siiothmg utird may add +2 to ii’iitial reac¬ 
tions with others. The ii.se of the soof/iing u'f/rd is obvious and visible, so if 
the individuals it is 1>eing used on are suspicioiLs of magic or are paranoid, 
it may he interpreted as an attack. 

* Joytkinccrs are extremely gtKiJ at unarmed combat of a free-form nature 
due to their highly toned physiques and gottd senses of balance. Tl’iey 
gain Kmuses w hen engaged in w restling or "punching” —a type of dam¬ 
age they often inllict with we [I-placed kicks rathcT than with their fists. 
When they make an unarmed attack against an armed opponent, nottital 
initiative is rolled for both combatants* and the usual bonus that the 
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arniL'd opponent won I cl receive in attacking them under the Weapons in 
Defense rule U reivluce J to a +1 attack and damage bonus. (The Weapt:»ns 
in Defense rule is found in the Weapons in Non-Lethal Combat subsec- 
tion of the Attacking Without Killing section of the Combat chapter of 
the PHB, Nt^trmally, this rule allows an armed character to attack first 
with a +4 on attack and tlatnage rolls when another character inakes an 
Linamicd attack against him or her,) 

Unarmed Combat with The Complete Fighter's Handbook, The 
Complete Priest's Handbook, or the PHB and the DM(j? In this sys¬ 
tem of unamted combatt joydancers begin play as punching/kicking spe¬ 
cialists or wrestling specialists, {They receive a free weapon proficiency 
which must he used to specialize in one of these nonlethal forms of com¬ 
bat,) 

Specializing in these combat fomis gives joydiincet^ a +2 bonus to at¬ 
tack rolls (including an additioml +I special to their class), a +1 bonus 
to damage rolls, and a +1 chart bt^nus with their unanned attacks. Joy- 
dancers spt'cialized in punching gain tune e>£Era attack per round, while 
joydancers specialized in wre.siling gain a +2 bonus to their effective 
Strength score for purposes of maintaining i>r breaking holds, The chart 
bonus allows a character to pick a result on the Punching and Wrestling 
results chart one higher or one lower than rhe actual attack roll would 
dictate. 

At bth^ 1 3th. and ZOth levels, joydanceni may spend another weaptm 
proficiency to give themselves an additional + l to attack and damage 
rolls, and an additional chart bonus. 

Unarmed Combat with PuvYkR 'y OPTION; Combat & Tactics; In 
this system of unarmed combat, joydancers begin play with extra skill in 
pummeling/kicking or wrestling. (They receive a free weapon profi¬ 
ciency w hich must be used to become expert in one of these nonlethal 
forms of combat.) Wliencver possible, they use their feet to pummel if 
they decide to pursue that lorm of combat, inflicting the extra damage 
done by kicking, and they may kick creatures the same size category as 
themselves or smaller (or prone, sitting, or kneeling opponents of any 
size) and still inilicE this extra damage. 

At 1st level, joydancers are considered expert; at 6th level, special¬ 
ized; at 13tK level, a master; and at 20th level, a grand master. The exact 
benefii,s are described in more detail in Chapter Five of PLAYER'S OmON; 
C(7TTibat & Tliciic.'t, 

• At 3rd level, joydancers are able to cast bliss (;is the 2nd-level priest 
spell) or ifTLsem senant (as rhe Ist-levcl wizard spell) once a day. 

• At 5th level, joydancers are able to cast boid perstm (as the 2nd-level 
priest spell) or sleep (as the 1st-level wizard spell) once a day. 

• At 7th level, joydancers are able to cast dciidly dance (as ibe 4th-level 
priest spell) on themselves or another touched being once a day. They 
gain the ability to cast another deadN dunce once ever>'^ additional four 
levels (two at 11 rh, three at 16th, etc.). 

• At 10th level, joydancers are able to cast candie of edm (as the 5rh-level 
priest sjxdl) once a Jay. 

• .At 15th level, ji>ydanceFS are able to generate magical pheromones that 
mimic the ability i.if Smrella's a|jbrudfsrnc (see the Tome of Magic) once a 
day. 

• .All of the above abilities for priests of Lliira are revoked if the priest uses 
a weapon (other than net or Iass4>) that inflicts damage on another, Tliis 
penalty exists until the joydancer spends a full day engaged in meditatit>it 
and abstdution folkm'cd by a big party that lasts all night. 


Uliran Spells 
2 ad Level 

Bliss (EncKuntmenc/Clwm) 

Sphere: Charm 

Range: 5 yards/level 

Ci>mponent,s; S 

Duration: 4 rounds 

Casting Time: 5 

A rea of Effect: One crea tu re 

Sa Vi n.g Throw : Neg. 

This spell causes a single being who faiU a wving ihrow^ vs. spell ro he lost in 
a trance of intense pleasure and happine.ss, a sensarion felt so acutely that 
the creature fails to mitice the rest of the world, apprcfaching danger, or pain* 
A blissful being wanders aimlessly abotJt, smiling in a dazed fashion and 
dropping any items it is holding or wielding. Victims of this spell cannot per- 
ftirm any deliberate task, attack, or defend themselves—even if wamnded 
during their blisshil state. A creature affected by a tdiss spell is immune to 
other bitss spells for one Jay plus one hour per point of Constitution it has. 


The saving throw' vs. the spell is made with no bonuses or penalties if the 
target creature has the same level ot Hit Dice as the caster, and at a - I 
penalty per every level or Hit Die that the caster has in excess of the target, 
or a -^1 bonus per every level or Hit Die chat the target crearute possesses 
above the caster’s level Blissful beings are not affected by h)pnu&Uor any at¬ 
tempts (magical or psionic) to control or influence their minds (tor ex¬ 
ample, clWrm perion spells)* 

4lh Level 

Deadly Dance (Akenttion) 

Sphere: Combat 

Range: Touch 

Components; V, $, M 

Duration; 4 rountls 

Casting Tme: 7 

Area of Effect: One four-limbed, bipedal creature 

Saving Throw: None 

This spell affects the caster, another touched four-limbed bipedal creature 
(such as a human), or a touched creature currently tising such a form, h 
fades, wasted, if used on another son of creature or if the recipient being 
changes its form to something ocher than a four-1 imbed biped. 

Recipients of a dcadN dkmce move with fluid grace. They find that re¬ 
maining still takes a conscious effort; their bodies w'ant to move* For the du¬ 
ration of the dcadJy dance, the Dexterity of rhe recipient is increased by 2 
points and his or bet balance is perfect, allowing the recipient to leap aU>ut 
and land with pinpoint precision—for example, on tiny ledges—and cast 
spells, catch or throw things, or launch attacks in mid-leap. In each round of 
the deadly dance, she or he can choose to attack with a + 3 btmus to attack 
rolls or to get double the usual number of attacks with the normal chance of 
striking their target. 

The material components of this .spell are a bit of rubber and a scrap of 
silk. 


5 th I^vel 

Candle of Calm (Enchantment/Charm, Evocation) 

Sphere: Cham^, Protection 

Range; 10 ya tds/kw'e! 

Components: V, S, M 

Duration: 1 round 

Casting Time: 1 round 

Area of Effect: 70-foot-radius sphere 

Saving Throw: Special 

This spell creates the illusion of a lit, levitating candle—an illusion that 
gives off very real flickering light bright enough to read by without any real 
flame or heat being present. The spell affects all beings who are within 70 
feet of the cimdle at any time during the round of its existence. On the 
round the candle bums, a saving rhrt>w vs* spell must successfully he made by 
any affected creature desiring to cast any spell, launch an attack, or even act 
to defend themselves in any w'ay beyond movement, (In other words, they 
can freely inove tvside from an attack* but cannot ready a weapon or raise a 
shield without making a successful saving thnnv). Any arracks by a creature 
who does make a successful saving throw are made with a -7 penalty' to at¬ 
tack rolls. On the following round, creatures affected by the caudL’ of ca/m 
can act freely, but their attack rolls are at a -6 penalty. On the second round 
after the candle vanishes, attack rolls at a -5 penalty, and on the third 
round, they are at a -4 penalty, and so on until the penalty vanishes on rhe 
seventh n>und after the disappearance of the candle of cdm. 

The radiance of the candle also causes the same happiness effect m crea¬ 
tures as the 4th'!evel w i-arj spell emonon and banishes any existing natural 
or magical discord, /ear, fiate, /tDpeles.oiess, and sadness* Once the candle has 
been created, its caster is free to engage in other spellciisting w ithout harm¬ 
ing its magic. 

The material components of this spell are an unlit candle of any sort and 
a piece of clear crystal or glass. 

Loviatar 


(MaieJen of Piiin. the Willin^^ Whip, 

Pijtroness of "loiturers) 

Lt^ssee Pow er of Gidienaa, LE 

Portfolio: Pain, hurt, agony, torment, suffering, tort lire 

Aliases: None 

Domain Name: Mungoth/Ondtland 


r 
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SlrpERlOR: 

None (formerly Bhaal) 

A LUES:: 

Malar, Bane (now dead), Bhaal (nowf dead) 

Foes: 

llmater, Eldath. Talona, Lliira 

SvMBt^lL: 

A black nine-stranded whip, the ends bloody and 
barbed, or (in elder days) a chalk-white, slim, female 
human left hand, fingertips dow'nward. with three drops 
of bkxid dripping from each of them 

Won. Augn.: 

LE. NE, CE 


Loviatar (Loh'VEE-a'tar). one o( the Dark Gods^ 
appears in her religion's art as a pale maiden dressed 
in white, pleated annor and carry in a hane-white 
wand, 11 whip, or a scoitrge that she uses as a weapon 
against her foes-^ She is venerated by torturers, 
sadists, and other twisted and evil people and crea- 
tures, including some nonhumans wh<J love to bully 
other mmhumans. While he livedt Loviatar served 
Bhaal along with Talon a, though the two goddesses are heated rivals, 
Loviatar loves to torment and tease Talona and has more than once ex¬ 
pressed the opinion that by all rights Talona ought to and eventually will 
serv^e her 

Loviatar is aggressive^ domineering, and tearless. She has a cold and caL 
culatingly cruel nature and is also almost unreachable emotionally—toward 
love, fear, or even hatred, h would have to be a miracle for any deity or mor- 
tai to make a dent in her icebound heart. She has an instinct for inflicting 
Ixjth physical and psychological pain, and she always seems to know what to 
say and the way to say it to inilict the most hurt and raise the higgest self* 
doubts in stimcone, mortal or deity. And unlike niList simple bullies, she does 
not tear pain or hurt herself and laughs at attempts to physically damage or 
verbally humiliate her. The only possible weakness one might use against 
her is her very* calculating nature, wliich relies on her assumption of the iti- 
nate selfishness of human nature—-beings acting in a self-sacrificing or 
heroic manner can sometimes snarl her carefully knit plans. 

Loviotai X Avotar (Cleric 29, Mage 23^ Fighter 15) 

Lovuatar appears as a Iveautilui human maiden of slim build, thigh-length, 
straight, platinum'blimtiu hair, anil a cold, sinister manner. She dresses in re¬ 
vealing white silks decorated Vi ith stiver chains or in black leather decorated 
with outlandish spikes. She speaks softly and moves with sensual grace. She 
truly enjoys inflicting pain and does not care if she receives it—more tl’ian 
one tUkUtal adventurer has been startled to see her deliberately advancing so 
as to suffer an arrack. When she bleeds, her blood is black and thick, like 
syrup. She uses spells from any sch(x>l or sphere, but prefers using spells from 
the illusion school ol magic and spells that cause lingering pain and damage 
over several rtiunJs or longer 

AC ^3: MV 15, FI 24^ HP 187; THACO 6; -AT 5/2 

iViig Wcapoii+T iir wcii|\in+^> (+7 Str. +2 spec, ksnus in scourge, daeger, and whir) 

MR65%;SZL(l0fcer) 

Stk 19. Dex 21. Qik 2D. Int 21, Wis I T.Cha 22 
Spells F; 1 I/I I/IO/9W/7, W; 5/5/5/VV^/V^/^ 

Stivt* PPDM 2, RSW k VV 5, RW 4, Sp 4 

Special Att/Def: Liwiatar can hide her attacks or traps with illusionary' 
magic. Mortals vt'h<) latinch magic at her or attack her instantly reexperience 
the W'orst pain in rheir liv'es with the Sitme hit point l^tss and disabilities that 
they suffered the first time. If such berngs have died and been magically 
brought back, they reexpericnce the worst single attack that they sur\'ived. 
A second attack by the same nu.irtals forces them to reexpenence the sec- 
i>n«.l-worst attack they have ever suffered. 

Loviatar wears two garters that are of emanjglctnenf; she unleashes 

these tMn personal danger. She is considered to be .specialized in scourge, 
dagger (her drtgger of ice/, and whip. She wuedds a of ice in hand-to- 

hand combat whose strike chills for Id 10 points ol damage unless the target 
i.s shielded against cold-hased attacks and that cuts for a further IJ4 points 
ol damage. The dagger can absorb 9 spell levels per turn; Loviatar can 
choose to turn this power t)fl to save it lor nmre fearsome attacks if she see,s 
a feeble spell coming her way, 

Lo\‘iatar can create a 20-fooi'long b;irbeJ n hip or scourge at W'ill in ei- 
rher hand. Using a whip, she can lash out ivith deft accuracy to flick dice 
our of cups withiiut mi>ving tjr ri>ppling those cups, strike a toe's eyes, or re- 
mo\'e a ring tnim a single finger, and so on. Such wliips or scourges fade to 
nothingness the moment she releases them. Her scourge inflicts f?d8 points 
<4 damage. Her whip lashes tor 4db points of damage or inflicts 2d6 points 
of damage and winds around a foe's rmnk or lind^ (as Lo\'iatar desires). En¬ 
wrapped lues move at hall rate, are unable to ready W'eapons or employ 



spells having material components, and can—if rhe goddess wishes—be 
dragged helplessly toward her at a rate of 10 feet per round. 

The kiss of Loviatar can fieol her clergy or others she has a fondness for or 
burn like acid, corroding flesh for 2d 12 points damage. The use of either 
power causes such emor ional turmoil in mortal targets that unless they make 
a successful saving throw vs. death magic, they are stunned into total help¬ 
lessness the following round and can take no offensive action (nor do thev 
apply Dexterity bonuses to their Armor Class that round). 

C JbJier Mejnifestations 

Loviatar manifests either as a flying black whip that moves as her avatar 
does and has the same properties as the whips her a vara r can create or as a 
floating, disembodied human female head that laughs maniacally as it flies 
about, platinum blond tresses streaming behind it. In either form Loviatar 
can use her kiss ability, speak, write (with the tip of the whip or an ani¬ 
mated ItKik of hair, in cither case leaving behind letters written in black 
blood), or cast illusions. 

Loviatar also acts through the appearance or presence of baatetu (exiles), 
imps, and tieflings (mages and W'airiors who are all crueL vetemn adventur¬ 
ers, and skilled torturers). More commonly she sends inquisitors^ night¬ 
mares, hell bounds, black rats, black poisonous spiders, wolf spiders^ jei, 
ivory, snox^'flake obsidian, wehstone, black violets, and black and red pop¬ 
pies to show her favor and as a sign to inspire her faithful. 

'Hie Church 

CuERtiy: Clerics, specialty priests, monks, mystics 

CuatiY's Align.: IE, NE, CE 

Turn Unoead: C: No, SP: No, Mon: No, Mys: No 

Cmnd. Undead: C: Yes, SP: No, Mon: No, Mys: No 

All clerics, spccialt)' priests, monks„ and mystics of Lovuatar recciv'e religion 

(Faeruniair) as a Kmii.s nonweapon proficiency. 

Worship ot Loviatar tends to be strongest in large, decadent cities such as 
Athkatia, Cat impart, Mu [master, Saerloon. Selgaunit Tclflamm, Waterdeep, 
and Westgate, Newcomers are often recruited from the ranks of the bored 
and wealthy or the desperately hungry beggars through large revels where 
much dnigged wme is Jmnk and dancing and more intimate pursuits go on 
for several days and nights. 

Priests of Laviatar are few in number, but widespread in power. Oppo¬ 
nents tend to avoid them, since murder is the least that they will do in re¬ 
venge against insults to their goddess. Women—both humans and half¬ 
elves dominate the ranks of the priesthtxxl both numerically and in rank 
and have always done so. Loviatar's tightly organized priestluKjd is com- 
ptwd primarily of clerics. Her specialty priests, called pains, operate as a 
separate arm of the faith, moving from place to place and ensuring that the 
goddess s wull is carried out; they serve as the envoys and secret agents/in¬ 
quisitors of the church. Tile clerics hold the pains in great regard, since 
they are often the tixils of Loviatar s punishment. If an organized temple or 
shrine of Loviatar is present in a city, clerics make up the bulk of the orga- 
nizarion, but one to three pains are alst^ able to be called upon by the cler¬ 
ics. Mystics often are attached to small groups of pains, and monks, while 
living only with other monks in mi.inasteries and abbeys, usually ow'e fealty 
alst^ CO the temple to which their abbey is hierarchically atrached. 

Priests of Loviatar are known as Loviatans (pronounced 'Tow-VEE-a- 
tans”) and in old texts are sometimes referred to as Lovites (LOH-vires). 
They tend to be cruel and sadistic. They enjoy bestowing pain upon others 
(and receiving it) within a hierarchy of strict rules and Ji.scipltne. junior 
clergy members are often ordered to Jo tasks in a needlessly difficult or 
painful way to reinforce this iron discipline. Those who stay faithful lisually 
develop truly awesome self-control, and in battle can carry' on thinking and 
acting calmly even when dying from wounds or lacking limbs. They be¬ 
come very' used to pain and are usually much scarred from self-inflicted in¬ 
juries and hurts dealt by rheir superiors. To increase the agonies they re- 
ceiv'e and inflict, handfuls of salt are often rubbed in open %vt>unds. 

Lovlatans alw'ays pray for battle spells before going out in public and are 
admonished to be alert. Although they boldly walk dark streets alone, rheir 
reputations stjmetimes land them in trouble with drunken sailors or dock 
workers or into ambushes from adherents of goodly faiths. Such attackers 
rapidly discover thai most devotees of the Maiden of Pain are v'icious in a 
fight. Since they do not fear pain or disfiguring wounds, they strike boldly 
where a more prudent combatant miglit withdraw. Some priestesses even go 
into taverns w'hen bored or restless and deliberately start fights, though 
Loviatans rarely restart to such public methtxJs of spreading mayhem in civ¬ 
ilized areas (or fear that they will he thwarted, slain, and the faith outlawed 
or adherents harassed in the future. 
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Novices or fHMsTulanrs ro the Faith of Pain arc known as Kneehiig Ones. 
OmhrmeJ priests use the titles (in ascending order): Taysrren. Adept (in 
Pain), Siscer/BroEKer (in Torment), Supremar, Caressor (of Terrors), 
Whiplass/Whiplar, Paingiver, Whipniistress/Whiptnasten High Whip- 
misrress/Whipn’kusterf Branded (of the G^kI), and Tmcstar. Words in paren- 
theses in the preceding list represent parts of the formal title seldom used 
except in rituals, disciplinary- hearings, ordtKumenfs. Tl\e last two titles are 
applied tti all Loviatan clergy memhers who have served as the head of a 
temple, ahhey, or monastery' of the goddess or who have personally distin¬ 
guished theix%scIves in their service and taken up a life of wajtdering to fur- 
rher Loviatar's will and influence, often sponsoring or leading hands of 
“dark adventurers” to spread torment. 

The church of Loviatar is currently retariveiy independent, though its 
memhers aid other evil churches when it suits them. They particularly hate 
the church of llmater, w'hich teaches that strerigth comes out of suffering, 
and the ciiurch of Eldatli, which teaches of peace, the banishment of fear, 
and living in harmony with naiure, since the specialty priests of thes^e 
deities arc resistant to Loviatar s pain-inflicting ahilities. 

Most Lovijitan temples feature extensive dungeons heneath their ahcivc' 
ground facilities. Tlie surface temples are usually are huilc of stone iir thick 
wtHxJ anti resemble nothing so much as a combination mimastic cell com¬ 
plex and prison. Even the windows of priest's nxims often sport bars. 

Dogma; Loviatar teaches that the world is filled with pain and tormenr, 
anil the hc-Si that one can do is to suffer those hkm\s that cannot he awided 
and deal as much pain hack to those who offend. Tl-iey (chillingly) believe 
rhai true pleasure is only w{in through pain. In the Loviatan faith, the 
strong Lire those who taste pain and strive on. 

Novices in, the LoWatan faith are charged as follows: “Kindnesses are the 
best companions to hurts, and increase the intensity of suffering. Let mercy 
of sudden abstinence from cau.sing pain and of prtn'iding unlixiked-for heal¬ 
ing come over you seldom^ hut lu whim, so as to make folk hope and in- 
crea.se the Mystery of Loviatar's Mercy. Unswerving cruelty will turn all folk 
against you. Act alluring, and give pain and tvirment to those who enjoy it 
as well as to those wTo deserve it most or wcadd he most hurt by it. The 
lash, fire, and cold are the three pains that never fail the devi>ut. Spread my 
teachings whenever punishment is meted out. Pain tests all, hut give.s 
strength of spirit to the hardy and the true. Tlwre is ni> true punishment if 
the punisher knows no discipline. Wherever a whip is, there am L Fear 
me—and yet long for me.” 

Day'to-Day Activities: As one of the Dark Gotls, Lt>viatar likes to he 
I eared, and her clergy members are orderei.1 to whisper c:tf her ever-present 
power in the darkness after they have inflicted pain. Their Prime Charge is 
to tirelessly cause suffering, both widespread and j?ersonaL This work may 
he as brutal as flogging an encounterej hand of ores until they tlee or a.s 
subtle as breaking hearts among young m^hlcs hy pretentling to fall in love 
with the gallants (while disguising one's Loviatan faith), working ro break 
up existing amours and friendships, itiid engaging in scandalous dalliances 
l^efore coldly spurning the victims and depurring. Tlw aciivities of prudent 
w'orshipers of Loviatar shi>uld nev er he so high-profile that Lxal atithortries 
set out to imprison or thwart them upon first sight, but such activities 
should be energetic and numerous. Being a gcuxl actor—-and of striking 
heaupf', or experienced in using spells to appear so—are very' useful crairs for 
;i Loviatan, but the mt)st successful Loviatan.s are those who understantl rhe 
ways aukl natures of fidk and !k> know just how to cause them the most pain 
and to manipulate them toward chat end. 

Holy Day s/Important Ceremonies: The mt>st basic ritual performed 
by Loviatans is a kneeling prayer at mtirnmg and at evening performed after 
striking oneself once with a whip. Other rituals iT rhe faith center on con¬ 
secrating wine, whips, holy symhnis, and other iteins^—Kvth practical, such 
as n/iicu/ing, and htarific, such as torture tmplcment.s—used hy the 

devout and on cel eh raring advancement in priestly rank. 

All four seasnn:il festivals are celebrated hy Lkwiatans with the Rite of 
Pain and Purity: a circle dance oi chanting, singing clergy members per- 
tonived upon harhed wire, thorns, or broken glass or crystal, wlie're the 
priests allow themselves to he urged to greater efforts by the w hips of high- 
level priests ani,! are accompanied hy the tirummmg of lay worshipers. A red 
radiance rises gradually and forms a flickering cloud aKwe the ring. If law'i- 
atar has impi>riant mi.ssitvas to speak of, is especially pleased w ith this group 
ol Inlfiiwers, or wants to enact her displeasure, she manifests in the heart of 
the cloud. If Loviatar dt>es not manifest, the ritual ends after half an hvuir, 
anil the priests heal tliemselv'cs. 

Every twelfth night (unless such a night coincides with a Rite of Pam 
and Purity, which preempts it) the clergy members celehraie smaller 
Candle Rites wherein they sing, chant, and pray as they dance around lit 
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candles, i^ssing some parts of their bodies through nr over their flames re¬ 
peatedly until the rite ends W'ith the highest-ranking priestess extinguishing 
her candle with consecrated wine. 

Major Centers of Worship: Aside from in the nation of Da mb rath, 
where rhe worship of Loviatar is the state religion and the queen of 
Dambrath, YenanJra, is its high priestess, the Black Spires of the Maiden 
temple in the Vale of Wailing Women u est of Ishla tn Amn is the largest, 
wealthiest, and most energetic center of w^orship to Loviatar, sending out 
agents all over Faetun and speaking with "the dose love of the goddess,” 
The House of Spires has risen to stich prominence only in the last decade 
and so very rapidly because of one priestess: Queen of Torment Chalathra 
Nyndra, a dark-eyed, raven-haired, g-aunt w'oman of truly vicious raste.s and 
a legendary hunger to feel pain. Ir should he noted that Chalathra has 
found and modified an old draconic spell that acts to hetk through immer¬ 
sion in a pxji of a secret, enchanted mixture of tree and plant oils— 
and rhar creatures in contaci w ith this substance automatical Iy make all 
Sy.stem Shock and Resuriecrion Survival rolls if faced with situations re¬ 
quiring ibem while largely immersed. Loviatans will liunt down—to rhe 
ends of Fuenln and beyond—and slay anyone stealing any samples of this 
“Milk of rhe Maiden.” 

Affiliated Orders; Tlte Loviatan church has no affiliated knightly or¬ 
ders. Monks of the faith all belong to rhe Disciples of the White Rod, 
named in honor of the token granted to their founder hy Loviatar and held 
in the home abbey near Cal import as a relic. Mystics foilow' an eccentric 
philosiiphy/order thar they call the Way of Transcendence. When asked 
W'hat their order's tenets are, they just smile knowingly. 

Priestly Vestments: Loviatans of both genders w ear high black boots, 
black choker gorgets, and long black gloves that reach up to their shoul¬ 
ders. Tltey also wear daring-looking leather body harnesses over or under 
side-slit ritual robes of icy white or black lined with scarlet silk (so that 
movements cause red flashes). 

Loviatans are usually armed w4ih saw-edged daggers and w'hips. A ty pi¬ 
cal priest of low^ rank has a dagger at her belt, another in one bciot, and a 
bathed wj^hip with a 6-fix7r reach that lashe.s for ld6-»-l points of damage, A 
priesiei5s of “full" (medium) rank adds to this gear a barbed cat-o’-nine-taik 
with a 4-fnot reach that flails for 2d4 points of Jiimage, and perhaps a black 
metal mace with skin-concact sleep venom in its hollow handle, so that its 
first strike releases the v^enom, causing the next six hhws to force saving 
throws vs. poison on a victim. (Failure of this saving rhrow^ means falling 
asleep for ki8+.l turns commencing in ld4-^ I rounds, and slapping or dous¬ 
ing the sleeper in cold water dx-s not awaken Kim or her.) 

High-ranking priestesses are usually also equipped svirh several iron bands 
of Biiarro spheres at their belts, and a few also cany' a ward of frost, /ire, and 
fear. This rechargable magical weapon is a car-o'-nine-tails with a 4'hKir 
reach made of electrum tentacles attached to a steel shaft. Every strike from 
ii drains 1 charge and deals out magical damage, as foILws (roll IdlO): On a 
roll of 1,4i or 7, the target takes ) J6 points of frost damage; on a roll of 2, 5, 
t)r 8, the victim is burned for points of damage; on a roll of 3, 6, or 9, the 
victim is affected as if by a uvind n//ear; and on a roll of 10, two tentacles (de- 
rermine their pi>w'ers randomly) act on rhe victim, Knb dealing their usual 
damage (ren^ll any seci>nd roll of 10). Sas ing throws vs. spell are allowed 
against the w hip's fear pow'er, hut not against its other two types of attack. 

Adventuring Garb: Priests and priesiesse.s of Loviatar w'ear a pleated 
armor that resembles .scale mail. However, the ceremonial garb is light¬ 
weight iuid designed fi.ir hrshion rather than protection. It is constructed to 
emphasise the figure of rhe wearer rather than to provide true protection. 
The AC of cereitmnial scale mail is 6 instead of 4. Loviatar's priests w'ear it 
as a badge of honivr and prii,le. 

The pleated mail is often augmented by breastplates that bristle w ith 
spikes. From a wearer of such augmented armor, a firm hug (the Embrace of 
Loviatar) does ld2 points of damage. The addition of the breastplate adds 
somevvhat to the pmtection provided hy the armor, raising the outfit s 
.Armor Class to 5. 

Loviatar grants boons, in the form of tthite leuiids, to those who ha\'c 
caused widespread suffering. She usually grunts these boons to memhers of 
her priesthtxid who have serv ed her outstandingly, How'cvcr, she has been 
known to grant ithife uautL to individuaLs outside her faith who have, wilL 
ingiy or not, caused widespread suffering. She prefers to grant them to rhi^e 
who hav'e unwillingly or unknowingly done soDn particular gcHiJ and law¬ 
ful types who will K' tormented just knowing that they have advanced her 
cause. (LoviLitar delights in tormenting good or lawful beings W'ith these 
"gifts": in such cases, the wand emits her cold laughter whenever it oper- 
atCsS,) Loviatar's uffiie uunffs appear mysteriously, hut their i>rigin and pur¬ 
pose are mentally communicated t<i the beings they are intended for upon 





























































































first cotilactK (If any other creature but the one it is intended for touches a 
ufliite teand, it melts away like ice In the hot sun.) A tenure wtand absorbs 
Id 10 levels of spells launched against the wand-hearer before being used up. 
It operates automatically to compleceiy absoth such spells. When a u^hite 
luami’s capacity' is exceeded, it dissolves—hut it does wholly negate any last 
magic that overloads it, even if the spell greatly exceeds the level-ahsorp- 
tion capacity remaining in the wand. 

Specmlt)^ Prie,st.s (Pains) 

Requi REMENTs; Constitution 15. Wisdom 15 
Prime Req.: Constitution, Wisdom 

AliciNMENT: LE 

Weatons: All bluJgetming weapons (wholly B) plus whip and 

scourge 

Armor: All armor types up to and including scale mail and shield 

(pleated ceremonial scale mail preferred) 

Major Spheress: AH. charm, combat, elemental, healing, law, necroman¬ 
tic, sur> 

Minor Spheres: Animal, div ination, guardian, summoning, time, 
weather 

Mao ica l I th Mst Same as clerics 

Req, Profs: Leatherworking, scourge 

Bon Ifs Profs: Endurance, rope use, w hip 

• Pains may inilict a />ain touch on any opponent they touch with a suc¬ 
cessful attack roll using a hand or other limb. The recipient is allowed a 
saving throw vs. spell. If this saving throw succeeds, she or he suffers no 
effect. If this sav ing throw' fails, she or he is w-racked by pain, suffering a 
-4 penalty to attack rolls and a -2 penalty' to all Dexterity' checks for as 
many rounds as a pain's level. Pains may attack one individual of siie H 
or smaller each day for every three levels of experience they hav^e (one 
penkin at lst“3rd levels, tw'o at 4th-6th level etc,). Pains may combine 
this ability with any attack roll to touch a certain being (such as is re¬ 
quired for say, a cause uouinch spell), in some cases resulting in tw'o 
magical effects happening to a creature at once. Certain special abilities 
of other specialty priests (llmaier and Eldath, for example) negate the 
effect of this ability. As a result, there is great hatred betw't;en the clergy 
of Loviaiar and that of these deities. 

• At kd level, pains are able to cast wlip of flame (as the 2nd-lcvel priest 
spell) once a day. 

• Ac 5tb level, pains are able to cast tinnee of Jjatn or whip of fiuiii (as the 
3rd-level priest spells) once a day. 

• At 5th level, pains are able to ciist touch of Loi iautr (as the 2nd-level 
spell) once a day. They may cast an addititmal much of Lm utUir for every' 
two experience levels they gain above 5th level (twice at 7th level, 
three times at 9th. etc.) to a limit of five times a day. 

• At 7th level pains ate able to cast kiss of torment (as the 4th-ievel priest 
spell) once a day. 

• At lOfh level, pains are able to cast eyebite (as the 6th-lev'el w izard 
spell) once a day. Only the efiects of the sleep form of rhe spell can he 
reflected upon them, however. 

• At 15th level, pains are able to cast symhoi (as the 7th-lev'el wizard 
spell) once a day. They prefer the pain ftirm of this spell-like ability, hut 
can use the other lonrts also. 

• At 20th level pains are able to cast ensnaremetit (as the 6th'level wizard 
spell) once a month. They are taught how' to make the proper warding 
circles through the lore of the church and do so with the same facility as 
a wizard ot their level. Permanent warding circles are found in the 
dungeons of some temples of Loviatar. 

Ltivii^tan Spells 

2nd Level 

Lo via tar's C aress (A1 re ra t i tin) 

Sphere: Combat 

Range: 10 yards/level 

Components: V, S 

Duration: Special 

Casting Time: 5 

Area of Effec t: Spec i a I 

Saving Tlito w: None 

This spell provides the means of unerringly delivering another single harm¬ 
ful or beneficial spell of 4th level or less that requires a touch to deliver cast 
within the round imtitediafelv preceding the casting of Loviatar's caress. It 
may he combined with the pam touch ability of a specialty priest of Loviatar. 


Whip of Flame (Ev^ocation) 

Sphere: Ck^mbat 

Range: 0 

Components: V, S, M 

Duration: 7 rounds 

Casting Time: 5 

Area of Effect: Spec ia I 

Saving Throw': None 

This spell creates a blazing w-hip or flexible line of flame? extending for 12 
feer from one of the caster's hands (or. if lacking a hand, from the end of 
whatever is left of the caster's arm). The whip of flame is wielded using the 
caster's THAOO, and it strikes once per round. Although this weightless lash 
behave.s like a w'^hip, and bums brightly enough to see hy, the flames are actu¬ 
ally an illtision, and cannot ignite anything. The weapon is an intangible line 
of force, not an actual cord that can wrap around things, be grasped, or be cut, 

A whif) of/lame does damage by transmitting heat, searing whatever it 
touches h>r td8+l pjints of damage per strike. Metal w'eapt^ns and armor 
transmit full damage to their w earers, but leather armor or the padding typi¬ 
cally w'om under metal armor reduces damage by half, rounding fractions 
dow'n, for the first strike of the whip of /lame; thereafter, such garments are 
hot enough to transmit full damage to their w'earers. 

Note that creatures can pass through the lashing w'hip ivithout being 
slowed or hampered in any ^vay, hut in turn they have no effect on it. Beings 
who rush through the stretched-ouc whip or otherwise deliberately come 
into contact with it take its full damage even when it has already struck an¬ 
other creature tm the same round. 

The tekip of flame, fades away when the spell expires, the caster wills it to, 
t>t the caster commences any other spellcasring. 

The material components of the spell are one of the caster's hairs and a 
flaming branch, spark, or lump of charcoal. 

3rd Level 

Dance of Pain (Alteration, Necromancy) 

Sphere; Combat, Necromantic 

Range: Touch 

Componenrs; V. S 

Duration: 4 rounds 

Casting Time: 6 

Area of Effect: One recently injured creature of size L or smaller 
Saving Throw': Special 

This spell only affect.s creatures who have been recently injured, defined as 
having lost some of their hit points within the preceding 24 hours, h is 
w'^ibted if ca-st on a healthy, unhanrietl being, or a creature larger than size L. 
(The spell cannot form around larger beasts.) When the caster successfully 
touches [he target of the spell, a spiral of illusory blades whirls around the 
victim, marking the Kiundaries of a field of sharp-edged, invisible lines of 
forte that cut the victim and buffet him or her about. It free to move, victims 
of this spell are jerked about in an uncontrollable dance that causes a -2 
penalty to their attack mils, worsens their Armor Class by 4 points, and 
makes intricate tasks (such as opening locks or casting spells) impossible. 
Tile unseen cutting edges slice and sla.sh the victim for 2ij4+4 ptiints of dam¬ 
age per round. Restrained or immobile x’ictims simply suffer damage. 

Victims of this spell are allowed saving throw's vs, spell each round. 
When a saving throw- succeeds, it mearcs that they take only 2 points of dam¬ 
age on that round and can manage at least one semi-intricaic task (such as 
hurling a missile w'eapon, getting an item from ptiuch or belt and readying it 
for use, and so on), hut still cannot cast spells. 

Whip of Pain (Necromancy) 

Sphere: Combat, Necromantic 

Range: 0 

Qimponents: V, S. M 

Duration: 1 round/level 

Casting Tme: 6 

Area of Effect: Special 

Sa V i ng Thnjw': Spec ia I 

Tlds spell creates a whip!ike, flexible line of force emanating from the fin¬ 
gertips of the caster's hand (or, if lacking a hand, from the end of whatever is 
left of rhe caster's arm). This crackling, coil^g line of purple sparks is 
w'itdded as a whip and uses its caster’s THACO to attack. It strikes opponents 
up to 10 feet distant. 

The u'kip of pain functions as a + 2 magical w eapon for purposes of which 
creatures it is able to affect. When the wielder successhiHy strikes a target, the 
ufrjp makes a kmd snapping sound, and rhe target must make a saving rhrov\' 


104 • FAERUNIAN RANTHEON: Loviatar 


J 























vs. *pell iit\d a Qinstitutitm abiliry check, [f the sivirig throw fails, the victim 
suffers 414 points of damages if it succeeds^ the victim suffers only half cbmage. 
If the abiliry' check succeeds* the target feels only enough pain to suffer a -1 
penalty' to his or her veiy' next attack roll- If it taili, the target is v^Tackcd by 
pain on the remainder of tlte current and all of the next round. This lowers his 
or her Armor Class by 1, places a -2 penalty on attack rolls, and snakes it itn- 
possible for the victim to concentrate enough to cast any spelb. 

The u'hip of pmn fades away when the spell expires* is dispelled* the caster 
wills it to* the caster falls unconsciotis, or the caster commences any other 
spelicasting. The wielder can trigger magical items like wands with his or her 
Ollier hand W'ichouc ending this spell. 

Tlie ntaterial comptments of this spell are a drop of unholy W'ater and one 
of the caster's hairs. 


4th Level 

Kiss of Torment (Necromancy) 

Sphere: Combat* Necromantic 

Range: Touch 

Components: V. S 

Duration: 3 rounds 

Casting Time: 7 

Area of Effect: One creature of size L or less 

Saving Tlirow: Special 

To enact kiss of itmnent, the caster must successffilly touch the hare flesh of 
the victim with his or her hare fleshi this touch can he of any type from a light 
hnish with the fingertips to an actual kiss. fCtss of [(HTneni: attacks the nen'oas 
system of the htxly* tiverwhelming it with phantom pain that causes the vic^ 
ttm to writhe uncontrollably and suffer 416 paints of damage. Typically, tar¬ 
gets of this spell can R-tain their footing and f heir grasp on wieldeLl or carried 
items, but can do little else; attacking or uttering mcantatioTts is imptjssibic. 
The victim is allowed a saving throw' vs. spell at the end of the first 
round, and if it succeeds, the spell ends. If it lails, the writhing continues for 
a seconti mui’n.i and iin<.)ther saving throw is necessary'. If this second saving 
throw succeeds* no damage is taken in the second round and the spell ends, 
bur if it taib, an additional 2d6 fajinis of damage is inflicted upon the victim, 
the wTithing continues tot a third nnind, and another saving throw is neces¬ 
sary. If this third saving thri>w' succeeds, no damage is taken in the third 
round and the spell ends* hui if it fails, an adJitivsnal IJ6 points of Llamage U 
inflicted upon the victim. 


Malar 


(llic Bciastlord* Lord of Beasts, the Black“Bk)oded Pard* 
tlie Bear) 


Lesser Power of Carcert* CE 

Portfolio: Hunters, marauding hea.sts and monsters, blood, bkHid- 

lust, evil lycanthropes, stalking 

Aliases: The Stalker (Vilhon Reach), Render (Endless Ice and 

Great Glacier), Blue Bear (Uthgardt Karbarians), Herne 
(Ores iif the High Forest) 

Domain Name: Qikithys/The Land of the Hunt 

Superior: Talos 

Allies: Auril* Talos, Umherlec, Bane (now- dead)* Loviaiat 

Foes: Chauntea* Deneir, Eldath, Ilmater, Lurue the Unicorn, 

Nohanion, Silvanus, Sune* Gwaeron Windstrom, Shiah 
lia* Uthgar 

SvsttRiL: A hTovvn-furreJ* bestial claw' w'ith long, curv ing talons 

liPiled W'ith fresh red bUuxJ 

WorAlion.: N.CN,LE,NE*CE 


Malar (MAH-larr) is the god of the savage w ilJ. 
Along with Umherlec and Auril* he is one of the 
I Gods of Fury who scr\'c Talos. He is worshiped by 
I hunters who revel in the kill or who hunt for sport 
I or to excess, la lien rangers, sentient carnivores* and 
1 yeanthropes. Tl’iosc who sufler the depredations of 
wild beasts attempt to plaaue rhe Beast lord with oh 
ferings of freshly killed and blooiiy meat, hut Malar 
rarely recognises their entreaties. In his more favorable aspects he is revered 
by beings vxho identily with the untamed nature, grace, and amorality of 
preJatcirs. 

Malar achieves almost sensual fulfillment from the hunt anJ the kill. He 
revels in the fear radiated by the hunted and hungers for the bUxid of his 
prey. He sixraks only in Itm' grow ling undertone or vicious snarl The Lord of 



Beasts despises the Balance sought hy druids and rheir deiries and seeks to 
overthrow it through the actions of his faithful. He manifests an avatar in 
Faerun in an endless hunt across the Realms whenever the mood strikes 
him — w'hich is almost constantly* 

During the Time of Troubles, Malar stalked the Icngtli and breadth of 
Faerun. He is known to have battled Nohanion in the Gulthmcre FoR‘sf in 
a fierce conflict knowTi as rhe Roar of Shadows. Tlie Beast lord w'as driven 
north and west by the Lion God working in an alliance with the Emerald 
Enclave* When Malar appeared in the North* he was relentlessly pursued by 
Gwaeron Windstrom and could not shake the Master of Tracking from his 
trail. The ficastiord did challenge and defeat Herne, a comipteJ incarnation 
of the Master of rhe Hunt brought to the Realms by an ancient w'ave of im¬ 
migrants along with Qghma :^nd fither pow'CTs. Heme was venerated by the 
ores of the High Forest, and Malar has since assumed his portfolio. 

In the aftermath of the Time of Troubles, Malar has been w'cakened by 
the grow'ing strength of Talos. As a result, he has been forced to seek new' 
Wiirshipers among the nonhuman tribes, and now numerous humanoids 
have begun to venerate the BeastlorJ as an adjunct to their traditional pan¬ 
theons. Malar has also acquired additional human w'orshipers from the ranks 
of a few beast cults by slaying their totem spirits and assuming the animal 
spirits' portfolios as aspects of his own. One of the first beasi totems to fall to 
his bltxidy talons w&s Blue Bear* an Uthgardt beast cult corrupted b\' perva¬ 
sive contact with lower planar beings and veneratevi in other lands as Ren¬ 
der, the Bear God. 

Malar s Avatar (Ranger 30 , Druid 17 ) 

Malar favors two forms when he stalks rhe Realms. As rhe Beast, he appears 
as a man -high catlike beast, sleek and supple in its movements. His ebony 
fur is matted with bUwxL and bis ralons and fangs endle.s.sly drip bltRid. The 
Beast cannot and does not speak. 

As the Master of the Hunt, also known as the Wild Hunter, Malar ap¬ 
pears as a black-furred, 1 Z-fixu-tall humanoid w iih red eyes above a whuff 
fling, flesh-draped hole rather than a nose and mouth, and a large rack of 
antlers that he can use to slash or stab at targets. Malar can speak in this 
form and can cause his antlers to melt away and reappear at will, allowing 
him to a\'oiiLl damage to l\is rack and to prev ent opponents from trapping 
him hy ensnaring his antlers. Tlie Master of tlie Hunt is typically accompa¬ 
nied hy a pack of 21 dire wolves (winter wolves in polar regivins) of the 
largest pvissible size (maximum hit points). 

Malar can cast spells from any sphere , although he Favors spells from the 
animaL combat* and summoning spheres. Malar often joins in the hunts his 
clergy memhers promote—and w'hen such a visitation occurs* his clergy 
members seek to impress him with their reckless valor and often fling away 
wcapcms to chase the quany'—frequently a beat* wolf, ow'lbeat* or more fear- 
s{>me monster—barehanded. Although Malar believes all creatures should 
look after themselves and that all who hunt should also knt av the pain and 
fear of the hunted, he does dispense healing vin such occasions* bestow ing 
curativ'c magic through the huming-hot blood that drips ftam him. 

AC -L MV Z1 (leap 70 tVer); HP 207: TH.ACO -9; -AT 5* or 3** 

Umg 3J4+H/M4+n/M4+lh3d4+U/4i4+n (d:iwx4/Lmgs, +11 Str) or IJIO+II 
(antlers, +1! Sth) and 1J6+16 (speur +5, +11 Str. +2 spec. Kmus in spear) 

MR 70%: SZ L U2 feet long—Beast, or 12 Rx-t tall—Master of the Hunt) 

Str 23, Dus 24 Con 23, Int 15, VVis 20. Cha 18 

Spelts P: 10/10/9/9/5/3/2 

Saves PPDM 2, RSW 5. PI’ 4. BW 4, Sp 6 

♦Tlie Fk-ast can aitack eadv rtHHul ivirh thur lakmed dau's and uiw lariigeJ bite. 


•^The Master of the Hum can attack once esich rt^und with his antlers and two 
rernes with hii spear. 

Special Att/Def; In either form* Malar laughs like a deep-voiced giant. He 
is an intallihle hunter and tracker, bested tmly at tracking by Gwaeron Wind¬ 
strom and Mielikki. He can shape chm\gi: at will l-Hitween rhe Beast and Master 
of the Hunt foims in one round* once per tiim. In either form, the Beast lord 
can cast mmisier summewung L ff, J/f* JV'. V, V7. or Vf/ once per round in addi¬ 
tion to casting a spell. Mabr can alwa^'S chcxisc W'h:tt sort of creatures respond 
to his summoning, but they are alw ays some form of premia tor. 

The Beast customarily pt>unces in battle st> he can attack w ith all ioxir 
talons in a round in addition to his bice. Hi.s bite inflidls lycantbropy (of a 
nmdom form of evil we re-creature) at W'ill Tt'ie Master of the Hunt attacks 
w ith his antler rack and his massive spear +3, On rolls of 4 or better more 
than he needs to hit w ith his antlers, the Wild Hunter successfully gores lot 
double damage. His magical spear vanishes if he lets go of it for any reason 
and reappears in his hand at will. 
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Makr regenenites 5 p<>mts of damage per round. He heals 5d8 pointJs of 
damage and regenerates Enutilatiom by changmg form from Beast to Master 
of the Hunt or vice versa. He is immune to dmrm spells or spell-like effects 
of any sort and cannot he torced to change physical form to any shape he 
does not wish to assume. Malar has no special effect on undcad creatures 
other than can be accomplished by his physical attacks or spelb; however^ 
undead beings of any scat fexcept deities) cannot harm him and avoid him 
instinctively. 

Other Manifestations 

Malar prefers to manifest as a cloud of darkness in which rwo large, red, feral 
eyes gleam. Frt»m this cloud may issue forth his voice, bestial roais or snarls, 
or (most tifren) deep, snarling laughter. 

Malar may also manifest as, or change in one round to, a disembodied, 
animated lurry beast limb (akin to that conjured up by the beast ejau' spell, 
described heli>w) rlvat can ptnnt, draw symbols or write in the air in letters of 
lloating. Mazing hUxid, carry or manipulate items, or fight (raking for }d4 
pt>ints of damage, striking tw ice per round at TH ACO -8, and having AG O. 
MV n 21 (A), and lOl hp). An impossibly deep, Ixme-shaking snarl usually 
accompanies this latter manifestation. 

Malar acts frequently thnaigh all sorts of predators, particularly bears, 
wild hunting aves oi all sorts, displacer beasts, fang dragons, jackalweres, gar- 
gantua, leucrotta (greater and lesser), evil lycanthropes, owlhears, peiy tons, 
w'itliweres, wt>iverines, aurum’i'orae, wolves, and even (very rarely) the tar- 
nLSijue. He has been knowm ro place appropriately seeded deepspawms in re¬ 
gions w'hcre preJau.>rs and/or prey are scarce so as to ensure the hunt never 
ends. 

The Churcli 

Cleroy: Clerics, specialty priests, fighters, wurards 

CiERGv's Align.: LE, NE, CE 
Turn Unuead: C: No SP: ^ o , F: No, W: No 
Cmnd. UnueaU: a Yes, SP: No. F: No, W: No 

All clerics and specialty priests of Malar receive religion (Faerunian) as a 
Kmus msnweapKin proficiency. Malar’s clergy' are required to take the hunt¬ 
ing nonweapon proficiency, ?ind antmal lore and tracking are both highly 
recommended. Clerics of Malar are alltmx'd tti use daggers. 

Malar is not a popular gt>d with many devtited ftdlow'^ers. Like Umberlee, 
he IS invoked usually to pTevent his intercession {usually heralded by wild 
beasts) as opposed to beseeching it. Groups devoted to following him are 
present, however, rerroriting civilized areas anti suit iving by poaching what 
they need. 

Temples of Malar are simple afihirs. Typically rhey are inw^ardly curbing, 
fang-shaped stones arranged in a ring in shadowy forest glens. Many temples, 
particularly those located in more civili-ed settings where the activities of 
Malarites are viewed with loathing by the local populace, are built aWe ex- 
tens ivc limestone caverns and accessed via a sinkhole in the circle s center. 
The twisting subterranean pass;iges serve as huniing grounds through which 
ruthless Malantes stalk sentient prey (particularly humans and demibu- 
mans) captured In an the surrounding region. 

Tl’ie eburch <if Malar is loosely bound and without a central hierarchy. 
Thi.s makes it all the more difficult tti counter or remove, for as swn as one 
den of Malarites is contained, another arises.. The church organization is 
hudr around the ctmeept of the hunt, and consists of local, independent 
cells or “Htints." Tlie leader and mo.st powerful individual of each hunt is 
known ms the Hunimaster, w'ho may be a priest, warrior, wirard (very rarely), 
or shapechanging predator (such as a wolfwere or evil lycanthrope). If 
human, the Huntmasrer can Ix' identilied by his or her heavlpiece: usually a 
bear, great cat, or other creature the leader has killed with his or her hare 
hands. The oHice of Huntmasrer is won by challenge—a fight to the death if 
the incumbent Joes not resign—and the Hunimaster decides the kxiale, 
rime, and prey to he stalked in the ceremonial hunts of rhe faithful. 

Malariie priests are known a> Lords ot rhe Hunt or Hunrlords (to distin¬ 
guish them horn lay |olli>werSi who are merely "of tlic Hunt"). No individual 
titles are used, except ’*01d 1 hinrer" as an address of respect to senior cle^gi^ 
but clergy memlxrs are often known hy names such as Brother Stag or Sister 
Wolf in rectjgnirion of the nrost powerful hemst.s tliey have slain alone with 
iinly their daggers, their bare hands, or ckiu's ofKiakr. Specialty priests of 
Malar are know n as tak>ns. 

Dogma: Survival ol the fittest and winnowing of rhe weak are Malar's 
legacy. A brutal, hkxxly dearb has great meaning: "May you die an old man'' 
IS iui insult among Malarites. The hunt is the fulcmm t>f life and death, and 
the focus pt>ini of life is rhe challenge Ixtweeii the hunter and the prey, rhe 
judgment of who may Iivt or vlie. Jvlalarites are expected to view evciy' im- 
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portant task as a hunt and to remain ever alert and alive. They must walk 
the wildemess without trepidation, as Malar does, and must show‘ no fear in 
the hunt. By being bold, they expect to win the day. 

Malarite novices are charged as ftillow's ‘‘Savagery and strong emotions 
defeat reason and careful thought in all things. The strong must slay as fre¬ 
quently as possible and exult m the doing if they are to survive and achieve 
dominance of the pack that society tmly is under the polite veneer ii main¬ 
tains. Taste the blood of those you slay and never kill from a distance. The 
glory and danger in the hunt should be told to all in grand tales. Work 
against woodcutters, farmers, and all fools who seek to cut back the forest 
and slay beasts because they are dangerous. Suffer no druid to live, for they 
l?elieve not in survival of the strong, but in a weak-minJeil balance that al¬ 
lows the inferior to survive and often to rule. Slay nor pregnant wlid crea¬ 
tures, young wild animak, or deepspawns so that dire beasts to hunt may al¬ 
ways be plentiful,” 

Day-to-Day Activities; PriesLs of Malar indulge in htinting as often as 
possible and strive to route the hunt to make it as dangerous as possible, so 
that its finale (the killing of the quaTry) takes place in a settled area (so that 
the Malarites can demonstrate their superit>rity. of covirse). Common folk 
who do not appreciate having desperate leucrotta, wolves, displacer beasts, 
and the like chased through town tend to hate and fear Malarite clergy 
memhers—which is the whole idea: Tlmse who do not venerate the Lord of 
Beasts should respect him out of fear. 

Malarite clergy memhera also preach the joys and the Kiuntiful yields of 
the hunt and wi>rk Vo thwart the expansion of farms and setrlemenr.s so as to 
preserve as much wilderness as possible. They work against the priesthoixis 
of Chauntea, Deneir, Eldath, Silvan us, and 11 mater, staging raids and van¬ 
dalism much as outlaws and bored young noblemen indulge in, 

Malarite clergy seek to slay druids of all faiths w henever possihle, for they 
see the natural Glance that druids promote and maintaii'i as the true foe of 
all who love to hunt. They believe It interferes with the rightful triumph of 
the strong over the weak. Consequently, druid organizations, those with 
druidic connections, and those sponsored even partially by nature deities 
(including the Harpers) also seek out and destroy Malarite strongholds at 
any opportunity^ 

Holy Days/Important Ceremonies; Worship of Malar centers around 
the hunt and tends to consist of personal prayers to the Beastlord offered be¬ 
fore rhe chase, during pursuit, and w hile drinking a toast over the slain 
quarry (sometimes a toast of the hUxxi of the vcr>' animal killed). The drim¬ 
ing BkWstmg is intoned over the bodies of all creatures slain during a 
hunr—^and specific ritual prayers and chants should accompany feasting on 
any beast slain during a hunt. 

Tile only high rites of the faith are the Fea.st of rhe Stag's and the High 
Hunts, nie Feast is celebrated at Highaixx^stide, when Malarite clergy pa¬ 
rade through settled areas hearing the heads of the beasts they have slain 
during rhe previous tenday (a frenzied orgy of killing) and lead all who desire 
to eat to a feast. Tlie beasts hunted down hy Malarite hands are rhe main 
dishes at this twtvJaydong revel of gluttony, and all folk are invited (even 
dniids may come and dine in safety, protected hy "the Peace of the Table"). 
At this feast, derg^^ publicly undertake to hunt throughout the winter ahead 
for the tables of specific widows, aged folk, infirm individuals, and orphan 
children. This day marks the annual high point of regard for the faith of 
Malar in most communities. 

By Malar's command, every hum (religious communiry^) of his worshipers 
must celebrate at least one High Hunt in each of the ftmr seasoas of the year. 
A High Hunt is a sporting event attended by all Malarite clergy members 
able to walk. They wear KH>ts and headpieces made from the skulls or heads 
of beasts they have personally slain, and each wields only a single knife or 
the cldu'^s of Malar. Their quarry—a sentient humanoid, usually a human 
male—who is set free in a wtKiJed area (or extensi ve cavern complex if nec¬ 
essary) ringed by Malarite clergy members. Tire quarry- is armed and armored 
with all the nonmagical items he or she desires that can reasonably be ob¬ 
tained—and then hunted to death for the glory of Malar. Htjwever, if the 
prey escapes the boundaries of the hunt (set up at its beginning) within a day 
and a night or survives until the sun has cleared the hi>riron on the morning 
after the hunt begins, he or she wins freedom, can never be so hunted again, 
and can ask any boon of the Huntma-srer that is within his or her power and 
does not involve killing a Malarite. 

The prey is often a druid and cannot be a worsFiiper of Malar. {Hunrmas- 
ters cannot use the High Hunt to eliminate potential rivals within the 
clergy.) When slain, victims of the hunt are wholly burned to ashes as a meal 
tor Malar 

Major Centers of Worship: The Divine Den in Bezentil, where High 
Huntmasrer Skith Tstimagar leads a congregation of 70 or so Malarite clergy 




















(members and rwictj as many lay worshipers who are avid hunters, is the ccH' 
ter of Malar*s faith in the Great Dale and all of FaerOn east of the Dragon 
Reach and north of Thay, The clergy members of the Divine Den mount 
many hunting expeditions to remote and perilous regions of Toril in pursuit 
of exotic prey, A dozen skilled smiths amt>ng them make the True Talons of 
the Gcxi (approved cimvs o/MdJar). 

Tlie Deep Hunting Grounds in Undermounrain beneath Mr. Waterdeep 
h a powerful and lapidly growirig temple located amidst a subterranean for* 
esr known as the WyllomvotH!. Led by Benira Darkwind, the congregation 
of 60 or more priests and as many ft-iirriors^ rogues, and lay wtirshipers is ac¬ 
tively expanding its influence throughout Undermountain and mounting 
increasing numbers of hunts through the streets of Waterdeep. 

Affiliated Orders: Tlte church of Malar also includes ftme priests unaT 
filiated with any particular hunt. These solitary women and men, known as 
Beastmasters, exhibit an amazing rapporr bordering on telepathy with ani¬ 
mals and other predators, and they are rtimored to command fearsome pt>W' 
ers resembling tliose of powerhil druids. Beastmasrers resemble savage h^sts 
in disposition and lifestyle and exert control over most predators in large 
swaths of wilderness through the use of multiple, concurrent |iTuJ compciuon 
spells. (Other clergy can only have one animal companion at a time.) Beast- 
masters only rarely call uptm the aid of other Malarites in their territory, but 
when they do, few LK:aI Hunimasters defy their requests. There is a loose 
coirelation herween the geographic areas of influence of Beastmasters and 
circles of druids in the wild. Individual Beastmasters and theirsersutors con¬ 
test in an endless cycle of violence w'ith nearby druids. 

Malar is also served by a few rare Beast Lords. Tliese lone spellcasrers 
breed unnatural monsters like buietres. sregt>centipedes, ow'lbeais. peryton.s, 
ami so forth. While most Beast Lords are human, a few are drawm from the 
ranks of other races such as illithids and beholders. (Dne prominent nonhu- 
man Beast Lord in the North is an illithilich, believed to be leased in ruined 
Dekanrer, vvhi> seeks to Ciinquer part of the dark realm.s of the Underdark 
with an army of beasts. 

Priestly Vestments: Hunt masters wear headpieces made from the pelt 
and head ot the tiuist impressive beast they have been able to slay with their 
hare hands (usually a hear or great can but sometinres an owdbear, leuenma, 
or peryton). Malarites carry hunting horns at their l>clts and are ne\ er with¬ 
out at least three daggers (usually one sheathed in each hoot, two in belt 
sheaths, one strapped to citlier forearm, and another hidden in a nape-of- 
che-ncck sheath under the hair or in an armpit sheath). WoixJland garb of 
red or hrow-n is the favored dress ti>r hunts. By day, red hunt clothing is i>itcn 
concealed hy a woodcloak of mottled black, gray, and green. Necklaces of 
animal Ixmes, fangs, and claws and a variety of pelts are often w orn in addi- 
tii,>n to mvmia! hunt clothes when priests desire to impress. 

Ads'entiiring Garb: When adventuring, priests of Malar dre,ss practi¬ 
cally, but must favor armor constructed from the hides of living creatures 
that allow's flexibility an^.l rapid movement. Necklaces of claws and fangs 
and a variety of pelts from predator animals are often worn to quietly 
demonstrate a Malarite s hunting prtwvess to the members of a community. 

Talons of Malar and Hunt masters are allow'ed to employ the weapons 
known as cluu's o/Malur. Ckiws of Malar arc metal w eapons gripped in the 
fists that resemble brass knuckles studded with rtiws of .sharp, lagged edges 
along the top like lit»ns claw's. A priest must allocate a weapon prtificiencv 
for these weaptins in tirJer ro use them. A priest trained in their use can 
strike once per round with each fist w ithout disadvantage. C/auf.s of Malar 
weigh I pound ttital (a half pt>unJ each), ha\'e a speed factor of 2, are size S, 
and inflict Id6 points of piercing and .slashing (Type VfS) damage to size S ot 
M target.s or IJ4 pt>ints of damage to size L or larger targets. 

Although crude local specimens tjf these weapons exist, the best True 
Talons of the GoJ come from tune sottree: the Divine iXut in Bezentil, the 
most impti'itant temple to the Lord t>t Beast.s in all Faemn. from this 
siHiTce are hle.ssed in the blood of beasts slam in the hunt, enchanted to 
never rust (even if touched by rust monsters or assaulted by spells that 
should make them nist), and bear liny markings that allow the smiths who 
made them to idennh' each pair. Other individuals can try to use the ckiu' 5 , 
bur a n£mbeliever t)r a nimpriest of Malar suffers the wrath of the church if 
she or he dots st^ am) said wrath translates to the Malarites hunting down 
and slaying the tndiv wfual as a warning to others. 


S[>ot'ijilty Priests (Tiiluns) 


ReQUIRJiMHNTS; 

pRTstE Req.: 
.Alu;nment: 


Strength 11, Wisdom 12 
Strength. Wistltim 
CE 

All nonmissile bludgeoning (wholly Type B) W'eapons. 
daggers, and the daws of Malar 


Armor: Any 

Major Spheress: All, animal, combat, healing, plant, summoning, sun, 
war* weather 

Minor Spheres: Divination, elemental, protection, travelers 

Magical Items: Same as clerics 

Req. Profs: Animal lore, daw.s ofMahr 

Bonus Profs: Huntingx4 (for a Wisdom check modifier of +2), sur¬ 
vival (pick one type of terrain) 

■ Although most talons are human, their ranks include renegade 
w'emics, half-ores, half-ogres, and other evil humanoids. 

• Talons can select nemw^eapon proficiencies hom both the priest and 
W'arrior groups with no cross<iver penalty. 

• Talons can employ dbws nf Malar. These weapons are described under 
Adventuring Garb, above. Ckws o/ Malar are acquired through the 
church and arc nor normally for sale on the open market. Talons can 
attack tw'ice a round using the daws o/Malar at no penalty to their at¬ 
tack rolls, once with each hand/claw. 

• At ltd level, talons can identify plants, animals, and pure water with 
98% accuracy, 

• At 3rd level, talons are able to cast heast daw^ (a.s the 2nddevel priest 
spell) once per day. 

• At Tth levrel, talons can track any animal by its spoor. This is treated 
as gaining the tracking nonweapon proficiency for free. If a talon is ah 
ready proficient in tracking, at 5th level she or he receives a +4 bonus 
w'hen tracking wild animals. 

• At 7th level, talons are immune to the effects of diarm spells cast by 
wTJodland creatures (similar to druids). 

• At 7th level, talons can make three melee attacks eveiy' two rounds 
(or gain one extra attack per every two rounds wdrh one date of 
Malar). 

• At lOth level, talons can cast rage (as the 5th-Ievcl priest spell) or an¬ 
imal itansfer (as the 6th-level priest spell) once per day. 

• At 1 3th level, talons can make tw'o melee attacks per round (or gain 
one extra attack per round with one daw o/Malar). 


Malarite Sped Is 
2nJ Level 

Beast Claw (Alteration, Necromancy) 

Sphere: Combat, Necromantic 

Range: 0 

Components: V, S 

Duration: 1 round/level 

Casting Time: 5 

Area of Effect: The caster’s arms 

Saving Tlirow': None 

This spell temporarily transforms the caster's arms into extremely durable 
lurry limbs with raking talons and gives the caster 18/72 Strength so that 
she or he can rend and rake for 2d4+4 points of damage (total), striking 
tw'ice per round (once with each claw, unless holding Siimething) at a +2 
bonus to attack. The caster may employ a normal weapon with these 
limbs il desired, but the limbs (>nly convey their Strength bonus to such 
attacks, and the caster otherwise folhnvs all normal rules for attacking 
with the held w'eapon. 

The spell can be ended at any time at will so that the caster's limbs in¬ 
stantly revert hack to nt>rmal. Tlie reversion banishes any damage done to 
the limbs, w iping out both hit point damage and any mutilations or even 
magical wit he rings suffered. 

Tile daws are as dexterous as the caster's ow'n hands and are capable of 
manipulating small objects and perthrming any delicate tasks the caster is 
normally able to do. They are also immune to any magic that translVums 
physical shape. In other words, if a hie polymorphed the caster into a frog, 
she or he would retain the tw'o mighty limbs—or if the caster employed 
siwipe c/iangc to take another torm, the beast daivs and their limbs would 


4th Level 

Animal Sight (Alteration) 

Sphere: Animal 

Range: Touch 

Qiinponents: S 

Duration: I nirn/level 

Casting Time; 7 

Area of EBecr: One touched cteature 
Sa vi ng Th row': N one 


L 
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This spell is often employed by priests who have animal companions. By 
casting this spell upon an animal, the priest literally sees through that 
creature’s eyes. Wherever the animal traveb for the duration of the spelK 
rhe priest sees whatever it sees. 

During the time the priest b employing this spell she or he must be 
stationary and concentrate on the animal. Damage caused to the priest 
interrupts the spell. 

This spell is especially useful when the priest wishes ro spy on other in¬ 
dividuals or discover the lay of a territory before entering it personally. 


Find Companion (Conjiiration/Summoning) 

Sphere: Animal 

Range: 1 mile/two le vels of caster 

Components: V, S, M 

Duration: Special 

Casting Time: 1 hour 

Area of Effect: 1 animal companion 

Saving Throw: Special 

This spell is similar to the htdcvel wizard spell /itid/fmidkr, hut it is in 
some respects more powerhiL Priests casting this spell are attempting to 
summon animals for aid and companipnship. Like wizards, priests can 
each have only one companion at a time* and they have no control over 
what creatures answer the spell call unless they couple find compauion 
with an ciiimtil summoning. 

No matter the creature summoned, it has greater Intelligence and a 
lunger life span than others of its kind* Priest companions have an Intel¬ 
ligence of 4 or 5. Priests gain the heightened senses of their companion, 
granting them a +1 bonus all surprise tolls. 

Priests are linked to the animal companion telepathically and can give 
it directions telepathically or verbally. In return, the priests can under¬ 
stand the thoughts and sounds tjf rheir animal companion as if they were 
using a tciiii nnirndis spell 

It the companion is separated from its linked priest by more than a 
mile for more than one day. it loses 1 hit point a day until it dies. 

Unlike a wizard's familiar, a priest's companion does not gain the 
priest’s saving throws. Further, the priest di>es nor suffer physical damage 


if the companion dies. 

PriestsS can attempt to find a companion once a month until they are 
successful. The prexcess involves an hour-long prayer session in which a 
priest must ask his or her deity for a ct>mpanion and hum 100 gp worth of 
incense during the process, (At this point, roll idZO on the table below.) 
Immediately after the spell is completed, a priest knows if she or he was 
successful. The companion arrives at the spot the spell w'as cast within 
ld4 hours if the spell was successful. 


dZO Roll 

Companion 

Sensory Pow'ers 

1-3 

Wild dog 

Smell, hearing 

4-^ 

Eagle 

Distance vision 

7-9 

Wild hoar 

Smell, hearing 

10-12 

Fox 

Smell, hearing 

12-15 

Giant nu 

Night vision 

16-m 

Badger 

Smell 

19-20 

No companion available 
in range 

— 


It the priest strikes the companion or withholds its hxid. the spell fails, 
at which time the companion is no longer held and can freely depart. 
That kinti of animal will never again become a companion to that priest. 

A priest's companion typically has 3d4 hit points plus 1 hit point per 
level of the summoning priest and an Armor Class of 7. 


5 th Level 
Rage (Alteration) 

Sphere: Combat 

Range: Touch 

C^mtponents: V 

Du ration: 1 turn +1 round/level 

Casting Time: B 

Area of Effect: One touched creature 
Saving Throw^: None 

Casting this spell invokes a battle rage that temporarily raises Strength, 
combat abilities, and hit points. The affected individuars Strength is 
rai.sed to 18. regardless of racial maximums and to 19 if the individual al¬ 
ready has a Strength of 18. The affected individual gains an additional at¬ 


tack per round and gains 10 hit points immediately; if these hit points 
w'ould exceed the individual’s normal hit point maximum, the excess hit 
points disappear w‘hen the spell expires. Further, the affected individual 
gains a +1 bonus on iniriative and a +2 bonus on saving throws made 
w'hile the spell is in effect, 

EJespite the battle fervor, the enraged creature can tell friend from foe 
with a successful Intelligence ability check at a -Z penalty. However, en¬ 
raged creatures are so intent on combat that they cannot c4St sjEiefis. 

After the spell elapses, the formerly enraged individual is exhausted 
and must rest 1 full turn by lying dow n and not moving before engaging in 
combat or other stressful activities again. 


6th Level 

Animal Transfer (Alteration) 

Sphere: Animal 

Range: 60 yards 

Components: V. S 

Duration: 3 turns +1 lum/level 

Casting Time: 9 

Area of Effect: One creature 

Saving Throw: Special 

Casting this spell transfers the priest’s mind into the body of a designated 
animal. The priest gains all the senses and abilities of the animal, includ¬ 
ing its hit points. Armor Class, and movement rare, and is in full com¬ 
mand of the animal form. For example, a priest could elect to transfer his 
or her mind iirto the body of a hawk and fly over an area to determine its 
terrain, occupants, and other conditions in the locale. 

While the spell is in effect, the priest’s btidy is moriontess and vulner- 
able. The priest is unaware of his or her body or anything that might be 
happening to it. The ariiTnal’s mind is suppressed throughout the duration 
of the spell. 

If the priest’s body is killed, the priest’s mind is stuck in the animal’s 
body until the animal dies or a ulsh is cast to alter the priest’s situation. If 
the animal dies w^hile the spell Is in effect, the priest’s mind returns to hts 
or her body and she or he suffers Idl 2 points of damage and must make a 
successful Wisdom ability check or suffer a mild form of insanity for a 
number of rounds equal to the elapsed time of the spell. If affected by this 
mild insanity, the priest behaves as if she or he were the animal, lerrified 
and hurt, and hisses, spits, moves about on all fours or as if trying to fly. 
howls, meows, or otherwise vocalizes as the animal, and i.s generally un¬ 
controllable until the insanity passes. 

The spell can be cast on w'arm-blooded creatures of animal intelli¬ 
gence or less; the creatures do not receive a saving throw. Animals of 
greater intelligence, such as blink dogs, displacer beasts, animal compan¬ 
ions, and other such creatures, receive a saving throw' vs. spelL A success¬ 
ful saving throw' means the spell was W'asted. and the animal w-as unaf¬ 
fected. Animal transfer cannot be used to transfer into the body of an¬ 
other priest's animal companion or a wizard's familiar. Such attempts al¬ 
ways fail and w'este the spell. 


7 th Level 

Faithful Mount (Enchantment/Charnt) 


Sphere: 

Range: 
Components: 
Duration; 
Casting Time: 
Area of Effect: 
Saving Throw: 


Animal. Chann 
Touch 
V. S, M 
Permanent 
I cum 

One touched creature 
Neg. 


Casting this spell places a mount under a powerful magic that combines 
the effects of charm mfimmal and speak uii/t The mount remains 

loyal to the priest who cast the spell, and the tw^o can converse as if under 
a permanent speak with animuls spell. Further, the mount receives a +3 
bonus to saving throws against fear spells and effects and additional charm 
TTiflmTii£il spells or effects directed at it after/attfi/id mount is cast upon it. 

Mounts that can be affected include horses, ponies, mules, donkeys, 
camels, rhinoceroses, elephants, giant stags, griffons, hippogriffs. pegasi. 
unicorns, and other animals that can be ridden. The mount is allow'ed a 
saving throw' vs. spell, w-ith a +2 bonus if it has greater than animal intel¬ 
ligence (Intelligence 1) and magical defense adjustment mndificarions if 
it has an exceptional Wisdom. Success means the animal is not affected 


by the spell, nor can it be affected by subsequent castings of the spell by 
the same priest. 


The material comptmenr for the spell is a lump of sugar. 
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Mask 


Foes: 

SyjkABOt: 

WoR. Auon.: 


(Master of All Thieves, Shadowlord, l.ord of Sliadows) 

Lesser Power (previously Intermediate Power and briefly 

Demipovvcr) of the Gray Waste. NE 

Portfolio: Thieves, thievery, shadows 

Aliases: None 

Domain Name: Niflhcim/Shadow Keep 

Superior; None 

Allies: Bane (now dead), Bhaal (now dead), Leira (now idead)^ 

Ihrandul (now dead) 

Helm, O^hma, Tinn, Tyr, Cyric, Selune, Waukeen 
(missing), Dendr 

A hiack velvet mask, tinged with red 
NO, CG, LN, N, CN. LE, NE, CE 

Mask (MASK) was the deify of intrigue along with 
being the patron of thieves, but his disastrous pcniSiil 
I of the Cyrtfirshad led to Cyric being able to steal this 
I aspect of his portfolio from him. One school of 
thought believed the god totally destroyed after read¬ 
ing the C^-nViisfW and having his OodlsbRne avatar 
form destroyed by Cyric, another held thar Mask wb& 
totally subsumed by Cync, and a third school believed 
that Mask, engaged in bis own intrigues, faked his loyalty to Cyric and later 
his own death. The truth is rhai Ma.sk survived the enslaving effects t>f the 
Cyrinwh^ and the destruction of a major avatar form at great cost, losing 
much of Ins godly ptiwer in the prcscess. 

Mask had allowed iiis intrigue with Cyric to progress so far that he had 
neglected his own worshipers and was effectively hut a lesser power when hit 
by the effects of the CyrtTushiid, When forced to cut away part of his divine 
pc^wxr, leaving it in C^Tic s hands, Mask was temporarily reduced to the sta¬ 
tus Lif a demipow^er. To make mattets worse. Mask crossed a powerful extra- 
planar entity kriinvn a.s Kezef the Chatxs Hound, ■who has sworn eternal re¬ 



venge. Mask cannot remain toti long in one location or Kezef catches up to 
him, and Mask does noi wish to ctinfroni rhe Chatis Hound until he regains 
the status of an micrnieLliare ptywer that he ha<.l just after the Gtidswar. Such 
is the price of intrigue, a price thar Mask has paid dearly, (The Chaos 
Hounds chase has slty^ved stymewhat of late, though, as it becomes distracted 
by the new-found joys of freedont after so many years of impristynment j 

Mask's torm is evcr'changing in regard to appeardnee—and his true fortri 
is not kmyw'n tor sure. Mask remains the purron of thieves, and there his 
faith is strongest. After a year of frenzied activity by his priests on his behalf 
(at his enciyuragement), Mask has taken shadows into his ptyrtfolio and 
managed to climb tty the status of le.sser power. However, Mask is still a 
weakened power and walks (or runs, when the Chaos Hound is abroad) 
carefully in his (.Icalings with the other ptyw^^rs. For the time lieing, he wants 
to remain out of rhe sight (and hopefully out of the mind) of Cyric, who 
might still covet his remaining power, but he is already plotting w'ays and 
means to reg;isn that which he li>st to rhe Mad God. 

Mask is very self-ptisse.ssed and confident—too confident for his own 
He enjoys erecting convoluted and intricate plots to achieve his ends 
and then playing them tsui to his beneiit. As be has recently learned, how'- 
ever, such predilections proved a iveakness lor him, and he is now’ trying 
much more direct methods to accomplish his giyals than before in order to 
avoid such needless—and unwanted"—plt>t tw ists as nearly cost him his life 
and his gixlhs,x>d in his manipulatkyns of Cyric. 


M^isk.s Aviittir (Thief 30^ Illusionist 27, Cleric 14) 

Although Mask usually appears in one of his temples in avatar form as a .sar¬ 
donic, slightly built human male dad in svyft gray leather annor, wearing a 
black mask ringed with red and a black cloak (and scune sages believe this is 
his true or chosen form), he may also appear as a si'>if-.spt>ken human ferrii^le 
with glowing pale skin, white starry lights for eyes, and ntxjr-lengch, dark hair 
who walks harefix>r and is always shrouded in shadowiike gloom. In public, 
Ma-sk storm is ever-changing: human, hallling, or diva rf; male or female; and 
of all ages, huikis, and strengths, (For instance, many legends speak about sus¬ 
pected enciameers with Mask among planar travelers and priests of Mask 


Mask is said to have matchless grace and dexterity, and is easily able to 
pluck thrown weapons out of the air. vault acrass chasms to plunge through 
small windows or to catch hold of riny ledges, and perform various inirica^te 
tasks in midair wiiile falling or tumbling. The Lord of Shadows is wary, even 
paranoid (always spying on faitlilul and foes alike). rtkI never seems to lose 
his temper; he always speab calmly and even sardonically, as if mocking 
humor always lurks behind every phrase. 

Mask can draw spells from any sphere and from the schools of illusion, al¬ 
teration. lesser and greater divination, enchantment/charm. and conjura- 
tton/summoning. He prefers using illusions with shadow- effects or aspects. 

AC MV 15, leap 20: HP 168; THACO 6; MT 1 
Dnrg ldS+5 (Steoltiiu'htjptfr. +1 Str) 

SZL(lOfeet) 

Str 16, Desc 25. Con 19. [nt 24. Wis 20, Cha 22 
Spells P: 9mnmn, W: 7/7/7/7/7/7f7f6/6* 

PPDM 5. asW i, PP 5. BW ?, Sp 4 

•Numbers assume imc extra illusiou spell per spell level. 

Special Att/Def: When he uses a weapon in combat, Mask prefers a br^ 
sut/rd +4 named SretdtJnii'fiisjfjer. When Mask wishes, he can shrink Steidtk- 
w/usper to the size of a dagger or enlarge it to the size of a two-handed swotd. 
hut it alw-ays behaves as a long sword for damage purposes. SteaJdnvfiisjf?er is 
always completely silent, reflects no light from its black blade, and cannot 
be made to rust or corrode (from acid damage, for irrstance). It functions in 
Mask's hands as a sitw-d of qtdckmss and a siiwi o/ wouTiding. It causes seven 
times normal damage when used to backstab. Mask has never been knt)w-n 
to loan his sword to anyone, hut occasionally gifts faithftil worshipers and 
priests with magical daggers +J blessed by him to ne\-er make rtoise, rust, or 
reflect light. 

Mask is so dexterous that he can turn any movement into a tumbling 
roll, a graceful leap, or even, briefly seem to hang in the air if it serves his 
best advantage. He can even snatch missiles from the air and redirect them 
to those w ho fired them as if w earing gfoi-es u/mhsde snaring, with any hand 
that is not swinging Sfealthufiispcr. Because of his phenomenal dexterous¬ 
ness, Mask receives a saving throw of 10 for even physically damaging ef¬ 
fects that do not normally allow a saving throw if magic should penetrate 
his magic resistance. 

Mask sometimes wears a c/ixik of ifurdou's that allow-s him to become in¬ 
visible, fly (at MV FL 24 (A)) and gives his form the appearance of anyone 
he should cbix>se to duplicate. He ha.s been know-n to loan the doiik to his 
faithful worshipers so that they can perform missions toi him or in his name. 

Mask s touch opens locks, causes manacles, chains, and bindings to crum¬ 
ble and fall away, and allows faithful worshipers to he protected for a day by 
an iroTigitard spell. (See Pages FnTm the Mages or FoRca^TTEN Realms Advert- 
fures for this spelL Basically, irongtiarded creatures can pass through metal, 
be it the bars of a ceil or a stabbing sword, without taking harm or being 
sloweti by rhe contact; however, equipment they may be cany'ing is not af¬ 
fected in this w-ay.) He can become mmibfe at will; however, he prefers to 
fade into a shadowy form and blend in w-irh shadows. 

Mask unconsciously exudes a constant aura that eliminates all immunity 
to illusions and other spells caused by high Intelligence or Wisdom abiliry 
scores w-ithin a 360-hxK-radius of him (except in deities). Mask is immune 
to spells, spell-like abilities, or effects that charm, cause/ear, or affect the 
mind to work against its will. His intent cannot be discerned by mt^rtal or 
deity (and neither can his alignment) as hb mind is his own wnlcsF he w ishes 
to let some(.>ne sec its thoughts and memories. The incredible power of the 
Cyrinishod w-as the only force that has ever defeated this ability, and that it 
could was a costly and perturbing discovery- for Mask, who has since further 
fortified his mental and emotional defenses. 

(-)i:hr.r M:4ni ITstations 

Miisk sometimes apjX'ars as a drifting, amorphous darkness, that nray or may 
nt)t have or grow- a cow-led human head. He alst) manifests as w-hispery-, soft, 
chuckling laughter or an utterly black, nail less human hand that can carry or 
wield items, point, emit Just and wTitc in it. or grasp and choke beings at 
THAOO 7, chilling and strangling for 4d4 points of damage and preventing 
fi>r\vard movement, speech, or spell casting, hut always releasing the foe at the 









Mask alst) acts through the appearance or presence of annis (hags)* 
Jnpplegangers, etrercaps, kenku, verhecg, we re rats, werewolves* werefoxes* 
shadow mtinsters {creatures as trom the wizard spell s/uitirm' mtntsfers made 
permanent by the power tit Mask), shadow dragons* and undeaj shadows. 
Mtire ctinimonly he sends a shadow where there should he none, smtike-gniy 
horses* irtm^gray or black cats^ f^ray dogs, glcx.imwing motlis oi tenebrous 
worms* gray goats, vapor fit>weTS* smoky quarn, gray chalcedony, gray and 
handed onyx* ravenar, rtrgue stone, common crovi-s, condors, and gray doves 
to show his favor or displeasure and as a sign to inspire his foithfril. 

Th<! Church 

Cle Rt; ¥: Cleric.s, spec iaity pri csts, th i eves 

Clero¥"s Align.: LN. N* CN. LE. NE* CE 
Turn Um>ead: C: Yes, if neurrak SP: No, T; No 
Cmno. Unofap: C: Yes, if evil, SP: No, T: No 

All clerics and specialty priests of Mask receive religion (FaerGnian) as a 
Ixmus nonweapon proficiency. 

The lollowers of Mask have been reduced to their central core: thieves 
and thieves* guilds. (Hiiwever, in addititin tt) thieves and more shadowy in¬ 
dividuals, courtiers and diplomats have aUi been known to evoke the Shad- 
owlorcfs name in htipe ot guaranteeing a snuMurh negotiation.) Many guilds 
still have their shrines to the got I, and in those regions where thievery^ is not 
actively frownei,] upon, temples to Mask surs'iv^e. The priesthood of Mask i$ 
independent in each major city or region to prevent the frequent actions 
against one thieves' guild or temple from spilling over and affecting others. 
The hierarchy makes use of clerics, specialty priests, and thieves in abtiur a 
30/40/30 ratio. Clergy of Mask ore known as Maskarran. Specialty^ priests of 
Mask are called demarchesscs (deh-mar'KESS-es) if female and demarchs 
(deh-MARKS ) if male. There has Keen a significant increase in the number 
of specialty priests in the faith since Mask Itwt status as a deity; he feels tlrat 
specialty priests are the most effective adjunct to the thieves w'ho are his 
mainstay ot w-orship and so has hcen tiiriously encouraging their recruitment 
and advancement by gifting them with more special abilities than before. 

In areas with a single strong thieves’ guild, the temple or shrine to Mask 
is usually connected to the guild hall via undergn'nind tunnels. In large cities 
with competing 4 ^uiIds* the temple is in an unJergrount! kKiation and is rec¬ 
ognized as neutral gmund by all sitlcs. Maskarran strive to keep hidden These 
Jays* sometimes holding ser^ ices of worship in underground shrmes (often 
cellars reached by oLl sewers) and often keeping hidden inside local thieves' 
guilds. It is to the advantage of such seasoned conspirators as Maskamm that 
many folk of Faerun rhink Mask is dead, and his worship reduced to scat¬ 
tered, hewildered cults, 

Maskarran ad^lress each other as *'Rrother/Sister Shadow*” regardless of 
rank, and hold the titles (in order of rank): Unproven (novices)* Proven 
Brother/Sister* Veteran Brother/Sister, and Master Broiher/Sister* with the 
leader of a temple a.ssuming the title Lord^'Uidy Master. The elite of Maskar¬ 
ran are largely specialty priests* bur nonspecialry priest high priests are 
know n as I liddeo Ones. 

Dogma: A I! that which ticcurs within shadow' is in the purview t^fMask. 
ChvncTship is nine-tenths ol what is right, and it a person happens to cur- 
reivtly ha\ e si.>mcthing, it is his tsr hers. Previous tjwnership does not count. 
Thcretore, the day k-kmgs to the quick, the smiKith-tongued, and the light- 
lingered. Stealth and wariness are virtues* as are glihness and the ability to 
sound smtHirh-tongued and cimciliatory while taking control of a situation 
or twisting it to your aJ\'an[age. (Needless to say, rhe writings tif a true ftd- 
low'er of Mask can he read in many ways.) 

Tire Unprtiven in rhe church of Ma,sk are charged as follows: "Wealth 
rightfully belongs to those who can acquire it. Strive to end each day wuth 
more material wealth than you began it with, hut steal what is most vital* 
not evx'ry'thing that is to hand. Honesty is for kiol.s, bur apparent hi>nesty is 
a ver\^ valuable thing. Make every untruth seem plausible, and never lie 
when you can cleave ro the truth hut leave a mistaken impression—a bridge 
burned mean.s mueft rebuilding if you need to cros« over there again. SuK 
tlety is every thing. A bribe is the lea.sr subtle of the tools Mask gives to us. 
Never lorce somei>ne ftuio S4;>mething when you can manipulate them intti 
doing it and thinking the dcciskm and the deed are entirely their owm free- 
wtlkxl work. Nevx't tio the tibvious* except to conceal a secondary or tertiary 
deed or arrangement. Spin secrets atop secrets, but do st> unconcernedly, not 
with the sly excitement of imtuU^red youth. Trust in the shadows, for the 
bright way tnakes for ea.sy targets." 

Day-to-Day Activities: Ma^kanan are perhaps the wealthiest clei^' in 
the Realms, second only to those of Waukeen before the Time of Troubles. 
Tlwv able lo call on untold wealth stolen in the past and hidden aw'ay in se¬ 
cret places. Maskarran Jo not hoard and gloat over their takings like 
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dwarves croon over gold; they acrively use it to buy agents, bribe officials* 
sway agreements, and manipulate folk to do thus and sti, working behind the 
scenes to achieve mysterious ends. The mark of a successfitl priest of Mask is 
to state to a superior that this or that end (in international politics or the do¬ 
ings within a realm) vvill worked tow^ard and achieved w'ithin such-and- 
such a time—and then fulfill this promise. Maskarran who fail m their 
promises seldom rise far in the hierarchy, though several attempts at bring¬ 
ing something about are perfectly acceptable so long as none of them l(X> ob¬ 
viously reveal the priest at work behind the scenes. 

From day-to-day Maskarran typically tend to their plg:.s and provide sup¬ 
port CO and collect tithes from individual thieves and thieves* guilds. Each 
church of Mask has its owm policy about reporting "rogue" thieves to the 
guild of a region: Some provide aid but covertly inform rhe Uxal guild, 
others refuse aid and inform, and still others provide atd to w'ht>ever pays the 
proper tithe and inform no one. 

Holy Days/lmportant Ceremonies: There are no calendar-related rit- 
uah in the Church of Mask, bur ar every full temple of the god, rhe Ritual of 
the Umeen Presence iscclebmced ar least once a month. Tliis ritual is an ac¬ 
knowledgment in chanted verse, hymns* and offerings of wealth—coinage 
stt>len by the faithful that is melted down in altar-flanking braziers or cru¬ 
cibles—of the constant regard of Mask, who sees all deeds, however well 
hidden. 

Uiy worshipers and MaskarrEin also participate in daily Sunset Prayers, in 
which they kneel* proffer coircs to the clergy and worship before the Altar of 
the Masked God. Praying junior clergy members give coircs m senior clergy 
members* and the highest-ranking priest of a holy house of Mask gi\xs his or 
her coin to the lowest-ranking priest present in recognition of the wxy 
humor of Mask, who so often makes the high low* and the low high. The 
Altar of the Masked God is always a massive storw block over which floats 
an enspeiled black velvet, fur* or silk mask of giant size (6 feet across or 
more) or w^hich has a mosaic irt inlaid precious gemstones of a similar giant 
mask behind it* 

The Church of Mask has darker rituals associated with the elevation of 
clergy members in rank knowm only to the initiated, The-se secret oh.set- 
vances and the Ritual of the Unseen Presence are always guarded by strik¬ 
ing sfuidou^.^ spells cast by senior clergy' members to slay or keep away eaves¬ 
droppers. 

Major Centers of Worship: The House of the Master’s Shadow- in 
Telflamm, where L^rd Master Mo,st Hidden Jalaunther Ithbreeiur leads over 
300 Maskamin in w'orship, is the largest temple to Mask in Faeiiin. Jalaun- 
rher has initiated several energetic programs designed to build the ranks of 
Masks faithful, including a network of undetcoser contacts in all major 
cities of Faeriin who Jt>uhle as inform at ion-gatherers and rhe spreaders of ru¬ 
mors ahitur this or that treasure (to attract the interest of those interested in 
thievery'). These agents* knowm a.s 'iocal shadows," identify impiirtant 
thieves and those rebellious to authority and approach Hith of these siirts of 
folk CO recruit them to the faith or at least offer them training—for fees—in 
thievery or intrigue. Jalaunther has also set his clergy memhers the tw in 
tasks ot building their temiple magic (including the spells they are currently 
researching) into a network of powerful, practical stealth and battle magic 
and working them.sclves inrt» positions where they can influence the ptilirics 
of ail realms in Faerun behind the scenes. Needles.s to say, these ambitious 
goals are achieving success only slowly. 

Affiliated Orders: The church of the Shadowdord has no affiliated 
knightly orders. Memhers of the clergy who have pulled off a particularly 
daring heist or intricate piece of itiampulatiim oI people and ev ents are ivften 
admitted (suited on by acclamation at a secret yearly meeting of members of 
the order) to the Circle of the Gnry Ribbon. Many thieves' guiHs (as well as 
individual thieves) thnvughoui Faerun have conneciit>as to the church and 
rely on it for medical and tactical support. 

Prieslly Vestments: Maskarran wear no badges of rank nor differing 
vestments* but all senior clergy' members striv'e to purchase* have made, or 
(preferably) steal such useful items as slippers n/.spider ^eiejl^lrT rfngs, 

nug-s (that generate darkness J5' rodiin ar w'i!l of a sort that their 

wearers can see thrtmgh), rings of U'£md.s of viscid glfjhs, ropes of en- 

tunglenicnt, and protective gannents enchanted to provide/efttW/edi prorec' 
tion (as well as a wide array of enchanted weapons and armor). 

Ceremonial Maskarran dress consists of tusiics and trousers in a bright 
motley. The tunics sport halIntoned sleeve.% and cuffs and bright embroidery', 
displaying wealth. The entire outfit is covered w ith a full-length, ht^iided 
gray ckiak that can he drawn shut to liiJe the bright color beneath. A black 
doth mask is ¥vom hencatfr rhe IwhkI. In s<ime areas where Mjvsk has fallen 
on particularly hard times, the gray cloak and mask only are worn as a sym- 
k>l of rhe Shadow lord’s favor. 






















Insidt^ ^ temple of Mask, the masks are of black gauze and do not conceal 
the identity of the wearer; in public, such masks are usually thick, black w'ot>l 
or heavy, diiuble-thick silk and extend to cover most of the face in an effec¬ 
tive disguise. (A bearded priest,, for example, would have a mask that ex¬ 
tended well down twer the chin.) There is a saying that "'the degree of law in 
a town can be seen on the face of a priest of Mask.” 

Adventuring Garb: Priests of Mask are encouraged to hide their true 
nature and masquerade as other priests or commoners. Normal dress for cler¬ 
ics of Mask is similar to that of any merchant, craftspcRon* or adventurer in 
the area or similar to that of any armored battle cleric or itinerant adventur¬ 
ing cleric of any faith. Specialty priests of Mask usually dress as thieves in 
leather or other light armor or assume the guise of typical peasants one 
might meet on any town's or villagers streets. 


Ml mm Sphere-!> 
Maoical Items: 

Req. Profs: 
Bonus Profs 


Specialty Priests (Deinarchs/Deniarcliesses) 

Requirements: Dexterity 14, Wisdom 14 
Prime Req.: Dexterity, Wisdom 

A LION went: NE 

Weapons: All hludgecming (wholly Type B) weapons plus knife, 

dagger, and hand cro^show 

Armor: Leather, padded leather (padded armor), studded 

leather, or clven chain mail; no shield 
Major Spheres; All, astral, charm, combat, divination, guardian, heal¬ 
ing, protection, sun, time 

Elemental, necromantic, summoning, thought, weather 
Same as clerics, plus devices that can only be used by 
thieves 
Disguise 

Forgery, modem languages (pick one), reading lips 
Deinarchs and demarchesses ha\ e some thieving skills. They have the 
thieving skill base scores as sec out in the Pkyers Hmadbfwfk (including 
Dexterity, race, and armor adjustments), hut gain no initial discretionary 
ptsints. Each time a demarch or demarchess gains a level. 20 points may 
be applied to thieving skills. No more than 15 points may he assigned to 
a single skill. Demarche and Jemarchesses cannot hickstab as a tkief, nor 
do they ever gjitn the ability to use magical scrolls that a thief does. 
Demarchs and demarchesscs can select nonweapon proficiencies from 
both the priest and rogue groups with no crossover penalty, 

Demarchs anti demarchesses undersrund and use thieves' cant* 

Demarchs and demarchesses are able to cast darkness (as the reverse of 
tile 1st-level priest spell liglii) tmee a day 

Demarchs and demarchesses are able to cast Dn’knvim’s creeping sWlou' 
(as the ^rd-level wizard spell) and slWowcbuk (as the 3'^J-le^'el priest 
spell) once a ten Jay. 

At les'cl, demarchs and demarchesses are able to cast sfeulou'dcKir (as 
the Srlt-les'cl wizard spei I) once a day. 

At 5th level, demarchs and demarchesses are able ti> cast s/uidrnc morLsters 
(as the 4th'le\'el wizard spell) once a day. 

At 7th level, demarchs and demarchesses are able to cast demi-s/idtiim 
inonsfers or seeming (as the 5th-level wizard spells) once a day. 

At 10th level, demarchs and demarchesses are able to cast shades (as the 
6ih-level wizard spell) tmee a day. 

At 15th level, demarchs and demarchesses are able to cast Lorfevetm's 
trans/urmation (as the 6thde\ el wizard spell) once a Jay 
At 1 5rh level, demarchs and demarchesses are able tt^ cast shodoumt (as 
the 7th-ievel wizard spell) once a Jay. 

At 20rh level, demarchs and demarchesses are able to cast shadmr Uidk or 
tnntsh (as the 7th-level wizard spells) once a day. 


Mibskort iin Spells 

3rd Levul 


Listening Shadow (Alteratinn, Divination) 

Sphere: Divinatkin 

Range: * I mile/level 

Components: V, S 

Duration: I round/level 


Casting Time: 6 

A rea Effec t; 60-f(H >f - rad i us sphere 

Saving Throw: Ntme 

This spell creates a mobile shadow thar transmir.s sounds within 60 feet of its 
location to its caster (similar to, hut by no means exactly like, the wiz;ird 
spell ciii(nmdieuce). The locale being listened to need not he kirnwH, The 
shadow' need not he man-shapctl, but it is alw'ays of approx i mare I y the same 
cubic viilume as the caster. It can squeeze through any hole thar one of the 


caster's hands, tip to the w'rist, could pass tlirtiugh, and the caster can change 
its shape at will. The shadow glides along the ground or floor at MV 15, 
feathtT /aiJmg gently to earth if it moves over a .sudden Jrop-off It cannot fly 
or ri.se except by moving up a stair, or cltirtbing a w'all, nick face, or incline 
chat the caster could traverse* 

The caster can simply send the shadow this spell c^eate^ a certain dis- 
tance in such-and-such a direction and listen at thar spot or even let the 
shadotv move for the spell duration and listen as it travels* If creatures being 
listened to move beyond 60 feet from the heart of the shatkiw, the priest can 
move the shadow as many times as desired to tty' to pick them up again, but 
the direction and distance moved has ro be guesswork unless the priest is sit¬ 
uated so as to overlook the shadinv. The sliadow is visible, ,md w ill no dmibt 
attract attention if it moves, stops, moves a^in, and appears to follow he- 
ings— especially w'hen no sliaJow should be present. 

The range of this .spell denotes how distant the shajtnv can he from the 
caster before it ^lissipates. Although the shadow' must initially appear w'ithin 
300 feet of the caster, both it and the caster can move during die duration of 
the spell, and the caster can employ other magics W'ithour ending the listeti- 
ing shodoi,*'. (The caster could away from where the shadow w-as cast 

and maintain contact with it so long as his or her new location is still within 
spell range.) 

Some senior priests of Mask have access to powerful magics thar allow a 
tstening sriodmv to teleport to another or even a succession of locales, listen¬ 
ing in to each one for a time; certain Maskarran clergy are quite practiced at 
skipping from one end of a long-range conversation that is being conducted 
by magical means to another to try to hear most of what is said by all speak¬ 
ers involved. Those w-ho know how can cast a mixlified umgires spell on a lis- 
fenmg s/mdrju' (w'hich must be touched directly by the Ciister at the rime) so 
that although the shadow transmits actual speech and sounds, a simultane¬ 
ous translation is heard as well in the caster's head akme. 

Tl\e presence of lead or gorgons blood m walls (or their mortar) serses as 
a barrier against the listening linkage t>t shallow' to caster, but the caster re¬ 
tains control of the spell effect. If the shadow can then be moved to a spot 
where there is no effective inter\ ening barrier, the sound link Is restored. 
Only sounds that are ni>rmallv detectable by the caster can be heard by this 
.spei1 1 arid it only functions on its caster's current plane of existence. 


Shadowcloak (Alteration) 


Sphere; 
Range: 
Components: 
[duration: 
Casting Time: 


Sun, Protection 

Touch 

V,S 

1 round/level 
6 


Area of Effect: lO-kiot-raJius amorphous (though usually spherical) 

cloud 

Saving Thri>w': None 

This spell creates a semisolid frig of amorphous shape that is centered on the 
caster or a single touched spell recipient being and moves with that being to 
hide him or her completely from vienv. In bright conditions, a rolling, roiling 
mov'ing cloud of shadow can readily be seen, concealing only the spell recip¬ 
ients precise identity, but in darkness, an unsuspicious observer is only 15% 
likely to think something is amiss with w hat she or he is seeing (darkncs.s) 
and a successful Intelligence ability' check must still l>e made to reach a deci¬ 
sion that S4imerhing is certainly unusual and that it is more or less at such- 
and-such a spot, 

A sfeRiou'ciji>tik htith confuses attackers with its swirling, smoky chacis, and 
slows strikes, sti that all attack.^ against the skadoicckjok-user occur at a “3 at¬ 
tack penalty and a tfamage penbilty ot —1 point per die. The siWk>u'ckiuk also 
muffles all svninds made by the cloaked f^ing (regardless of that being’s de¬ 
sires) so that even shouted speech seems feint and distant, and all sounds 
short ot breakage or metallic ringing or clinking are very likely to be com^ 
plctely blanked out. 


Torches, fire, smoke, and magical radiances are unaffected by contact 
with a sliodfJU'cltJiik spell, but they in turn have m> effect on it and Jo not 
force it to part or light up its gloom. An observer outside ;r shudou'cltRzk 
wonU be able to see the presence of a light source inside a shtiilou'cloak be¬ 
cause it would lighten the dark appearance of the fog around it to a light 
gray bur the vibservet would not be able to see ocher things within the 
shadfjudutdc because the light source iIUiminuted them. 

To the caster t)t a shiidouxr/titik and tti any tirher creatures present w ho arc 
hearing consecrated holy symKils of Mask, its borders appear as a slight hazy 
shimmering in the air, bur no darkness is apparent. TTie spell Ji>es not affect 
the vision and combat abilitie.s of such Wings. 
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4tb Level 

Watching Shado\\' (Alteration) 


Sphere; 

Range: 
Components: 
Dura t ion: 
Casting Time; 
Area of Eftect: 
Saving Throw: 


Divinanon 
ID yarJs/level 
V,S 

1 rt^uni^/level 

7 

Special 
Ninie 

This spell creates a mobile shadow that sends its caster visual information 
(similar to, bur by no means exactly like, a u'i^ard eye spell). The locale 
being watched neetl not he kntjwn ctj the caster t?f the spell. The shadtw 
need not he man-shaped, but it is always of approximately the same cubic 
\t)lume as the caster. It can sktueeie through any hole that one tjf the caster's 
hands, up to the wrist, couUl pass through, and the caster can change its 
shape at vvilh (Quite specific forms can be taken, so that the shadow can 
jxjint like a hand, etc.) Tlic shad^iw glides along the ground or flot^r at MV 
I 5, fearficr gently to earth if it moves over a sudden drop off. Ir cannot 
fly or rise except by mov ing up a stair, or climbing a wall rock face, or in¬ 
cline that the caster ctjuld traverse. 

The caster can move rhe shadow wherever desired, seeing in any tiircc- 
ricin Irom it by silent effort tif will. Tliie shadow is visible, and will no doubt 
attract a I rent ion if it moves, slops, moves again, and appears to follow be¬ 
ings—especially when no shadow should be pre.sent—but there is no visible 
eye or other indication that rhe caster is watching through rhe shadow. The 
caster's mind cannot be contacted by beings employing magic or psionics on 
die shadow. Tire caster can see out of the shadinv as far and as well as if bis 
or her own eyes were present w here the sbad(>vv is and the gloom of the 
shadow' was not. 

The presence of lead or gorgon’s bknjd in walls (or their mortar) serves as 
a harrier against the viewing linkage of shadow' to caster, but the caster re¬ 
tains contn^I of the spell effect. If the shadow can be moved “blind" to a spot 
W'here there is no effective inrcrvetiing barrier, the visual link is resttired. 
Watciimg shadow only functions on its caster's current plane of existence. 

Unlike a listening shadou', a u'UEching .shudou' spell ends instantly if its 
caster undertake^ any other spelicasting. 

6lh Lev^el 

Striking Shadows (Q>njuration/SuiUTnoning) 

Sphere; Guardian 

Range; 10 yards/levcl 

Ct>mponcms: V, S 

Duratitin: 1 round/level 

Casting Time: 9 

Area of Effect; A 20'square-'fect/level contiguous area 

Sa vi ng Throw: None 

Sirikmg sfiadrm?: creates two tentadeJ, smokelike guardian monsters identi¬ 
cal to worker grell {.see the Monstrolis Mas'L'ai. accessory) in form, at¬ 
tacks (IJ attacks at THACO I 5—10 tentacles and one bite), damage 
(lJ4jI0 rimes|/ld6), Anmw Class (AC 5), anJ mov'ement (MV FI 12 (D)). 
Hiiwever, these shadow creatures' tentacles cannot paralyze, and they are 
unable to wield or carry items, speak, iir reason, ^irikirtg shadows attack all 
beings within the spells designated area of effect that arc not K'aring holy 
svmbiils of Mask. Tliey dissipate when the spell expires or when dealt as 
many hit points of damage (each) as the ca.stcr possesses. 

Mielikki 

Lady of t(ic Foi-«Kt, t!ie Sopt'ettie Ran^ei; 
Dau^^hter to Silvanus) 

Intermediate Power of the Beastlaiids, NG 

PoRTI-dUf): 

AliasI-s: 
i>iM.Ai\ Name: 

SuREKItm: 

Allies: 

Foes: 


Symikil: 


WoR, A LION.: 


Forests, forest creatures, rangers, drv'aJs, aitnimn 
Khelliar.i (Ra.shcmen) 

Krigala/The Grove of the Unicorns 
Silvanus 

Eldath, Silvanus, Shiallia, Gwaerun WinJsrrom, Lurue 
the Unicorn, Chaiintea, ShaundakuL Lathander 
Malar, Talona, Till os, Moander {now dead), Myrkul 
(now vlead) 

.A white uniciim on a green field, a white unicorn s head 
being sinister, or a tiny star of dazzling white hue bal 
anced on an tvpen, lush green i>ak iir ash leaf (iikler) 

LG, NG.CQ, LN,N,CN 




Mielikki (Mv'LEE'kee) is the Lady of the Forest, the 
goddess of the woods and those creatures who live 
within them. She is the patron of rangers in the same 
way that Oghma is rhe patron of hards. Until recently 
Mielikki mavie her home on the Prime Material plane, 
and so w'as unharmeti by the Tmte of Troubles, chough 
the presence of sci other gods in the Realms gave 

her followers great difficulties. In the confusion follow¬ 
ing the Time of Troubles, she also gtithered autumn inter her portfolio, away 
from the dead Myxkul. She is w'orshiped by humans, elves, half-elves, and 
dryads alike. The Lidy of rhe Forest is fond of w'anderLng the wlxkIs of all of 
Faerun, although hot faithful are concentrated in northern Facrun. 

Mielikki is allied with and in the seiAUce of Silvanus, and with rhe grow¬ 
ing power of char god she w-as being diminished in her owti right. In I ^69 
DR, she radically reorganiied her priesthood, and the boost in power this 
gave her has forestalled her decline and allowed her to estahlish her own 
realm in the Outer Planes for the first time. Her folknv ets had already added 
the title “Daughter to Silvanus" to her other names previous to this p^unt as 
an honorarium, causing some confusion since she is not Siivanuss daughter. 
Inaccurate legends have since growm up to explain the title in which 
Mielikki is said to be the offspring of a dalliance betw'een Silvanus and 
Hanaii Celanil, the elf gcnldess of romantic love and beauty. 

Mielikki serv'es Silvanus alongside Eldath. She considers Eldath to be aT 
mijst her sister, and Silvanus a father figure. All three powers w'ork closely and 
lovirtgly together, and this rebiionship is reflected in their churches and 
dergv' also, Mielikki herself i.s assisted by three divine beings of lesser power: 
Lurue, G^waeron Windsrrom, and Shiallia. On rare occasions when Mielikki 
rides into battle, Lurue die Unicom serves as her trumnt, and Gwacron Wind- 
Strom, who can track infallibly through imy condirioas, in or on any terrain, 
aids her on some missions and teaches her rangers the w-ay to read forest signs. 
Shiallia, a local nature deity of the High Forest, serv'cs her as the midwife to 
pregnant forest creatures, the pL'inter of seeds, and the nurtiirer of seedlings in 
that forest. In addition. Lady Jeryth Phaulkon of Waterdeep, the Chosen Star 
of Mielikki, serve.s as Mielikki's mortal champion. She has been gifted by 
Mielikki w'ith unknowm psnvcTS and is referred to in the faith as Our Lady's 
Qiampion or the Granddaughter of Silvanus. Tlxoiigh still fairly young, she 
lias quickly matured from a ffivolou-s debutante into a steadfast forest warrior. 

Mielikki is gcxxl-humored and quick to smile. She is confident in her ac^ 
tions and conveys this confidence well in small groups, tbnigh she dislikes 
speaking formally or leading large contingents. She is fiercely loyal and pro¬ 
tective to those she calls friend, but does not grant that consideration 
lightly. Though she know's that some creatures must die to make way for 
others in life, she finds the injuries of animab and other friends hard to bear 
and often cures hurt creatures that Silvanus w-nuLI leave be to fuel the cycle 
of death and rebirth. 

Mielikki's Avatar (Ranger 35 , Druid 25 , Mage 18 ) 

Mielikki always walks on air, her soundless feet never quite touching the 
ground and thus leaving no tracks. She prefers to appear as the Supreme 
Ranger—a tall, shapely, n^bu.sr Wiiman who moves with a lithe grace, dad in 
the lc;irhcT armor used by many rangers. Her garb is muted green and bniw'n 
in hue, her russet hair hangs free about her shoulders and dow n her back, and 
her eyes are large, deep browTi pxils. Mielikki can alsti choose to appear as a 
the Forest Queen, a young maiden with leaves and golden moss for hair who 
walks the air garbed in sheer robes of green and yellow and is surrounded by 
summer songbirds. Midikki's voice is a low', rich purr in w'harever form she 
rakes, and site sometimes appears w'irh the antlers of a stag grow'ing fnvm her 
forehead iir slowly grows rhem as mortals w'atch. (Since BesKaba began to use 
the black antlers as her symbol, Mielikki .seldom does this.) 

Whatev er form .she appears in, Mielikki can draw her spells from any sphere 
or schtxil except the schools of necromancy and illusion/phantasm. She can¬ 
not cast the reversed, hnmtful forms of spells from the healing or necroman¬ 
tic spheres. All spells she casts from the plant and animal spheres or that af¬ 
fect, summon, or call animals or plants are cast at double strength in all re¬ 
spects and a -2 penalty to saving throws against their cftects. 

AC -4: M V H 18; HP 2 1 9- THACO -10; ^AT I/l • 

l^g ld8+15 (fiemWiido +3, +10 Str, +2 spec, htmus in kmie swarJ} 

MR 70 *^^: 521,110 feet) 

Str 22, Dex 2Z, CiiN 19, Int 18. Wis 23. Cha 22 
Spells P: 13/12/12/12/11/9/4. W; 5/5/5/5/5/3/3/2/1 
Siives rrilM 2. RSW 5. PP 4. BVV 4, Sp 6 

•Includiug heriecoad w imack when figluin^ iw ii-hsimJed. 

Special Att/Def: In combat, the Supreme Ranger uses tw'o scimitar-sized 
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itomNioJes +5, At timo, she has been known to loan one of these to a ranger 
on a great quest for her, [n the hands of a mortal, one of these Wihkides has 
been known to exhibit the profeities of a rod of almnesi and the other s rad 
0 / security/ (50 charges for either) in addition to functioning as a 
+5, The Forest Queen does not fight hand'to-hand very often and uses her 

fist when she must. She relies on h er spells and abilities. Sometimes either _ 

carries a long bow whose arrows 
spread lite rather than death* Where they hit, woiniland plants spring up and 
"TOW rapidly. Tlicse can etitongile hostile l^eings if the gisidess so wills. 

In any torm, Miclikki can create treant (as the 7rh-level priest spell 
below) at will by touching any tree, and her provtice aLUomaricatly negates 
any cfumTi spells or abilities t)r psionic intlaence?, over rbc m]nd> of other 
g<nH] nr neutral creatures within 20 yards. She can also summon a do’en 
woLkiland creatures of any single type she ch<H>ses every secomi round, and 
they tihey her to rhe death. Her touch destroys nnJead, and she is immune 
to necromancy spells and the rc\'er''ed, harmful forms ot spells from the heal¬ 
ing and necromantic spheres. 

C j 11 Ki r jM ; I n I fh s1 i: io 11 .s 

When Mielikki inanitesrs, it is most otren as a glowing white unicorn who 
gallops through the .hr and can te/epf/rt freely from place to place in Faerun. 
This manitestation can cast spells by touch from its horn and speak mind- 
to-niind wirh any living being. At times, Mielikki also appears as a drifting 
radiance oi hluv'white or green, gold, and nist that speaks with her voice, 
can move objects that it envelops about from place to pl.ice, and can un¬ 
leash magic .iS she does. To test their I'lehavjor. rlie Lady of rhe Forest t>fEen 
appears to rangers as a mortal woman lost and alone in the forest. The alert 
will notice that her feet never touch the gnmnd. and therefore she leav es 
no trail. Mielikki also works through the actuins of diyads, satyrs, hawks, 
songbirds, sprites, sw'anmays, treants, umcoms, wolves, and otlar wo<»dland 
creariircs. 


c 


iL jrci 1 


Cl.HROV: 

CLEKtn's Align.: 
Turn Unokai>: 
CmNO. UNot: ad: 


i -lei ics, druids, rangers, druid/rangers 
LlL Ntj. CG, N 
G; VL■^, 1>: R: No. [ \fR: No 

C Yl^, [): No, K: NlR DIR: Ni» 


All clerics, driuds, rangers, aiivl dniiil/ranger’' ot Mtelikki receive religum 
(Faeruiuan) .» bonus nonwe,i[nm proficiency. When in a forested area, all 
Miebkkian vJruids, clerics, .ind r.mgers may casi ,1 variLint i>f the Istdevel 
priesi sjSi'l] jnuK’::L’ bijLuuv at will. This abiluy works on ch.iracters, creatures, 
or objects, t>r on part ot rhe forest itselt. It used on people, Lreatiires, or oh- 
]ecr>, tile ahilitv works as tlie spell. It uses! on rhe foivM, tins ability .dlows a 
Mielikki.Ill priest or riinger tis detect it the ecology of .1 ftiresle-il area is seri' 
oiislv disrupted 

Most rangers venerate Mielikki .»> their deity, rlnuigh si,>nie venerate Sib 
vaiun. FIJath. t .liaiiruea, Shaund.ikul, Mysira, or otiier kleities, She grants her 
rangers rbeir spL'Ils wlu-n tlwv .trtatn sutftcienr level, and they see her as their 
leader, the supreme ranger, and ilieir watehiul nuhther. Other followers of 
Mielikki incluvle (.Irvauis. b,tmailrvads, [reams, wooJsmeii, the I’ccasional elt 
(especially W( hh, 1 eiv'es), :i lew Irirds, and many of the 1 larpers. Tlu‘ followers of 
Mielikki u.sii.iKv vlo not organize ihemselves into otlicial temples, but rather 
.issemble in pe.i^.elul forest glides To wa»isfup the giKldess. Shrines tlie god¬ 
dess are more common than temples ,md are foutui ihroughout the Nonh, the 
\''C‘esteni 1 leanlatijs, .mJ p.irfs the O.ilelamis in wiklemess ,ireas. 

[n 1 HR, Mielikki ordered rfie reorganization ot her church .ind rein- 
trodueeil druids ,imong her clergy to ctninrer the waning ol her i.iith, What 
little dmrelr hier.irchy the Mielikki,in taiih has is sttll .ilmost exclusively 
clerics; hiiwever. dnikls n<>w liave jinnetl their ranks or hegitn circles m the 
Norrh in her name. AW rhe laithtui of Mielikki .ire known as Walkers of the 
Forest Why. Thev are now organized info three branches o{ devotion: the 
ble.irtwoods, rhe Forest.irms, .md the Needles. 


The [ le.irt woikIs are tlie he..irt o| the* laith, atui serve .is voices iif ilw spir¬ 
its the trees tlu inselves, These members of Miehkki's faithful include 
dryails, li,imaJryads, .md [r<,'.ims, 

Tire spirirual followers ot Mielikki, kiuAvn as ihe Arms of the Forest, or 
Forest. irms, are the i, lerics aritl dnikls ot her faith. Thev priitect the torc.sts of 
the world. Miehkki’s pnesrhemd is open to all goixl and neutral humans, 
demihitm.ins, .and memhers of other wtKs.l!and races, but temls lo be Jomi- 
n.tted hv hum.in and hall-elJ women ot b.itlle experience, passionate charac¬ 
ter. .ind .ikiventiiring interests, 

Tlie Neeilles are rangers. They are considered to be die most helovLxl of 
the La^lv uj the Forest. Tliey sonietiines serw ,is clergy, but tnost oiren act as 
tile warrior .irm i»t rlie faith and serve a klelensive role protecting the forests 


from marauders^ humanoids, and the followers of the g<Kl Malar, Incltded in 
this branch is a small religious order ot druid/ranger woodland knights 
knowm as the Shadoweins {SHA-doh-weerz). 

Forestarms and Needles are given to dwelling in the forest:, (Heartwotxfs 
do so per force.) Forestarms and Needles often have two or more abodes and 
a doz e n or m ore^ caches of food and items 

need. They tend to be the most adventttresome of forest and wilderness 
dwellers and to have easy-gotng dispositions. They are serene in rheir 
knowledge ot the balance of natural cycles and at peace with all other i\ .in 
faiths except the followers of Malar (whom they call “the Great Beast’’ or 
"the Bcrtsr of Beasts’" or “the Bkxidgixl""). 

Forestarms tend to be priicttciil, unfossy folk, reverent in their fireside 
prayer'; to the Lady but impatient with too much ccrciinmv. Their titles re¬ 
lied this: Questers (novices) who are accepted into rhe ranks the priest- 
hoixl may rise through the following ranks: Spring Stag (clergv mcinberi of 
less chan rwo winters of serv'ice)* Stalkers in the Green (experienced clergy* 
who have not achieved outstanding achievements or appointments to senuir 
temple staff duties). Forest Flames (senior temple staff, envoys, and recog¬ 
nized nitors tif the faithful). High Rangers (leaders of temples and champions 
of the faith)» and Hawks of the Lady* This la*st title is given by the Lady her¬ 
self to denote her most cherished and high-ranking followers. Temple staff ti¬ 
tles rend to be very simple: Qiok. Ma*stcr of Novices, Doorwarden, Hoii.sl - 
master. Prior, AhKit, and Worship Ma*ster are all common titles. 

Dogma: Mielikki s followers are close to those ofSilvanus in < mrlcnik and 
ethos, save that they stress the positiv e and outreaching n,inire of the wild. 
Intelligent beings can live in harmony with the wild wirluxit requiring the 
desrnicfiijn of one in the name of rhe other Mielikki s oLitliHik maiche^ th.ii 
o\ r.ingers in izenenil, which is why she is their patron. 

Mielikkians are taughr ro embrace rhe wild and not tear it, because the 
wild wavs are the good wavs, They are to keep the balance and learn rhe hid¬ 
den ways ot all life. They should not allow trees ro K' neeJlesslv felled or the 
forest to he humeri. Thev are 10 live m rhe forest and he a pan ol the forest, 
not dwell in endless battle against ihe fore'^r, 

W'.ilker.s of the Forest Way must protect forest life, defend every tree, 
pkint anew where death fells a free, and strive ti) keep the balance that 
indiscriminate fire-users and woiklLutrers break. They are to live in har- 
mi>ny with the vvetods, to teaeh iuhers to vlo so. and to punislt and frus¬ 
trate those who hunt for sport (not food) and who practice crl)elrje^ upon 
wild creatures. 

Day-tO'Day Activities: The Forestarms ourknik is oriented toward rhe 
protection oi nature (and foreSLs in particular) from the forces oj evil and ig¬ 
norance. Many iif these priests can be huind wandering aim mg sntall coimmi- 
nines twstled at the eLlges of forests Ksth great and small. TIk v seek to teach 
humans and other g^H>dly rKcs lo care and res|VLt the trees and the life be¬ 
neath their leafy Kkes, They try to prevent further encroachment Isy civiliza- 
Titm on the remaining great forests by teaching careful forest hiishandrv- 
When called Lif\»n, they defend the forest with lorce of ,trm'. it neces'..irv'. 

The Needles '•upp; trt rite Ft>rest.irms of theif own faith .iikl tltc clergies ot 
Fidalh am] Silv.mus m defenLling. renewing, aiul ev en extending forests and 
forest life. W'herev’cr po.s>ible without t onllicting with ihis prime inrercsr, 
rhev are to work against fhitse wIil' deal in fire magic (notablv rlie Red Wiz¬ 
ards .md followers ot Kossurh) and encourage cirv- and farm-dwelling folk to 
revere natural life and tki viev\ wi>odlands as rich, friendlv places that ,ire 
pleasant reluge> tor renewal and enjoying natur.il heautv, not de iJIv hack 
lands to he feared and fought. Thev are also cli.irged with suppt*riing rhe 
l laiqK'rs when this (,ioes not ctmflict whIt their more primarv duties, since 
rhe I larpers work against rhe rise of great powers, which tend to endanger .ill 
natural life and eteditions around them hv frving to reshape F.ierutv 

Rangers of .ill laiths are to he assisted whenever possible by Walkers of 
rhe Forest way, .tml the seeds of trees and wtH»dland plants garhered, nur¬ 
tured, and planred in an ongoing process so that 40 new trees will rise for 
everv one taken by llame or axe. Many of the Fi^restarms and Needles visit 
foresters regularlv to heal them and provide guidance si^ that as few trees as 
pt^ssible are r:iken and the forest is culled ol weak creatures attvl unnatural 
pred.iiors, nor creanires m the prime of life and health. In recent ye.irs, rhe 
Riresl.irms attd Neei.]les h,tvc worked with ranchers norrh ot Melvaunt. east¬ 
ern .Amn, and rhe lands of the 1 K'ssiinn to breed deer in large herds for food 
anki pelt use, leaving the wild deer of the htrests tt> recover — along with all 
:he etther forest creatures rhiit either depend on deer fi>r food or are killei.1 or 
frightened away hv casual human (rarest incursMns. 

Holv Days/Importanl Ceremonies: Thosv- who worship the Ladvof the 
Forest believe her voice is echoed Ci>ni inihHislv rhroughout .ill forests hv the 
rustling leaves. A worshiper in gsuK] stead can listen and undersiand the whis¬ 
pers kif ilie woods atier li period ol meklifarion afid extended inTrospectum. 
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These whispers have been rranscrihed by a few bards and rangers, but never 
seem to say the same thing twice. The general theme is the preserv^ation anti 
understanding of the forests and the creatures living within them, (Tliosc who 
listen for a long period of ume are reputed to improve their tracking and 
woodJand stitvival skills as well as rheir knowledge of animal lore.) 

Worship of Mielikki involves periods of introspection and meditation 
each morning and evening (in the forest whenever possible)* Groups of 
worshipers also gather tinder the stars to sing the Lady's praises and ask for 
her guidance* When a woishiper of Mielikki begins a seibimposed quest to 
right a desecration of the forest^ a special prayer is given up to the Lady of 
the Forest for strength and guidance. When aid is needed performing some 
simple task like setting the broken leg of a trapped wolf or fallowing a trail, 
Walkers ot the Forest Way usually ask for the Lady's blessing under tlieit 
breath before pr<iceeding. 

The best'kmiwn to outsiders of the holy rituab of Mielikki are the Four 
Feasts of the sidsticc and equinox nights* Tl\ese are known simply as the 
First Feast, the Second Feast, and on. They are tKcasions for holy rituals 
and revels, w^herein all Mielikki’s faithful are expected to celebrate the sen¬ 
sual side of existence and sing praises to the Lady in forest depths wherever 
possible. 

The festivals ol Greengrass and Midsuminer Night are even greater ritU" 
als, camhining revels similar to those of the Four Feasts with planting rites 
and the Wild Ride. During the Wild Ride, the lady causes unicorns to 
gather in herds and gallop through the woods. Her faithful are alkwed to 
ride them bareback through the nighi^ covering astonishing distances and 
seeing much. On such rides, imicoms are empowered by the Lady tcj use 
their tclepori ability as often as they desire for up to triple the nonnal range. 
On years when Shieldmeet follows Midsummer, riders can continue the 
Ride hir that day and night if they so desire. 

At least once a month, every member of the clergy must perform the 
Song of the Trees and serve any dryads, hamadry ads, or rreants their song 
calls torth. The clergy members perform the small tasks retiuesced of them, 
but are free tit dry^ad chaniis rhnuigh the wall of the Lady. 

Every* fia* lit by a member of Mielikki sclergy must have the Dread Prayer 
whispered over it. In rclurn, Mielikki makes the fire give tiff intense heat in 
particular directions indicated by the supplicant but almost no smoke. Such 
fires glow only dimly, so as to attract as little attention as possible, and do 
not spread. In this way, w-atch need he kept against starting forest fires. 

Major Centers of Worship: The mon prominent center of the forest 
faith is kK’ateJ at the Falls of Tumbling Stars* w^esc of Lake Semher. The lo¬ 
cale is a hidden mtmniain valley where the Immerflow springs out of the 
Thunder Peaks and iails dow*n the mountamside,s to feed the river leading 
to the Wyvemwater. In this linle-kn<nvn valley* guarded against intrusion 
hy rangers and half-elf archers of deadly skill, Hawk of the Lady Nererheen 
Jalassan, a priestess of Mielikki* and FLiwk tif the Lady Ltirtl Ranger Beldryn 
Stormstone lead a small community of powerful rangers and other Walkers 
of the Forest Way in worship of the Lady of the Forest. To this holy place* 
the hurt anti tite favored of Mielikki s faithtul arc brought by secret ways. In 
the vale are holy bathing pools where the wi>unJed are restored by the 
magic of Mielikki, and from this hidden vale rhe mt^st piwerful Walkers of 
rhe Forest Way fare forth to make pilgrimages to rhe l! is rant Unicom Run* 
where a gateway To Mielikki's realm is said to lie, and to work Mielikki's will 
acrosis FaerCin. 

Affiliated Orders: Named for the greatest trees of the forests, the shad¬ 
ow-ttips and rhe weirwtXKls, the Shadoweirs are a highly secreti\'e hranch of 
the faith that originated in the northern reaches of the High Forest. Its 
memix rs consist solely tif halt-elt multiclassed druid/rangers, and its mem¬ 
bership has spread (thinly) beyond rhe High Ftirest rhrcfughotit all tif Faenln, 

The Shadoweirs serve as a sort of religious knighrhotKJ of the w-oods. 
Unlike the Anns of tlie Forest or even the Needles* the Sh ado we its are an 
activist and proselytizing order v^hii are willing to go on the tiffensive in the 
behalf of their sacred forests. They seek to advance the regrowrh of ancient 
forests reduced hy civilization. Many Shadoweirs are adventurers, wander¬ 
ing the Realms w-irh missionan* ^eal They seek to hah the endless assault of 
civilization on their ancient homelands. 

Within the Walkers of the Forest Way, the Order of the Unicorn's 
Horn is a small .society of itinerant healers who bring solace ro both in¬ 
jured pt-ople, animals* and plants. Tlic Mielikkian faith also has cltxie ties 
with Those Who Harp (the Harpers)* an organization working for good 
throughout Faerun and against the rise of great powers, which tend to en¬ 
danger all natural life and conditions around them by trying to reshape 
Faerun. 

Priestly Vesiments: The coUirs of Mielikkian ceremonial garb vary- 
wirlt the seasons, each sea.son having a base color and an accent. Winter is 


white with green accents, spring green with yellow- accents* summer yellow- 
with red accents, and fall red with white accents. Tlie white and green of 
winter symbtilises evergreens and the unsleeping life of the forest* the green 
and yellow of spring is for the slow- awakening of the forest to lush life, the 
yellow and red of summer represents the full splendor of flowers and bur¬ 
geoning fruits and grains, and the red and white of fall syn>boiizes fell leaves 
being overlaid w-ith .snow-. These colors govern capes worn with armor in 
times of war and the cerentonial dress of the Forestaitm and the Needles: 
trousers, boots (always brown), a short cape, and a rahard that is long- 
sleeved in w'inter and sleeveless in summer* Whatever the garb, the uni¬ 
corn's head of Mielikki, carved of ivt>ry or bone or stitched in silver thread, 
is always worn over the heart. 

The ceremonial dress of the Shadoweirs is chain mail and deep barest- 
green cloaks w^oven by dryads from spider silk and dyed with natural dyes. 
Many powerful forest knight-s wear ancient suits of elven chain mail they 
have been given by elven lords for their efforts in defending the forests. The 
symbiil of the Shadoweirs is a giant shadow-top tree w-ich a pair of crossed 
sw’ords overlaying it, and it is .M^metimes stitched as a design on their cloth¬ 
ing or worn on their shields. 

Adventuring Garb: When in the field, most Walkers in the Forest 
Way dress appropriate to the weather and their duties, though they main¬ 
tain the preferred seasonal colors of their feith. In very hot weather or in 
the summer woods most wear only a sash and baldric of rhe right colors, 
Tl'iey cany- needed gear in pouches, small packs, or strapped to their boots. 
The Shadoweirs prefer suits of gleaming chain mail or studded leather 
armor in the field. 


specialty Priests (Ra!\^ers} 

Requirements: Strength 13, Dexterity 13, Cbrrsfitution 14, Wisdom 14 
Prime Req,: Strength, Dexterity, Wisdom 

Alignment: LG, NG, CG 

Weapons: Any 

Ar.mor; Any (penalties to some special abilities accrue if wearing 

heavier armor than .studded le,ather) 

Minor Spheres: Animal* plant, time, traveleis 
Magic*al Items: Same as ranger 
Req. Profs: Sur%-ival (wtxKlland) 

Bonus Profs: Hunting, set snares, animal lore, elvish (pick three) 

Most of Mielikki's specialty priests are rangers. Within the faith, they are 
called Needles. Their abilities and restrictions* aside from changes noted 
above* are detailed in full in the Player’s Handbook, 

Specialt)^ Priests (Druids) 

Requirements: Wisdom 12, Charisma 15 

Prime Req.: Wisdom* Charisma 

*Alignment: N 

WeaKiNs: Club, sickle, dart, spear* dagger* kmle* scimitar, sling, 

staff 

Armor: Padded* leather, or hide and w-ooden, bone, shell or 

other ntmmetallic shield 

Major Spheress; All, animal, combai, elemental, healing, plant, time* 
wards* weather 

Minor Spheres: Divination* rravelers 

Magical Items: Asdmid 

Req, Profs: Animal lore* herbalism 

Bonus Profs: Survival (woodland); tracking; modem languages (pick 

two from; brO'Wnie, dryad, elvish, konred, pegasus* pixie, 
sat>-r. sprite* sylph, creanc, unicorn) 

A few- specialty priests of Mielikki are druids. They* along with Mielikkian 
clerics and Jruid/rangers* belong To the branch of the Mielikkian faith 
known as the Forestarms. Their abilities and restrictions* aside from 
changes noted abt.ive* are summarized in Appendix 1: Priest Classes and de- 
tailed in hill in the Pitiyer’s Handbook. 


Speciiilt)^ Piiusts (Druid/Rar^^^ei's) 


Requirements: 

Prime Req.: 
Alignment: 
Weapons: 

Armor: 


Strength 13, Dexterity 13* Constitution 14, Wiixlom 14. 
Charisma 15 

Wisdom, Charisma/ Strength* Dexterity, Wisdom 
NG 

Ciuh, sickle* dart, spear, dagger, scimitar* sling, staff, long 
sword, kmg how 

Any (penalties to some ranger special abilities accrue if 
wearing heavier armor than studded leather or elven 
chain mail) 
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Major Spheress: All, animal, combat, elemental, healings plant, time, 
vi-anis, weather 

Minor Spheres: Divination^ protection, rravelers 

Magical Items: As dm id and ranger 

Req. Profs: Animal lore, survival (vvoodiand) 

Bonus Profs: Mixlem langtiage (elvish), modem languages (pick two 

horn: brownie, dryad, korred, pegasns, pixie, satyr, sprite, 
sylph, treant, unicorn) 

• Only half-elves may be dmid/rangers^ Half-elves of sea elf ancestry may 
not be druid/rangers. 

• Mielikkian dmid^rangens are the cffih known exception in Faerto to the 
rule that druids must be neutral in alignment. 

• Mielikkian druid/rangers' THACOs, saving tlurows. Hit Dice, hit points, 
proficiency slots, and proficiency slot acquisition rates follow the niles 
tor multiclass dwacteix in the PHR. 

• Through Mielikki's grace, her druid/rangcnj accrue no annor penalties to 
their ranger abilities for wearing elven chainmaiU 

An exceptionally rare few specialty priests of Miehkki are half-elf 
dmid/rangers. They all belong to the branch of the faith known as the 
Forestarms and to the Shadoweirs, an onler of woodland knights. Their abil¬ 
ities and restrictions, aside from changes noted above, are summarised in 
Appendix 1: Priest Classes and in the Player's Hont^ciok. 

Mtelikkran Spells 

2 nd Level 

Banish Blight (Alteration) 

Sphere: Plant 

Range: Tiuch 

Qimpt>nents: V, S 

Duration: Special 

Casting Time: 5 

A rea of Effec r: One plant 

Sa V i ng Throw: None 

To enact this spell, the caster must touch and breathe on any part of a 
plant. This spell w-ipes out plant diseases permanently, and it restores plant 
leaves to an uneaten, unshriveled, unfrozen, and Linscorched condititm tor 
one day per level of the caster. It cannot restore dead plants to life, nor 
make ravaged plants w'ht>le, hut it brings w'hat remains to peak condition— 
wilted flow'ers hloom anew, and drooping leaves rise up green. Leaves that 
have fallen to the gri>und canntjt be reattached to their plants by means of 
this magic, hut withered foliage can be made green and growing again even 
in the depths ot winter as long am the spell lasts. In this manner, the skele¬ 
ton of a hedge can he made opaque with thick grownh in an instant. A 
flower restored by means tif this magic can he picked without ending the 
magic, though it shrivels agam when the spell expires. 

If the sveathcr and season permit continued life, resu^rations w rought hy 
this spell outlive it. For example, a diseased, shriveled plant restored to 
health will remain healrhy, following its normal growing cycle, and not 
lapse hack into ruin the moment the spell ends. To injured mobile or intel¬ 
ligent plant life (such as ra ants and shambling mounds), application of a 
harusli Higfit restores 1 JlOM hit points of damage permanently, hut it can¬ 
not help healthy plants to grow larger or gain extra hit points. 

Mielikki crafted this spell both as a gift to Silvanus and to emptwver her 
faithful lo give forest creatures endless fosxl by resttiring half-eaten vegeta¬ 
tion to a full state. 

Stalk (Alteration) 

Sphere: Animal 

Range: Touch 

Q)mponenis: V, M 

Duration: 1 tum/le\'d 

Casting Tune: 5 

Area of Effect: One creature 

Saving Til row: None 

This spell makes the affected creature nearly invisible in rural surroundings 
(99% undetectable visually, as if hiding in shadow's). The creature also be¬ 
comes almost totally silent (as if moving silently with a 99% skill), and 
hiirh its natural scent and its heat signature are masked by the spell (mak¬ 
ing inlruvisual or scent detection of the creature also 99% unlikely), A sta- 
ritmary' creature under the effect of staik is impossible to detect by nonmag- 
icai means at a range of greater than 10 yards. 

Movement does not negate the spell, but it renders nonmagical detec¬ 
tion possible hy keen observation. In this case, the subject of the smik spell 
still can move silently with a base 50% chance for success and remain visu¬ 


ally and infravisually undetected with a base 65% chance for success; if the 
subject's normal hide in shadows or move silently skills are higher than 
these percentages, then they are used instead, although the infravisual 
maskirvg percentage for a moving subject remains 65%. Scent masking is al¬ 
ways at 99% for the duration of the spell. 

The spell effect ends when the duration expires or when the subject at¬ 
tacks. 

The material components are a piece of dried chameleon or lizard skin 
and the holy symbol of Mielikki. 

Wood Sword (A he ration, Evtxiatioii) 

Sphere: Combat 

Range: 5 yards/levej 

Oimponents: V, S, M 

Duration: I round/level 

Ci^sting Time: 5 

Area of Effect: Special 

Sa V ing Th ro w: N one 

Tliis spell tran.dorms its material component into a temporary weapon: a 
sword that can be wielded by the caster or be directed to attack a particular 
target by the caster from afar. In either case, it strikes with the caster's nor¬ 
mal TH ACO, deals 1 hit point of damage per level of the caster at every^ 
successful strike, and vanishes instantly when the spell expires or it comes 
inn> contact with airy flame. If released to Fight tm its own, a rrtxrd suwd is 
AC —1, has 22 hp, and mov'es at MV FI 16 (A). It strikes once per round at 
a single target. 

The target of a wood sword can he indicated during casting or deter¬ 
mined later and can be changed at any time. The caster can chtiose any 
visible creature or item within range and silently will the wtxxl sword to at¬ 
tack it. A wrx>d suwd hangs ntotionless if its designated target dies or van- 
ishe.s if not given a new' target. The caster can bid the w eapon go and attack 
a certain target or return to be directly wielded as often as desired during 
the life of the spell. 

A u'ue.jd suxird is supple, but can he broken by successful edged weapon 
chopping attacks that do more damage than it ha.s hit points or by being 
caught in a closing stone or metal door; such destruction ends the spell in¬ 
stantly. The caster can fight with another w'^eapon and leave the ufXjJ sword 
to fight on its own, bur if its creator casts any other spell, the u'ooJ suW 
vanishes the instant that new- magic takes effect. Caster use of magical 
items does not destroy a wood sword, 

A uv3od sword can do no harm to nonliving wood or to stone or metal, 
but can readily be employed to smash glass flasks, topple items, and even to 
stir mixtures in distant bowls. (A clever caster could direct it to knock over 
the rearmost bottle in a cluster of glass objects, thereby making it simrsh or 
knix:k over the other glass objects in its way ) If the caster has the leisure to 
enact precise ctmtrol, a wood can perform quite delicate tasks. It need 
not merely attack things. It used to carry things (such as satchels or ropes 
aert^s chasms, or rings of keys to prisoners), it breaks if burdened with a 
greater w'cight than the caster can lift (the caster's maximum press amount, 
dictated by his or her Strength ability score). 

Tlie material compiment of this spell is a rwjg, branch, or any fragment 
ot w'ood that still retains some bark and has not been cut, stained, \'ar- 
nished, or otherwise altered hy tools. (Tliis means the wrnjJ must he picked 
up as fallen wtKjJ or snapped off rather than cut.) 

5 th Level 

Tree Healing (Alteration, Necromancy) 

Sphere: Healing, Necromantic, Plant 

Range: 0 

tA)mpt>nents: V, S 

Duration: Special 

Qtsting Time: 8 

Area of Effect: TlYe caster and one tree 

Sa V i ng Thrt) w': N o ne 

This spell enables a wounded priest to pass into rhe interior of a tree and re¬ 
main hidden within it tor as long as desired, being healed by the natural nu¬ 
trients of the tree. During this time, the caster can see and hear the sur¬ 
roundings of the tree perfectly but is concealed from allfforms <:>f detection 
hy the magic of the spell and protected by the tree from any extremes of 
heat, cold, min, sunlight, snow, and other conditions. The tree itself gives 
off no magical aura and is not marked hy the caster’s entiy' in any way. All 
the caster’s htnlily processes are suspended, so the caster has no need to 
sleep, breathe, or eat. The caster regains I hit point every 6 turns of contin¬ 
uous existence instJe the tree. There is a 40% chance that the tree w ill 




























neutraliie any disease the caster may he carryingf regardless of xvhether or 
not the caster is aware of the condition. If more than one disease is present, 
determine the result separately for each. Tree ftcfi/rng can do nothing against 
any poisons except tree puisons, winch it always neutralizes. 

If a tree containing a priest is damage J, die priest takes half of the dam¬ 
age hut is free tn leave the tree at any time. The caster can use his or her 
spells or magical items carried to heal the tree from within. Offensive magic 
must be cast from outside the tree, or the tree is destroyed. 

Once the caster ot a tree iienlmg spell leaves the tree, the magic ends. 
Reentry is impossible without another casting of the spell. The caster priest 
can, however, reach t>ut of the tree to speak, gesture, or discard items, and 
then duck back in, so long its some parr of his or her body remains within 
the tree, Tlic spell brings all items worn or carried by the caster into the 
tree, but other items cannot be brought in later. If the priest reaches out of 
the tree and picks anything up, it cannot pass into the tree, 

A tree ftealmg Ciin never be used to enter treants or other sentient forest 
plants. Any physical damage deliberately done by the priest to the tree 
\vhile w iihin it results in his or her unceremoninus expulsion from the tree, 
whether the tree is sentient or not* 


7th Level 

Create Treant (Alteration* Invocation/Evocation) 

Sphere: Plant 

Range: Touch 

CJloinponents: V. S, M 

Duration; 1 dayflevel 

Casting Time; I round 

Area of Effect; One twig, bough. ,shnib, or living tree 
Saving Throw- None 

Tills spell transforms its material component into a treant who serves die 
caster with utmost loyalty until dtstroyed or the spell expires* When the 
spell ends, the treant dwin^lles to nothingness and is gone. Since the mate¬ 
rial component is consumed, priests of Mielikki use this spell sparingly. The 
type of material component determines the size of the created treant: Twigs 
panluce 7-HD treants, hi>ughs create 8-HD treants, shrubs 9- or lO-HD tre- 
ants, and trees 11 - or 12-HD treants. 

The material component t>f this spell is any twig, Kiugh, shrub, or living 
tree. 


Milil 


(Lord of Sun^^^. tlie Lord of All St>ngs. 
Guardiart of Sin^^ers and Tr-oubadours, 
the One True Hand of AllAX/ise O^hnia) 


Lesser Power of the Beastlands, NG 
Poetry, stmg, ek>qucnce 
None 

Bmx/Libnirv^ of All Knowledge 
Oghma 

Oghina, Deneir* Lliira, Sune, Mystra, Finder Wyvern- 
spur, Stillsong, Hanali Celanil, Corel Ion Larethian, Se- 
hanine Moon bow, Rillifane Ralluthil, Erevan llesere, 
Libelas Enoreth, LaihanJer 
None 

A silver harp, often depicted as a five-stringed instru¬ 
ment whose l^otiy is made of silver^' tcaves 
Any 

Milil (Mihl-LILL) is depicted in religious art and song 
as a handsome male human or elf w'ith a charismatic 
manner and a haunting, melodic voice. He is v^enerated 
by human, elf, and bajf-cIf hards, w'ho see him as the 
One Who Watches While Music is Alive (when they 
are performing), the Guardian of Singers and Trtiuba- 
dours, and the One True Hand of All-Wise Oghma, 
(Deneir is the other ''Hand."*) Deneir, Gond, and Milil 
serve Oghma, though Milil has little in common with Gond, and their te- 
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lationship is strained. He is on excellent terms waih a number of powerful 
gods, including Mystra and Sune, and often w\irks closely w ith Lliira* He is 
welcome in the elf pantheon as well as the Faeriinian pantheon because of 
the beauty of his song. 

Mill! is the ultimate performer: self-confident, inspired, possessed of 
total recall or anything he sets a mind to remember, able to improvise 


facilely out of desire or necessity, well-educated in general theories of con¬ 
duct and broad areas of knowledge, and masterful in all sorui of perfor¬ 
mance technique (including a passing knowledge of disguise derived from 
costume theory), especially within his sphere of knowledge—music, po- 
etryv and elegant speech* However, he is also self-centered and egotistical 
and likes to be the center of attention. When be is not the center of at¬ 
tention, he bores easily, and his mind wanders or he leaves* He is also 
given to flirtation with both deities and mortals for his own en|oymeni, to 
the deep annoyance of more sober powers. 

Milils Avatar (Bard 30, SpelLsinger Mage 21, Cleric 21 ) 
Milil often appears as a young, charismatic male human or elf wkh hand¬ 
some features and a voice of unearthly beavity. He most commonly appears 
clean-sltaven, with shoulder-length browm or blond hair He dresses in the 
garb of a troubadour and favors bright clodimg, elegantly patterned doth, 
and gold or hejew'eled clothing decorations and jew’dry. 

Milil uses spells from any wj:ard school or priest sphere, though he favors 
spells that cimnu or have musicak vocal, sound, or instrumental effects or 
manifestations. Any spell he uses with musical, vocal, sound, or instrumen¬ 
tal effects or manifestations is cast at triple normal effectiveness in all re¬ 
spects and the targets of such spells receive a -3 penalty to their saving 
throws if any are allowed. 

AC -2: MV 15, FI 21; HP 168: THACO 6;^AT I 
Drug 1(16+5 (rtipier+3, +1 Sra) 

MR 70%;SZL(10fct:t) 

Str 16, Dex 21, Con 19, Int 22, Wis 22, Cha 24 
Spelh P: 12/12/12/12/10/6/2, W: 6/6/6/5/5/5/4/4/3 
Saves PPDM 2, RSW I PP 5, BW 7* Sp 4 

Special Att/Def; Milil can conjure weapons and items from midair and 
is considered proficient with any weapon he uses. He favors Sfiorptongue, a 
magical n^ier +3 that has the abilities of a suiord of 4 juickne 55 and a suranJ 0 / 
dauemg when he uses it. He sometimes loan.s S/iatptongiie to people perform¬ 
ing a great quest or service for him or his church, and in the hands of a mor¬ 
tal it behaves as either a su-ord of quickness or a sieord of dancing in a round, 
but not both (and obviously must perform as a suofd 0 / dandng if it is apart 
from its wfelder). 

Milil can use sped [inning and ironguard (detailed in the Forgotten 
Realms Adientwres tome and Ptiges Fnmi f/ie Mages) spells at will to protect 
himself from mortal attacks* He can sing so as to shatter magical silence or to 
make all beings within 90 feet cease all acts of violence, instantly, and re¬ 
main peaceful until he ceases to sing, even if their weapons or other items 
are taken from them or they are attacked. One of MiliPs favorite methods of 
demonstrating his divinity to skeptics is to play a harp woven of flames, 
which he conjures from the air. 

By touch, Milil can place the know-ledge of a song—both tune and 
lyrics—in the mind of a mortal* so that it can never be forgotten, or confer 
up<in any being the ability to play a single type of instrument a.s if w-ith years 
of mastery. He has ofren used the former pow-er to preserve clues about the 
whereabtiuts of treasure or tasks that should be done for generations to come 
(trusting that his song w-itl he handed dow-n). Milil can abrj either convey or 
cure (kafness by touch. There is no saving throw- allowed against deafness 
caused by Milil, and creatures m stricken cannot he cured except by the 
hand of a deity. 

Milil plays any instrument, even those from other crystal spheres or 
planes, with supreme mastery. He never forgets any tune that he or any of his 
priests have ever heard and can perkirm them all superbly. When he w ishes, 
he can prijject his vc^ice as a group of voices in harmony or create the sound 
of any instrument or combination of instruments from thin air to accom¬ 
pany his [performance* 

Milil is immune to spells and spell-ljkc effects that have musical, vrxal, 
sound, or instrumental cftects or manifestations unless he wishes them to af¬ 
fect him. 

CJther M a n ifestatit >ns 

Milil often manifests as haunting music, particularly in clearings deep in 
wotxllands. He appears as a w-ordless, lone male voice soaring through the air 
where no singer can he seen. At times. Milil dra^-s the image of tw-tj dancing 
hollyphanrs in the air in glowing yellow- lines or in ink (that appears from 
nowhere) on parchment to signify- his approval* This seem to indicate his 
delight in watching such creatures dance to his music. More often, Milil 
manifests as a radiance surrounding a bard, stoiy-teller, or epic poet in the 
throes ol inspiration—a sight always heralding a performance that moves an 
audience to tears, blind obedience, enthusiastic offerings of money, or what- 
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i‘ver else thtj perfbrmcr desires them to do. Milil ofreo places helpfu] visions 
(mental pictures of the whereabouts of treasure, lost loved ones, or direc- 
tions overland) in the mind of a slneet or musician who pleases him. 

Milil al-w acts through the appearance or presence of aasimar (all accom^ 
plisheJ singers), hollyphants, li|^t aasimons, movanic devas, and solars. More 
commonly he sends songbirds (cspeciaMy nightingales), white horses or pegasi, 
calico cats, red or yellow roses, lilies, peonies, perfect gemstones of any sort, 
and peRrgrine falcons to show his favor and as a sign to inspire his faithful. 

The C rhureli 

Clercy; Clerics. spec i a Ity priests, mystics, ba rds, spe I Is i ngers 

CtERciv's Align.: LG, NG, CG, LN. N, CN 

Turn Unoead: C: Yes, SP: Yes. Mys: No. B; No, Spell: No 

Cmnd. Uniiead: Q No, SP: No, Mys: No, B: No, Spell: No 

Ail clerics, specialty priests, and mystics of Milil receive religion (Faerun- 

lan) as a iRmus nonweapon proficiency. All priests must take singing and 

musical iristrument as two of their initial non\iea|x>n proficiencies. 

Milil attracts those w'ho love music—and who need to he a part of it, not 
merely listeners. Such folk tend to be sensualists. They love good wine, 
good food, pleasing art tind architectural or natural surroundings, the 
amorous company of others, and the beauties of nature—many faithful of 
Mtlil enjoy rising before the sun to watch the wakening radiance. For tea- 
sons lost in the mists of time, all clergy of Milil are known as Sorlym (prob¬ 
ably after a founding piitnarch oi the fairh), and specialty priests of the faith 
are called tuneservants. Btvih genders are represented fairly equally in the 
faith, .and the tanks of the clergy are about two-thirds human, with a quar¬ 
ter of the remnant being elves, and the remainder balf'clves- Sorlyn all 
tend to he charismatic and physically attractive* All are also gCKid singers 
skilled in the use of at least one musical instnimenL Addirionally, many are 
accomplished composers and musicians or even dancers. They tend to be 
active performers and tmvelers, not recluses or cloistered scriveners. 

Abiuii half of the total priesthood of Milil is clerics, the remainder being 
specialty priests with a fow^ bards, mystics, and spelIsitigers in the sen'ice of 
the Lord of All Song. In general, before the Godsw ar the priests in the 
larger cities, with more organized churches heneaih them, were clerics, 
while the churches in more remote areas were commanded by tiineservanrs; 
how'cver, the number of tuneser'.'anis in the faith has been grow'ing steadily 
since the Time of Troubles. Relations between the clerics and the specialty 
priests are giKkL thoLigh the more consem^ative clerics are a bit concerned 
about recijiring incidents of nineser\'ants using their cntiiTrtlf and SMggcstbn 
powers to enhance their own status and the tunesen ants' continual support 
of ne er-do-wells (adventurers). A quick way to determine W'hether a 
liical temple of Milil is run by a cleric or a tuneserv ant is to listen to its 
music. All temples iif Milil have very good choirs, songmasiers, organists, 
and/or musicians, hut the type of music varies. Clerics tend to play tradi- 
tional Stings and hymns while tuneservants prefer newer works, some of 
which may he disconcerting to the parishioners. 

Milils is an t>rg:ini;eJ faith, with alt churches paying heed (or at least hp 
senice) it) the Patriarch of Song in Waterdeep. Unfortunately, the influence 
of the Patriarch diminishes with discance, such that those congregarions in 
Sembta tend to pay attentitm only to the most urgcnii messages. 

Sorlyn adhere xo clear rules and an organized hierarchy. Tliey use the ti- 
ties (in ascending order of rank) of: Mute One (novice), Chanter, Chori.ster, 
Soloist, Lead Voice, First Voice, Songmaster, and Glorian—a title used by 
all senior clergy in addition to any temple rank or offi^’e they may also hold. 
Typical temple ranks include C::astellan, M;isrcr Tutor, Master Wind, Master 
bereitader, Master Librarian, Master Instrumentalist, Prior, and Patriarch. 
The specialty priests of the fiith address each other as Harmonian, regardless 
of rank or accomplishments, and are noticeably (and accepcahly) lax about 
using the ti>rmal titles of other clergy members — except the Patriarch of 
S>ng, who they revere profoundly. 

The mysterious Patriarch of Song ap[iears a.s an old man wath kindly fea- 
tures, a flowing white beard, and ice-blue eyes. He is probably the best 
harpist in the world. His knobby old hands are able to make a harp sing, 
moan, drone, and almost seem to talk, as well as emitting the more usual 
sound.s of such an instrument. His voice is a magnificent baritone, though 
he has a falsetto that seems like the clear, high voice of a young ell girl or 
very young human maiden* His true name and i>rigins have been forgorten. 
but he has adopted %'arious names—and appearances—in recent years, 
even apparently switching gender from time to time at the command of the 
Lord ol AM Songs* He is rumored to he able to enrliruN intelligent beings 
w’ith a .song so beautiful that they enter a trance and hear only the musk 
soaring endlessly in their heads until freed by rough handling. Sorlyn be¬ 
lieve he has been given special powers by Milil beyond his apparent mi- 


mortality, and that as long as he survives, music in Faerun w'ill grow and 
flourish. Legend insists that the Patriarch flits about the Realms from time 
to time inspiring youthful and promising singers by show'ing up at their 
local tavern as an old minstrel and giving a performance that leaves every¬ 
one present weeping and yet bright-eyed with hope. 

Mi I i Ian temples are soaring, cathedrals of spied id architecture. All of 
them have choir Itrfts, facilities for presenting stage performances, work¬ 
shops for the repair and construction of musical instruments, extensive 
music libaries, and carefully crafted acoustics. 

Dogma: Milil is a god of creativity and inspiration, of the whole song 
more than jusr the lyrics or rhe music. He represents the finished thought, 
the process that takes an idea from conception to completion. As a result, 
the ethos of Milil teaches to consider the w^orld in terms of a continuing 
process, a song that begins at birth and is only silenced with the final 
chord. 

Novices in the Mililan faith are given the following cTiarge: “Life is a 
song: Strive always to make it more beaurifuL Destroy no music nor instru¬ 
ment. nor stop a singer before the tune is done* Listen to the world around 
as well as filling it with your own sound. One singer's music is another's 
noise, so still no bad music if its making be joyful. Spread the teaching of 
song and musicianship always. Sing to Milil every day. Mustc is the most 
precious thing folk can create—so encourage its training, tisc, and preser¬ 
vation at all times and in all possible ways. Awaken a love of song in all 
folk you can, and offer irs performance freely around campfire or on the 
trail. Cease not in your own seeking for new tune.s, new' techniques, and 
new’ instalments to master." 

Day-to-Day Activities: Most Sorlyn spend their rime learning lyrics, 
tunes, and how best to pedorm them on a slowly expanding repertoire t)f in- 
srruments Ixith in their temples and on the rt>ad. They take care to write 
down both original comptjsitions and those they have learned, as well as 
recotkling tunes rhmugh rhe use of the singing sttme spell for those as yet un- 
liom. Such records are to be cached in hiding as well as stored in temple 
vaults to make the survival of the musk as likely as possible. Sorlyn also 
w'ork as tutors tti all whti prtifess faith in Milil or who pay for the training, as 
1 -vdl as judging many bardic contests and adjudicating bardic disputes be¬ 
tween individuals, companies, or colleges. 

Tuneserv'ants are more adventurous. They roam the roads of Faerun res¬ 
cuing or protecting common minstrels and great bards alike when such indi¬ 
viduals fall on hard times or into periL Tliey also accompany adventurers of 
other faiths on deeds of heroism so that they can compose ballads about 
what befell (from ^‘Brave Sir Dobbyn Ran Away" to "She Was Only a Wan¬ 
ton Weredragon, But She Was a Lady Fair"). They aho embark on adven¬ 
tures of fheir own to recover musk, instruments, and the like from old ruins 
and tombs, or learn of music long gone by using their stfjne lell abilities and 
similar magics in such places. 

Holy Days/Important Ceremonies: Devour worshipers of Milil call 
out CO him in a Song of Praise at least once a day and usually also after every' 
victory in battle or great thing that lienefits them. Tliey also participate in 
cither a personal song to the Lord of All Songs upon awakening or (in a 
temple) join in the softly voiced chorus of rhe Sunrise Song, 

Other rituals include the solemn, beautiful polyphonic chord-singing of 
the Song of Sorrowing, pt'rformed at rhe funeral of any faithful of M tlil, and 
the Song of Welcoming, sung when someone is welcomed into the faith. 
Tlie caiendar-rdated festivals marked by rituals sacred to Milil are Green- 
gm.ss, when rhe Call to the Flowers is sung by all faithful, and Midsummer, 
when the Grand Revel is held. The Revel involves a feast, dancing, and 
much roistering, and is marked hy panxiies and wickedly sarirical song, but 
all orher shared (by two or more clergy' members and laity) rituals of wor¬ 
ship to Milil involve a sung or played opening call, a prayer an^l solo song 
while kneeling before the altar, a unisiiti hymn followed hy a sermon or sup¬ 
plication to the Lord of Song (and rhe proffering of any offerings), and then 
a closing song that rises to a thunderous, grand crescendo that typically 
makes devout listeners or participants W'eep with joy-—and those of other 
faiths stop and listen in wonder. 

Major Centers of Worship: The nn.)sr significant temple to Milil is cur¬ 
rently Arbalest s House in Athkatla, whence Milil journeyed during the 
Time of Troubles to personaMy found a singing circle. The Lord of Song 
charged the Patriarch of Song, the aged overlord of his churcli, to o\'ersee 
this new temples development. The Patriarch remains active in encourag¬ 
ing the faith in Warerdeer (notably the rising Temple of Gotxl Cheer and 
the bards college of New Olamn) and joumeys often by means of a secret 
gme created hy Milil between the hilltop temple in Athkatla, w'lth its mighty' 
Belk’tW'S of Milil organ and its growing circle tif adherent bard.s and minstrels, 
and his own abtxle in Waterdeep, 
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Affiliated Orders: Mllil has one knighcfy order of personable (and 
sometimes swaggerinf^) fighters, paladins, and bards, rhe Harmonious Order, 
whose members, along with the clergy, guard temples and holy sites. Its 
members also often pursue quests or do good worl^ in Milil’s name, and 
tuneservants love to accompany them on these rontanric and glorious 
quests. Though Mi Ills symbol is the silver harp, his symbol is not meant to 
directly link him to the Harpers, who use the crescent mtxm aitd harp: how¬ 
ever, the church of Milil Joes have tics to Those Who H?iTp. 

Priestly Vestments; Sotlyn wear robes of rich, lustrous fabric—^usually 
crimson adtimed with cloth-of-gold dragons, bards, or warriors arching and 
spiraling the lertgth of the garment* Metal chimes are often worn as earrings, 
anklets, nr on bracelets w^hen outdoors, but these are always easily removable 
sr> as not to mar music-making. Hair is worn short or—in the case of tuneser- 
vanrs—bound up in a golden hair-net so as not to gel in the way of playing 
instruments or listening acutely* Tlieir holy symbol can take the form of a real 
Itarp or the symbid of Milil fdm\cd into an artfirlly crafted piece of jewelry. 

Adventuring Garb: Siirlyn prefer the security of fall (often chased and 
ornauiented) atmor when adventuring t>r traveling overland In dangerous 
regions, and defend themselves with magic, maces, and enchanted musical 
inscTumenrs. Song has its place, but in a world full of ores, dragons, and crit¬ 
ics, it is best to he prepared for anything. 


Spedaity Priests (Tuneseivants) 

RtQurHKMENTs; Wisdom 14, Intelligence 13, Charisma 14 
Prime Rj-q.: Wisdom, Charisma 

Aucnment: NG 

Weapons : All bludgeon i ng (w^htJ lly Type B) weapems 

Armor: Any 

Major Spheress; All, astral, charm, creation, divination, guardian, heal¬ 
ing, necromantic, protection, summoning, thought 
Minor Spheres: Elemental, sun, weather, travelers 
Magical Items: Same as clerics 
Req. Profs: Singing, artistic ability (lyric poetry) 

Bonus Profs; Musical instrument (pick one), artistic ahiliry (song¬ 
writing), modem languages (pick one) 

• Elves and halfielves can he tunesem'ants. 


• Tuneservants can entfira/1 an audience (as the 2nJ'level priest spell) with 
song, Ttiiis ability may he used once per tlay. w ith the same limitations as 
the cmfiralf spell, hut with the toIli>wing exceptions: Tuneserv^ants may 
not affect creatures of a higher Wisdom than themselves nor creatures 
with mijre Hit Dice than their own experience levels. 

• Tuneservants are able to sing a loud, sustained note once a day rhiit has 
the effect of the Inddcvel wizard spell shutter. 

• At 3Td level, tunesers-'ants are able to both cast miurc of tfic spfierfls (as the 
2nddevd priest spell) and unearthly eftoir (as the 3rddevel priest spell) 
once a day. They may cast an additional unearf/ilv c/ioir for every' three 
experience levels they gain above Brd level (twice at 6ih level, three 
times at 9th, etc ). 


• AI 5th level, nmeservants are able to both dispel silence and sing a .<f)nga/ 
ctmtpulstan (as the 3rddevel spells) once a day. 

• At 7th level, tuneserv ants are able to use clieir vocal mastery to .^houi (as 
the 4ch-levd wizitrJ spell). 

• At 10th level, tuneservants can create a song of siiggesfion (as the 3rJ' 
level wizard spell) once per day, 

• At ! Qth level, tuneserv'ants can also perform such a sweet tune that they 
can persuade the very rtxrks to speak to them, similar to the 6th-level 
priest spell stone tell, once a day. 

• At 15th level, tuneservants are able to cast ftarf) of unr (as the 7th-level 

priest spell) ot Mclisander’s hurp (as the 5thdevcl wizard spell found in 
Ptigc.s from the once a Jay, 


Sorlyn Spdis 

2 nd Level 

Battle Song (Conjuraticm/Sunimoning) 

Sphere: Charm, Combat 

Range; 60 yaixls 

Cumponencs: V, S 

Duration; 7 rounds 

Casting Tme: 5 

Area of Effect: 50-fixit cube 

Saving Thnne: None 

Tlii.s .spell is readily recognizable by its ringing song, a loud ascending refrain 
that raises and, releases the magic at the insrant of its ending, affecting all be¬ 
ings wirhm a 50'foor'Ciibe centered on the point selected by the caster. Tliis 


spell cannot be cast steal chi ty. Creauires in or leaving this area when the 
casting is complete ate affected, hut beings entering that area afterward are 
not. While it lasts, a battle song conveys a +l attack bonus, a +1 damage 
bonus, a +1 bonus to saving throws, and a +2 btmus on all ability checks. A 
fairti echoing keeps the sound of the casters song alive until the spell ex¬ 
pires; this can readily be heard by those who listen for it. Note that any vocal 
irtllicrion or gag prevents the casting of this spell. This spell can be used in 
conjunction with a chant and*or prayer spell, but no more than one of each 
type of spell can be in effect at a time. 

3rd Level 

Dfapel Silence (Abjuration, Aiteration) 

Sphere: Combat 

Range: 0 

Qimponents: S, M 

Duration: 1 round/level 

Casting Time: 6 

Area of Effect: lO-foot/kvet radius 

Sa V ing Thn i w: N one 

This spell is the priest version of the dispel silence spell presented in Pages 
From the Mages* This spell negates the effect of magical silence within the 
area of the dispel siience for the duration of the spell Following the casting of 
dispelsilance, all spellcasiing, speaking, and actions can proce^ normally* 

For the duration of the spell, the area protected by dispel silence is proof 
against silence speUs; they do not fancrion within the area of the dispel silence. 
The area of effect is immobile, however, and does not move with the caster. 

The material componenD; of thi.s spell are a pinch of powdered diamond 
worth at least 50 gp that is flung into the air and the holy sy mbol of the cast¬ 
ing priest. The holy symbol is not c<msumcd in the casting. 


Song of Compubion ( Enchantmenc/Chann) 

Sphere: Charm, Law 

Range: 60 yards 

Components: V 

Duration: I tum+ ld6 rounds 

Citing Time: 6 

Area of Effect: One to six beings m a 60-ftK)t cube 

Saving Throw: Neg. 

To set this :ipe]l in motion, the caster sings the first verse tif a popular and 
mindless traveling siong having many verses (such as ''Ninety-Nine Barrels 
of Ale on the Wall”). Song o/ compidswm prevents the affected beings from 
taking offensive actions, casting spells, using psionic abilities, using magical 
items, or leaving the area of effect until they finish the song (which is as¬ 


sumed to occur when the spell Jurarion expires). Affected creatures may 
still defend themselves (that is. they receiv^e no Armor Class penalties) and 
move about within the area tjf effect, and the effects of a song of compulsion 
on any creature are negated if it is attacked. 


The effect is centered on a piiint selected by the caster, and it affects per¬ 
sons selected by the caster within the area of effect. If the spell is cast at 
three or more beings, each gets a normal saving throw; if only two creatures 
are being enspelled, each rolls its saving throw with a -1 penalty; if the spell 
is cast at hut one creature, its saving throws suffer a —2 penalty* Saving 
throws are adjusted for Wisdom. Those creatures who succeed in their sav¬ 
ing rhrow.s are totally unaffected by the spell. Mindless undead creatures 
and undead creatures with (individually) more Hit Dice than the caster has 
experience levels cannot he affected by a song of compuLifjn, and neither 
can beings who cannot hear or do not understand the language of the caster 
(although the caster may employ magical means to make himself or herself 
understoixi and then affect such creatures). 


4th LeV'cl 

Singing Stone (Alteration) 

Sphere: Divination, Elemental Earth 

Range: Touch 

C!bmponents: V, S, M 

Duration: Permanent 

Casting Time; 7 

Area of Effect: One stone 

Saving Throw': None 

This spell traps a short tune—one that the caster can sing w ith three 
breaths or less—in a stone. Whenever the stone is either tapped or en¬ 
tirely immersed in water, it emits the tune, repeating it at 1 -turn intern als 
if immersion continues. ,Any solid stone no larger than the caster's fist 
will serve, and the musk can consist only of sounds the caster can make 
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himself (in other words, sinKing^ playm^? an iiistrumcm^ and thumping 
out a rhythm simultaneously as about as complex as the captured sound 
can be). In the past many gemstones have been used for this spell* though 
It is a false rumor that granite and other simple stones cannot caiT>' nmCsS 
as beautifully. 

The ''rune" need not involve vocal sounds or may be a message spoken 
or clranted rather than sung—^but in any case* the pitch* timbre* and inflec¬ 
tions of rhe voice and/or insmimental sounds are precisely duplicated, and 
listeners could mistake the sounds of a singing stone for a particular person's 
actual voice. This spell has been used to prepare traps, leave behind wills or 
dying messages, and to preserve the best w^ork of the bards. Certain temples 
of Miiil have entire libraries of carefully racked stones. Long runes are 
played back by tapping a row of stones, each one enchanted with this spell 
to capture a segment of the ongoing tune. 

The maker of the sound to be captured must be the caster There is no 
known way to use this spell to capture the wtirds or song of another being. 
The spell does not pick up the words of others or background noise, even if 
such things were present as the spell was cast* but it does preserve thrtJar- 
clearings* mistakes, and other noises—such as the clatter of something 
dropped by the caster—that the caster may not want preser^'ed. The semnd 
is preserved at the volume level reaching the stone. Loud shouting or music 
is recorded as bud. 

The spell range refers to rhe fact that the stone must be touched. The 
caster can, if desired* move away from the stone to achieve an echoing ef¬ 
fect or a distant sound and may even choose to move continuously toward* 
away from* or around the stone while recording. The recorded sound will 
reflect this. The recording time is the three breaths following the round tjf 
casting w'hen the stone is touched, and die magic causes the stone to glow^ 
a taint rose-red while it is capturing sounds. 

The material component of a singing sfotie spell is a small hollow metal 
tube (chime). 


5tli Level 

Forgotten Melody (Enchantmenr/Chann) 

Sphere: Charm, Combat 

Range: 120 yards 

Components: V 

Duration: Special 

Casting Time: 8 

Area of Effect: One to four creatures in a 60'fcx>t cube 

Saving Thrtnv: Neg. 

To set this spell in motion, rhe caster sing,s the first phrase or ihi; chorus of a 
tuneful, catchy song. Victims of/tjrgotfcn mcliiiiiy must make a successful sav¬ 
ing throw vs. siu ll at a -4 penairy or mentally obsess on that song. They can¬ 
not get rhe sting out of their hcxids until they finish it* and they Wforr^^ rhe 
lyrics around in their minds over and over tri ing to remember them and 
complete the song. While victims are tiying to finish the song, they cannot 
cast spells or use psionic abilities since they cannot focus on any other in¬ 
tense mental activity other than finishing the song. 

F^JTgotferr tTtclody is especially devastating to ver^' intelligent beings* who 
rend to be able to concenrrate intensely, since it subverts that very capabib 
ity. Tile duration of the spell is determined by the Intelligence of the being 
affected by it: Beings who fail their saving throw's are affected for the number 
of rounds equal to their Intelligence. Tliis duration is affected by their mag¬ 
ical defense adjustment (determined by Wisdom). Tliose affected beings 
with a magical defense adjustment bonus may subtract the number of rounds 
equal to the Kmiis from the spell’s durativm; those with a magical defense ad¬ 
justment penalty must add the number of rounds equal to the bonus to the 
spell's duration. 

Mindless undead creatures and creatures with animal intelligence or less 
(an Intelligence of 1 or less) cannot he affected by a/orgotten ine/odv, and 
neither can beings who cannot hear or do not understand the language of 
the caster (akhtiugh the caster may employ magical means to make himself 
or herselt undersnHid and then affect such creatures). 

7 til I^vel 

Harp of War {Akeratiim* Evtxration) 


Sphere: 

Range: 
Components: 
Duration: 
Casting Tme: 
Area of Effect: 
Saving Til row: 


Comhat 

0 

V. S. M 

1 turn or less 
i mu lid 
Special 
None 


This spell creates a hv'e-stringed silver harp of glowing force in the caster's 
hanvls. Tilts is a w'eightless instrument that can be "hung" in midair to allow 
the caster to cast other spells or engage in other actjvities. h can be banished 
by application of dispel mi£igic* but only the caster can actually touch ii, move 
it, or evoke its ptswers, which are awakened by plucking the harp strings. 
One string can be plucked per round, and each string holds only one pow-er 
and works only once, vanishing when called upon. When d:ie last string 
fades aw'ay* so too does the spectral harp. The caster is aiways aware of which 
string calls forth w'hat power. The normal selection of powers includes the 
ability to: 

* Shatter idl nonmagical meral items w irhin 20 feet of the harp. 

* Teleport all magical items within 40 feet of the harp to nindom locations 
in Faerun (not accompanied by anyone holding* cany'ing* or wielding 
them). 

* Unleash a lightning bolt from the harp, stabbing out at a single chosen tar¬ 
get. (Tliis causes 9d6 points of damage* and the target is allowed a saving 
throw' vs. spell to tedtice the Llamage by lialf.) 

* Teleport U'iihout emrr any beings specifically chosen by the caster who are 
w'ithin 20 feet of the harp to a locale somewhere in Faemn chosen by the 
caster, (In other words, our of a group of struggling combatants* the 
caster could choose just his or her friends.) 

* Call dow'o a /lame strike (a 5-tboc-radius* 30Tocit-high vertical column of 
roaring flame) on a single target creature within 70 feci of the harp. 
(This causes 6d8 points of damage, and the target is allow'ed a saving 
throw' vs. spell to reduce the damage by half) 

There are w'ays of varying the incantation of harp of war to give a harp 
slightly different powers from the norm. Each temple has its own variations. 
(Player-created custom variants must he approved by the DM.) The most 
common variant of this spell is a harp that calls forth repiilsifm* uall of srone* 
wall of fire, and blade barrier spells, and instead of teleportation jiimiTnons 
three angry' pegasi that fight for the caster or provide rransport for him or her 
and other chosen beings (or items) for up to 7 turns. {Tliis latter version of 
the spell is the one used almost exclusively by faithful trained in Waterdeep 
and Athkatla.) 

The material component of this spell is a thin strand of silver w'ire. 

Moander (Dead) 

(I [le Darkbrin^er, the Jawed God* the Rotting God, 
the Greilt Dread God) 

Lesser Power (later Demipow'er) of ihe Abyss* CE 
Rotting death* decay* corruption 
None 

Formerly: RaranJretb/Offalmound; currently adrift on 
the Astral Plane 
None 
None 

AuriL Chauntea* Eldath* Finder Wyvernspur, Lath- 
ander, Mielikki, Silvanus* Selune, Tymora 
An upright male human right hand* fingers out¬ 
stretched, with a open human female fanged mouth, lips 
parted as though speaking, set in its palm 
LE. NE* CE 

Moander was an ancient god of rot, corruptum, 
and decay who had been banished from the 
Realms on more than one occasion. Although the 
ranks of its faithfol were never large, Moander had 
been venerated by a variety of cults since before 
the rise of Netheril. Alternately represented in the 
ancient texts as he, she, or it* the Darkbringer is 
an excellent example of how' even dead and 
forgotten gods can sleep lightly. 

The Darkbringer was a cruel and petty tyrant who enjoyed tormenting 
lesser beings and making them destroy that which they held most dear. 
Moander frequently lied* particularly when such prevarications w'ould cause 
great emotional distress tn its victims. The Darkbringer sought to control 
every aspect of its worshipers' lives* viewing them only as puppets. It sought 
to cornipt and destroy all W'ho would ntit Knv down before it. 

Over a thousand years ago* during the rime of Myth Drannor, the Dark- 
bringer's sole remaining major temple in the Realms was a huge complex on 
the site of present-day Yulash whose inhabitants were a continual menace 
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to the forest peoples. The elves eventually burned the complex to the 
ground, slew all the priesrs, banished the Jawed God from the Realms, and 
imprisoned his avatar beiiearh the ruined temple w^here it could only be 
treed by a nonham child. They hoped Moander w^otild shrink to nothing, 
starved of worship, but many of its worshipers survived and fled south 
where they resurrected the priesthood* Over the next miliemua, bands of 
cuittsts periodically tried to tree the Aboniinacion of Moander—without 
success. Stones m.scrihed with its symbol are still discovered on a fairly reg' 
ular basis in mined Yulash. 

Moander was inadvertently released in recent years by the selUsword 
Alias and her companions through the manipulations of the Cult of Moan- 
der w^hich still sought to restore the Darkhringer to the Realms. Moander's 
physical presence in the Realms was then destroyed in a battle in the skies 
above Myth Drannor and Westgate by Alias and her allies w^itb the aid of 
the red dragon Mi$tinarpe rad nudes Hai Draco, also knowTT, as '^Mist."' The 
destruction wr ought by the A ham i nation betore its destruction resulted in 
the creation of Moander’s Road in Cormanthor, the elven forest. 

Tile Rotting God, now reduced to a demipaT,ver, again returned briefly 
to the Realms with the aid of a tribe of sauriab it enslaved, bur it \vas dri¬ 
ven back and ultimately defeated by a combi nation of brave warriors, ex¬ 
iles frtmi another world, and the Harpers. Moander was then slam on its 
hoime plane m the Abyss by a p(,>werful human bard. Finder Wyvemspur, 
who then seired its divine power. Sages specukte that the Nameless Bard 
was aided by his patron deity. Lady Luck {explaining, in their opinions, 
how a mortal could permanently slay a divine powder). Finder has since 
hecotne a deity in his own right, representing, among other things, the 
need for art to change to avoid rhe corruption that befalls it when it does 
not evolve. 

If any former pow'er of rhe Realms is truly utterly destroyed, il is the 
Darkbringer. However, an infinitesimal fraction of bis essence does remain 
on the Astral Plane, so theoretically ir could he revived, given sufficient 
worship, and could return to haunt the Realms or some other w'orld again. 
Scheming individuals might have tried to reform the Cult of Moander for 
their own purptises, hut a scheming deify Heat them to it—Lalrh. To the 
nature-foe used elves of Myth L>runnnr, Moander epitomised the decay and 
rotting evil that could corrupt inJividual elves and destroy the forests the 
eh'es heki so dear. In a sense, the Darkbringer w^as a more ct>mpreherisible 
(and tempting) force t>f evil to the surface elves than distant Lolth, queen 
of their exiled, dark df kin. With the Darkbringer's death, Lolth has taken 
Moander s name as an alias of her own. Tlie Spider Queen realized in the 
aitermath of the Fall tit the God.s that, like other gods of the Realms, she, 
too, was vulnerable to rhe vagaries of the strength and number of her wor¬ 
shipers. Lolth seeks to add surface-dwelling humans, elves, and half-elves 
to the ranks of her faithful through her guise as the Darkbringer. 

Moander s Avatar (Fighter 30 ) 

MoanderV mi>st common form in the Realms was known as the Akimina- 
rion. This gtid-thing as its hi>dy used a mass of rotting vegetation and car¬ 
rion as large as a hill that rumbled along the ground, scouring it clean of 
vegetatiim, topsoil, and all living things and leaving a putrid, brown slime 
in its wake, h cast no spells. 

AC MV 7, Cl 5, Sw 7. FI 27:1 IF 216; THAGO ^9; MT St'e beluw 

DEitg See heiiiw 
MR Wr, SI G (varies) 

Str 2>, Dex 16, Ck3N 24, 1st 10, Wis 10, Cha I 

Spells None—see helnw 

Saves PPnM X RSW S. PP 4, BW 4, Sp 6 

Special AttfDef: The Abomination could easily scale vertical surfaces 
or lloat across bodies ol water. It could emit tendrils at will from any part cif 
its bulk, including internally, that ended in fanged maws that babbled in 
an endless cacophony of a thousand disparate voices chanting the god s 
name, or in sw irling gray-and-white eyes that stared blindly. .Although the 
Abomination was easy to make contact with in combat, its high Armor 
Class was a result ot the difficulty of actually causing it any noticeable 
physical damage. 

For MtTani.ler to possess an avatar form constnicted by his cubists, the 
mound of rotting material had to he at least 30 feet in diameter For each 
in tie of forest the Ahtimi nation plowed through, it regenerated 10 hit 
piitnts and grew an extra 10 feet in dliimeter, up to a maximum of 100 feet* 
Unless rejuvenated by additional compost, the body of the AKsmination 
always collapsed into dust and putrid slime in 1J4 months and a new^ one 
had to he found or built, requiring cubists to continually build it new bod¬ 
ies in the Realms. 


The Abomination could confine its essence to a small piece of its totting 
mass and spring forth as a small egg-shaped pod in a single round. This pod 
could then merge with another hill-sized pile of corruption or slowly grow 
in sise again by absorbing more vegetation if the Darkbringer so desired. 
While less than 30 feet in diameter (because it was compressed into pod 
form or growing from a pi3d form), the Al\.Tmmation could swell up with 
swamp gas and attack w4rh a giant maw that inflicted 4dl0 points of dam¬ 
age on a successful hit. However, this form was extremely susceptible to 
fire—any sizable flame that was not snuffed our by the wet rc^t of its body 
would Ignite the gas in a fiery expUxsion, destroying the Abomination* 

For every 10 feet in diameter in .size it was, the Abcjmination could at¬ 
tack with 2d8 large tendrib (AC 0, 20 hit points each) each of which 
ended in a lipless, many-fanged maw that could speak with its voice. Such 
large tendtib were half the Abtimination's diameter m length and several 
Inches in diameter* They could either bite and rend flesh (MV 6. THACO 
7, 2d4+4 points damage) or enter any body orifice of an immobilized, living 
mammal or reptile and possess the creature's body and mind. Altemativelv, 
a tendril could disgorge a seed o/MtxindeT within the body and then w'ith- 
draw. The seed then burst, releasing its sports. Tendrils could also hurl large 
trees and boulders with a maximum range of 300 yards doing 3d 10 points of 
damage with each massive spear or stone. If two or more large tendrils made 
a successful attack, they could also entangle iipponents and over the next 
two rounds drag them tow-ard the Abomination's rotting mass where it 
could manifest a gaping mouth and hire for 4dl0 pointji of damage per 
round (no saving throw or attack roll permitted or needed). 

Beings overrun and swallowed up by the Abt>mination were crushed and 
pierced for 5d6 points of damage per Rnind for ld6+4 rounds before being 
thrown up to the top of its body* Once there, w'oundeJ captives found them¬ 
selves under attack by countless tiny tendrils that rotted away their dothing 
and nonmetalUc parts of their armor in another ld4+2 rounds. Once a vic¬ 
tim's clothing and amior were destroyed, the small tendrils began to rot away 
flesh and transform it into compost, causing .3d4 pt>ints of damage per round* 
The AbtTmination automatically succeeded at attacking with its small ten¬ 
drils each round, and no saving throw' was allow^ed to avoid them* There was 
a 15% chance per rotmd that a seed o/Moander is implanted in the Ixxly of a 
being on cop of Mtiander and deprived of dothing or armt>r. 

Aitempts by captives to tear free from the Abomination's embrace and 
to move were hampered by the many grasping tendrils (both tiny and 
large), siowing m<ivement to half rxite (and to a maximum of 2 in any round 
in which the captive lailed a Strength ahiliry check) and preventing any 
form of flight, magical or otherwise* .A captive had to successfully traverse 
the Abomination's bulk and leap free to escape the rotting attacks, and 
then such a being still fticed a 15% chance per round that a seed o/Mooiuier 
had been planted in them during their escape* 

Twice per day, the Abomination could vomit forth a shambling mound, 
and once every three days, a gibbering mouther. Both of these sorts of 
spawn ot Moander would do its bidding for ldl2 days and thereafter wander 
oft' to rake up their own, independent lives. (Mouthers have no effect on 
the plant bulk that is the Abomination.) Tl\e Abomination could quench 
fires with its hidk if it w^as composed primarily of wet, rotting material. It 
tcM>k no harm from heat or flame unless it w as ci>mpt)sed primarily of dry 
kindling. In general it liked w^armth, which w-as more conducive to decay, 
and always suflereJ double damage from all cold magic.s. 

The AKimination could learn anything contained w'ithin a posse.ssed 
being s mind at will* L\^ing so gave the possessed being a glimpse into the 
Darkhringer s mind as W'ell, which often drove them mad (as adjudicated by 
the l^M). Although the Abomination could nor cast spells directly, it could 
have a possessed being cast any spells the possessed being knew. Likewise, 
the Abomination's Intelligence and Wisdom rose (but did not fall) to 
match that of rhe currently possessed puppet (Minion) of greatest intelli¬ 
gence. Finally, the Abomination could create a gate for itself at fly for up to 
six hours (by burning sw'amp gas) at will, but doing so required a tremen¬ 
dous expenditure of energy, consuming one month of the *Ahoniination's 
existence in its current avatar form in the process. 

Oth c r M a n! fes tati o ns 

Moander could manifest as the intangible image of a rotting hulk that re- 
scmhleJ a giant, floating, disembodied human male head, with 20-foot-long, 
prehensile tendrils as hair, a many-fanged mouth, and two malicumsiy glit¬ 
tering red eyes. In this form, the god could speak, point and gesture with its 
tendrils, and esiahlisb a mental link with any creature it “touched" with 
thoiie intangihle rendtils—so that it could whisper to them later in their 
dreams by voice or visions. (The link could he broken by use of a remut-e 
airse or cztre disease spell.) 
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Morinder could also manifesc in any decaying matter in Toril, growing 
out of it as a 20*foot-loag* vine I ike tendril identical to tliose originating 
from the Aht>minationK If the rendriTs movetnents hrought it to any decay* 
ing matter (leaf mold, which is present nn the ground any where in a forest, 
is enough), it could transfer its “hase^'^ to that new decaying masks, leapfrog¬ 
ging away iVoin its initial location. 

In addirton to their normal attacks, such terKirils could also possess im- 
mobilized, living creatures as described above. Often a tendril's victims were 
sleeping, hut sometimes they were hound by the Oarkbrmger’s Minions. If a 
tendril devoured (not possessed) a cumulative total of warm-blooded (mam- 
umlUm) victims that had more than 77 hit pt^ints when alive, it grew a bud 
that in ld4 days split into a second, separate vine or tendril that could tiper* 
ate independent of its parent. Tendrils lacking iood or decaying matter 
within reach could go donnani for IdS mondis, but shrivelled and died if no 
sustenance came to them after that time. 

Moandcr teas ser\'ed by a variety of plant c rear tires and peculiar abomi' 
nations including algoids, dark trees, gibbering mouthers, shambling 
mounds, and vegepygmies spawned from russet mold, h sometimes sent 
black or green dragons to serve as a steed for the Mouth of Moander (the 
head of its church). The Darkhringer also manifested thnnigh a variety of 
possessed beings including animals, humans, trcants, and various monsters, 
who wTre recognizable as being sent from or controlled by it by the vines 
growing from their bodies. The Great Dread God particularly enjoyed cor* 
nipring beholders and their kin to serve its will, probably as the result of 
some ancient feud w^ith Bane, Those that were slain while resisting posses¬ 
sion by the Diirkbringer are transformed into rotting death r^Tants (undead 
beholders) upon their demises. 

The Chui'ch 

Clergy: Clerics, specialty priests 

Clergy's AtroN.: NE, CE 
Turn' UNOEAn: C: No, SB; No 
Cm NO, Undeatj: C: Yes, SP: No 

All clericj^ and specialty priests of Moander receive religion (FaerCEnian) as a 
bonus nonweapun proiiciency. 

Servants ot Moander had to unJergi> a ceremony upin their initiation 
into the cult in which a seed ujf MottridiLT wits ahsorlTed into the initiate. This 
seed slowdy grew throughout the body until the recipient's entire internal 
structure was composed of rotting plant material. The only outward mani- 
fesratitm wa.s a small flowered tendril emerging frt>m one car and w^inding 
ihrt^ugh the hair. At all limes the recipient w^as under the direct mental and 
physical control of Moander, whene\'er it so desired, ami woukl always act 
acctirding to the instructions of MttanJer and rhe cult. 

MoiintliT's priests tcndetl tt> be lonely, directitmless folk wht) had foun^l in 
the gotf's mind v isions firm direction in life. Once Moander ptrssesseJ a Udy 
directly, the god's control over that k'ing became uhstilute. but the paicess of 
eating them away from within also began. In rhe case of extremely capable ser¬ 
vants, the Darkhringer guaranteed their loyalty by its pimvr to speedily slay 
them from within if they proven! treacherous, but kept them alive for years hy 
granting them spclb that inhibited the inner rotting (such as sbu’ mt). 

Prior to Moander's death at the hands of Finder Wyvernspur, his clergy 
included kith specialty priests, known as Jurkbringets, and clerics. After the 
Darkhringer s Je.s true rum and the death of his remaining clerics, new^ cults 
included only specialty priests and lay members in the priesthtxx]. All priests 
were know n as Minions oi Moander Senior clergy of a temple were High 
Miniiins, and the leader or high priest of a temple was ihe Master Minion. 
The supreme Faerunian priest of rhe t^rkhringer w:ts kttown as the Mouth 
of Moander The clergy members tjf Moander used no other tides as they 
were all simply slaves and puppets of the Darkhringer, There was a 1% 
chance tliat any higlt priest of Moander wimld be transformed into a skiiz 
upi>n «.kath. Such undeixl were knowm as Undying Minions, 

The Mouth of Moander was its supreme servant in Faemn and was usu¬ 
ally (though not id way.s) a human feiiiiile priestess. Since rlie death of Mo- 
gioti in ruinetl \iilash, the Mt>uth has been rhe shrewd mistress of intrigues 
Dalchathu Maerecgh, a once strikingly beautiful crone W'ho dwells in tile 
Hidden Glades temple somewhere in the Chiindalw'mid near Torsdi. She 
administers a network ttf capable spies and task forces that capture or slay 
creatures tiesiined to feed Great Moander and then teiepuYt them to her or 
establish new btidies for thegid in remote areas. In return, Moander grants 
her ytiuihful, lush beauty whenever she gniws restless, and she can then 
venture into nearby human cities ro enjoy satisfying (if fleeting) human 
coinpaniirnship. 

Any new ly formed Cult of Mixmder that includes true priests must be 
backed by M>me other dark power rhan Moander (such as the cult hacked by 


Ltdth). Assuming the cultist^do not realize that their divine sponsor is other 
than Moander, it is likely that such a cult wdll continue as before (albeit w ith 
increiised visitations by dark elf emissaries in die case of LolthY cult). 

Temples of Mo,inder tended to be located on stark bills in w'ilderoess set¬ 
tings or in subterranean complexes in urban settings. Those in wilderness 
settings were marked by hilltop circles of red. fang-shaped plinths arranged 
to resemble a blixidy, hinged mouth from above and typically contained an 
altar in the center of the circle. Those temples located in subterranean com¬ 
plexes w^ere often constructed ftom forgotten .sew^er tunneb and saw much of 
the garbage and sewage of the city overhead pass through rheir halls. The 
walls of such temples w^ere carved waih tiny, intricate, flow ing designs resem¬ 
bling tree sculptures grow n and shaped by elves, but which depicted hi^rrific 
images of heroes suffering deadly roriures at the bands of leering humanoids, 
being tom apart by chaotic beasts, and being fried, frozen, dissolved, and 
ptiisoned by dragons, beholders, and other deadly creatures. Temporary 
shrines to the Darkhringer were constructed in fetid swamps, v erdant |urv- 
gles, and rank sewers and consisted of massive compost piles meant to house 
the Abomination. 

Dogma: Minit jns of the Darkhringer w^ere charged to feed Great Moan¬ 
der wuth fresh corpses of their own making. They were to hew down strong 
plants and trees to feed It. Moander's priests were charged to keep the 
Abtimination and the lands through which it would pass as warm as pos¬ 
sible. When a novice was first initiated into the priesthood and possessed by 
a seed of Moarider, the Darkhringer instructed him or her through hi^rrific 
dreams as follows: “Seek not to question the ways and words t>f Moander, lest 
ym be stricken by the Eiiting From Within. Go forth and piissess beings of 
power and influence for me. Slay, and let the rot cover all. Fight against cold 
with lire and magic. Fear me, and obey." 

Day* to- Day Aetivdties: MoanJer's Minion.s were a secretive, proud 
clergy that scoured the land for malformed life (such as mongrel men and dis¬ 
eased plants and beasts) and brutish, destructive beings (ores ,md the like) to 
feed to Moander. Qiltisr.s of Moander siriW'e to spread intelligent vegetable 
life throughisut the Realms, including algolds. shambling mounds, gibbering 
mouthers, and vegepygmies (russet mold). 

Minions Mt>ander existed to leed the god, whose decaying powers 
quickly destroyed any KkIv it animated (always a tangled mass of carrion, 
dead or diseased plants, and the like). Minions svere thus 1 ways kept busy 
building new bodies, leading the old ones to fresh ftjod, or infecting t>tber 
mortals to become new' Minions. In rituals and spell-weavings in secluded 
w ilderness ravines and caves, they built the Great Dread God endless new 
bodies to possess as tlie Ahominarion: triangular pyramids of decaying vege¬ 
tation, dung, and rotting corpses. Mtiander animated a "'body" as the Abom- 
inatitai m a sacred ritual requiring hut a single drt>p of blood from a living 
seed that granted the casting priest instant bivor and promotion. Ttj begin 
the ritual, the priest brought one tjf Moander's living seeds to the new body. 
Living seed.s were sentient mammals or reptiles of high intelligence and 
gixid alignment w ho had been ptisscsstxi hy a seed of MfXindcr and w ho had 
(at least temporarily) survived the pRx:ess. 

Holy Days/Important Ceremonies: The church of Moander had no 
calendar-related high holy days except the Balefire. Always held on the first 
of FLimmcri the Balefire celebrated the will of Moander's serv'ants to hold 
hack the cold by building huge bonfires in its honor—ftre.s at which the god 
always manifested to thank them, to deliver inspirational sermons, and to 
charge them with missions to further its pinver during the cold miinths when 
the L’)arkbringer retreated to deep, lava-warmed cavern.s m the Underdark 
(and had to be guarded by select faithful Minions against drow', deep 
dragtms, and other dangers of the Wivrld Below). 

On □ daily basis, faithful of Moander had to slay st mieihing tir gather veg¬ 
etable matter in the name t>f the gi^d and render up their gatherings either to 
build a hxly for the god or to encourage toi and decay. Eiich rntmth Moan¬ 
der s Minions had to seek to extend the influence of the gtxl hy spreading ru¬ 
mors of its pow-er and by bringing a seed o/Mtxmder into contact with at least 
one new' being (while whispering Moanders name). 

Rituals were simple, and Moander did benefit its priests in one special 
way: Minions ot Moander never caught a disea.se (including mummy roc and 
lycanthropy) nor suffered from poisoning no matter what they did. They 
coil[ 4.1 eat all manner of rotting ftH»d, m<jld, and rhe like, and drink water that 
had been deliberately piiisoned or contaminated by decaying things and 
take no harm. 

Major Centers of Worship: The Abyss iif rhe A Nomination, a suhter- 
ranean temple ot the Ffarkhringer locared deep beneath YCdash, survived 
Moander's destruction and is still being run by Moanderite cultists (un¬ 
knowingly hacked by Lidth), Tolerated by rhe Red Plumes of Hillsfar, 
cultisrs iif rhe Darkhringer are pcmiirted to travel to and from the temple in 


FAERUNIAN PANTHEON: Moander - 121 








exchange for regular, hefry bribes to the local commanders. The temple is 
entered via a Jeep shaft hidden in a newly constructed warehouse ov^Tted by 
the cult. Surrounded by a ring of tanglike red marble stones, the pit is used as 
a garbage midden by the city’s inhahicants for a modest annual fee. The 
cultists serv^e as an informal Jungsweepers guild for the slowly rebuilding 
city. The temple itself is entered via a recently rebuilt stair that spirals down 
the pic w^all to a platform halfw'ay dow^n the stair, and the complex ts under¬ 
going a significant expansion. 

Numerous sacred sites of the Darkhringer’s cult sundve throughout the 
Realms and are the sice of pilgrimages by Mo(ander% cultists. West of the city 
of Westgate is a ring of seven hills, each the site of a temple to one of the 
Seven Lost Gods and topped with a ring of standing stones. The sourhenv 
most hill, knowm as the Hill of Fangs, is the sice of a simple shrine to the 
Darkhringer The standing stones are not mere pillars but huge red plinths of 
stone shaped like fangs that point inward. A: the center of the ring, meant 
to suggest the Jawed God, is a hkiodstained stone altar. Although the Dark- 
hringer's cult is no longer active in the region, cult is cs gather annually at 
midnight on the sixth iit Kythom, the anniversary of Moander’s defeat, to 
plead for the return of the Jawed God to the area. 

AMliated Orders: MoanJer is served by a secret briitherhtxxl of rogues 
known as the Eyes of the L>arkhringer. This secretive fellowship has placed 
one or tw i> meml'ters in most of Faerun's major cities. The Darkoyes, as they 
are know n among the faithful, serve as spies and occasionally as assassins 
and warn the cult of any hrew'ing threats to their fell rituals. 

Priestly Vestments; Moanders priests tended to dress in everyday garb 
to conceal their faith w'hen they were "reaping" (gathering material for the 
god’s latest body), but w ithin their bidden cave and subterranean cellar 
temples, they wore cowlexl robes of mottled green and brown trimmed with 
natural vines, symhtjJizing Menander’s growth from decay, and faceless masks 
of white with a single eye painted in the tbrehcad and surrounded by teeth. 
All senior clergy wore copper'hued robes enchanted sa as to afford ftxxl for a 
creeping fungus growth that moved sliwvly and continuously over them; only 
the Master Minion had a "bare" copper robe. The Mouth of Moander wore a 
clean white robe bearing the red-embroidered device of an eye sum>unded 
by an open fanged mouth on his or her breast. As puppets of the Datk- 
hringCT, all of Moander’s Minions sported a llow'ered tendril emerging from 
one ear and wrapped rhrtiughout their hair. 

Adventuring Garb; When adventuring, Minions of MoanJer dressed 
practically in the best armijr they could find. Most wore as much of their cer- 
emonial garb as pt^ssihle without drawing attention to themselves. Some en¬ 
joyed pretending to he druids and dressed appropriately, wielding scimitars. 
Others fav^oretl nondescript hrow-n and green clothing and wieldeii cudgels 
inlaid with shards shaped to resemble fimgs. (Sharded cudgels inflict ldS+2 
yKtincs of damage against size S and size M creatures, and ld6+2 points of 
damage against size L creatures. They are otherwise treated as clubs.) If pos¬ 
sible, Minions can'ied a small colony of russet mold with them in order to 
seed new^ areas w'irh the spaw^n of Moander. 


Spnt:inlt)^ Priests (Diirkl>nn^t^rs) 

RHyumcMENTS: Constitution 1?, Wisdom 10 
Const itutton. Wisdom 
NE.CE 
Any 
Any 

Major SPHERESs: All, combat, elemental, healing, necromantic, plant, 
summoning 

Ammal, chaos, rime, weather 
Same as clerics 

Sharded cudgel (treat as horseman's mace) or scimitar 
Herhalism 

Darkbringers cast all spells from the plant sphere w ith double the nomtal 
area of effect and duration. 


Prime Req 
Aliohment 

WEAPt>NS; 

.Armor: 


Minor Spheres 
Ma(;il’al Items: 
Req. Profs; 
Bonus pRtJFs: 


• When Jarkbringers cast pbitt grf>U'th either as spell-like power or normal 
spell, the spell varies from its normal effect. If the first form of plant 
grou'di IS cast by a darkhnnger, the normal riotous grow'th of vegetation 
resLilcs, hut all affected plants immediately begin to rot and die after a 
tenday unless a successful dispe/ niitgic spell is cast before the tenday is up. 
h the second form of plam is cast and the initial saving throw is 

successful, any effect of the spell is negated. If the saving thrown is failed, 
all plants within the one-mile-s^-juare area become rotten and diseased 
and die w'trhin a month unless a spell followed by a successful disf>el 
tmigic spell is cast on part of the one-mile-square area in the interiti’t in 
the name of blessing the entire area affected. If such a coinhinariem of 
spells are cast, the detrimental effects in the entire area are negated. 


• Darkhringers are able to cast entangle (as the Ist-level priest spell) or, if 

the DM allows it, (as the 1st-level priest spell described in the 

Compiefe Druids HoJidhoofe) once per day 

• At 3rd level, darkbringers arc able to cast fiond/ang (as the 2nd-level 
priest spell) once per day. 

• At 5 th level, darkbringers are able to cast speed rot (as tbe 3rd-level priest 
spell) or plant groufth (as the abo\e ^ a riant of the 3rd-level priest spell) 
once per day. 

• At 9th level, darkbringers are able to cast rising roc or spirit trap of the 
Dorhbmiger (as the 5th4evel priest spells) once per Jay. 

• Aril th level, darkbringers are able to cast Toots^ of the assassin or lentacle 
of widicnng (as the 6th-level priest spells) once per Jay. 


Moandente Spells 

2nti Level 

Handikng (Alteration, Necromancy) 

Sphere: Combat, Necromantic 

Range: 0 

Components; V, S 

Duration: 1 round/level 

Casting Time; 5 

Area of Effecr: The casters palm 
SaV ing Th row: Special 

Tliis spell creates a fanged, biting mouth in the palm of the caster’s hand. It 
can readily be concealed by curling the hand into a fist or by placing the 
palm of the hand against something. Its bite is under the control of the 
caster; it does not automatically snap at anything it touches. The caster tan 
only deliver the hand’s attack by slapping his or her palm against a target, re¬ 
quiring a successful normal attack roll; it can bite once per round. 

The bite of a haiidfang does 1 point of damage and forces the vicettn to 
make two saving throw's, one vs, paralyzation and the next vs. spell. If the 
saving throw- vs. paralyzation fails, the victim is paralyzed for ld3 rounds; if 
it succeeds, this effect is negated. If the saving throw vs. spell fails, the 
mouth s saliva corrodes the victim, doing 3d4 points of additional damage. If 
this saving throw succeeds, this damage is reduced to ld6 points. These twin 
saving throws must he made against every bite of a handfmg; saving success¬ 
fully against one attack does not mean that the victim is immune to these ef¬ 
fects, Paralyzed victims w-ho are not actively protected by compatriots or 
scunehow moved beyond the reach of the spelPs caster are automatically suc¬ 
cessfully attacked by the hand/angon subsequent rounds w-hile they are para- 
h'led if the spellcaster targets them. 


3rd Level 

Speed Rot (Abjuration) 


Sphere; 

Range: 
Components: 
l^umtion: 
Casting Time; 
Area of Effect; 
Saving Throw- 


PLint 
Touch 
V, S, M 
lnstantanei>us 
6 

Special 
None 

This spell is the opposite of the 3rd-level priest spell skne rot. Speed rot causes 
fruits, vegetables, and graim to immediately ripen and then rot into a putrid 
slime. It has no effect upon meat of any kind. Plants and plant-based crea¬ 
tures w ithin the area of effect suffer ld6 points of damage per level of the 
caster to a maximum of 10d6 points c>f damage. 

The caster can affect as much as 100 cubic feet of plant material per 
level. Tlius, even a low-level Minion of Moander could effectively ruin a 
farmers stiired grain or rot all the fruit on the trees in his orchard. 

The material comptmenr of this spell is a bit of mold. 

5 th Level 

Rising Rot (Evocation, Necromancy) 

Sphere: Qimbat. Necromantic 

Range: 10 yards/level 

Components: V, S, M 

Duration: Special 

Casting Time: 8 

Area of Effect; One creature 

Sa v i ng Tfi, TO w’: Spec iai 

This spell generates a glowing brown or green beam tif light that stabs out 
from the caster tt> unerringly strike a chosen target creature, who must be 
visible to the ca.ster and within range when spellcasting begins. Tlte beam 
fiJes from existence the mt>ment the victim has been struck, and the caster 
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does not need to concenciate on the spell's effects pa<ii this p 4 >im. The beam 
infects the victim with a mold that sticks moisture and nutrients from living 
flesh, causing it to shrivel and turn brown. The target must make a saving 
throw vs, spelL Success means only^ IdS points of damage is inflicted by the 
mold, but failure means the victim suffers 2d8+2 points of dartiage. On 
^vtvf round thereafter rhe victim must make another saving throw vs, spell. 
The same spell damage (IdS p<.nnts or 2d8+2 points) continues until the 
victim has successfully saved rw'ice. The second successtul saving throw 
ends the spell. Cure disease ends this spell instantly, as does any magic that 
kills molds or prevents damage dime by them. 

Rising rot has no effect on undead creatures, incorptureal beings, or crea¬ 
tures tacking body tissue {such as elementaU), Sages believe that the Dark- 
bringer’s cult has fashioned numerous wands, kntiwn as U'ftncb of roffin^, 
which can cast nsmg rot tiptm command. 

The material comptinent of this spell is a handful of mold spores from any 
source arid of any type. 


Seed of Moander (Alteration) 

Sphere: Plant 

Range: Special 

Components: V, S, M 

Duration; Pemtanent 

Casting Time: 1 turn 

Area oi' Effect: Special 

Saving Throw: Special 

This spell was developed by priests of Moander centuries ago as a method of 
enslaving sentient beings to the will of Moander Tlie spell itself results in 
the creation of a seed of Moander. w^hich can then transftirm a victim into a 
serv^ant of Moande r 

To create a seed of Moandet, a priesi wraps an emerald fragment in a ball 
of n>rting plant matcrinl Tlie resulting spherical proto-seed is soaked in un¬ 
holy water for 24 hours and then cursed (the reverse of the bless spell) in the 
name of Moander The priest then casts seed o/Mtiander while touching the 
proto-seed, transtorming the sphere into a green, spine-covered burr about 
the size and sbajic of a horse chestnut burr. The setd is sticky, and the spines 
end in tiny hooks. 


A seed of MfsandleT attaches itself to the skin of any living, sentient crea¬ 
ture tt comes into contact with who is not already a Minion of Moander, 
The seed burst.s tm the round lollovving its attachment and releases a 3'fooc- 
diameter cloud of spt>res. Seeds may be thrown (range ts 10/20/30); however, 
they do nor break open unlc-ss they strike living beings. (Treat suclt seeds 
that miss their targets as grenadelike missiles and consult the Scatter Dia¬ 
gram in the DMG for w'herc they land.) Any living, sentient creature within 
the area tif effect of the spores (w'ho is not already a Minitm of Moander) 
must make a saving throw vs. spelL II it fails the saving throw', the spores are 
inhaled and begin translorming the host. If it succeeds, the sptires are not in¬ 
haled. and the transformational ejects tif the seed o/Moamfer are negated. 
Unburst .?tfcd,'i o/Mr^mder hurst when they contact li\ing tleslt. Tliey are de^ 
stroyed by being drenched in holy water and blessed (as the spell). 

if a victim is not treated, the spores grow, making the creature into a 
puppet of Moander (one of Moander's mind-controlled servants) in 4d4 
days and also turning his or her entrails into a festering mass of rotting, 
mold-encrusted tendrils that ev'entually (in 5d6+30days, unless delayed by 
the application ol .dow rot spells) reduce their host to a dried-out husk, 
killing him or her. Externally the host appeim unchanged until death ex¬ 
cept for the faint oJt>r of pollen and a small llowered vine W'rapped around 
one ear. A v ictim who shares Kidy lliiids with another creature—as little as 
a kiss is sufficient—can transfer the spores of a .vecd o/Moiinder to that crea¬ 
ture. spreading the Dark hr inker's influence, (Tl>c potentiaf new host re¬ 
ceive a saving throw' v's. spell at a +2 hinus for each instance of exposure to 
avoid infestation.) 

Only it Moander is completely absent from the Realms (in other word.s, 
all of the god's avatars and manifestations in the Realms have been de¬ 
stroyed) is the original host able to express its free w'ill after it w'oulJ hav e 
normally hectmie a minj-contrtdled being. Hi>w'ever, without the stabilizing 
effect of Moander's pow'er, the Kxiy decays at an accelerated rate once the 
initial 4d4'day periixl is pa.ssed and becomes a rotting mass of plant luaterial 
in a tenday. 

If a victim infested with the sptires of a seed of Mewnderdrinks holy water 
w ithin I hour of the spores affecting it, the spi^res Jisst^ilve and the victim is 
cured. If holy w'ater i.s drunk within 2 days of the spores’ entry, their grow'th 
is slowed to half rate (in other words, the possessitm and rotting take twice 
as long). A cure disease or berd spell used within 30 day.s of initial corruption 
by the spores stops the pi>s.session and the corruption process, allow'ing the 


victim to live and slow'ly heal inwardly. Cold magic that deals the infested 
body more than 20 points of damage also slays the spores' grow'th, allow'ing 
the victim to slowly recover. Typically, victims cured by ctire disease, heal, or 
cold damage who do not receive a (second) lieoi, a restfjrauon, or a regenera- 
don spell have their Strength and Constitution reduced to half for 20+ldl2 
days. Ac the end of that time, they slip into a coma, lose 4vi4 hit points, and 
a day later, if they survived tlie damage, awaken fully cured. 

A new'ly created puppet of Moander retains all of its previous abilities 
and skills, hut all of its thoughts are knowm to Mexmder, and it is under the 
complete control of the Rotting God. In addition, the new'Iy created minion 
can sprout one or tw'o 10-foot-long tentacles at will from any orifice or di¬ 
rectly through its skin. Each tendril (AC 2; 12 hp each; 2d8 points of hlud- 
geoning/constriccing damage per successful attack) can attack once per 
round until destroyed. If a tendril is dusstroyed. the minion can sprtnit an¬ 
other tentacle the following round, if both tendrils hit a small or man-sire 
creature in the same round, the victim is entangled (as the spell of that 
name) until she or he is released or escapes. 

The material components of this spell are an emerald fragment (base 
value 100 gp) and Moander's holy symbol. 


Spirit Trap of the Darkbringer (Abjuration) 

Sphere: Plant, Necromantic 

Range: 0 

Qimponcnts: V, S, M 

Duration: Special 

Casting Time: 1 hour 

Area of Effect: One living creature 

Saving Throw; Neg. 

This spell create-s an innocuous-appeijring false walnut. Once the spell is cast 
to create ir, it can be activated at will by any possessed Minion of Moander by 
clenching it in a special w'ay. When activated, the rviunJ nut radiaLe.s a sphere 
of Jarknes.s that expands ro the she of a pumpkin to encompass the bearer's 
hand and forearm in an inky black ball in a single round. In the following 
rtiund, the sphere then shimmers like hot lar and emits a vinelike tendril of 


glassy black up to 20 feet in length that touches the target being. If the target 
fails a saving throw’ vs. spell with a -4 penalty, she or he is enveloped in dark¬ 
ness and transformed into a silhouette. The silhouette then constricts and 
squeezes into a tiny, black, marble-siie sphere that is pulled by the tendril into 
the Minion’s hand. The darkness then dissipates, leaving a clear, crystal wal¬ 
nut in the Minion's hand surrounding the marble-size black sphere that is the 
impristined being. Victims w'ho succeed at their saving throw vs. spell are un¬ 
affected by the vinelike tendril, and the spell dissipates immediately. 

The clear spirit prison lasts for I day per level of the spellcaster. When 
the ciystal ntit is shattered or w'hen the spell duration expires, the marble- 
size sphere of i,iarkness reforms into the shape of the imprisoned creature and 
then the darkness dissipates, leaving the victim unharmed. 

The material component of this spell is a black sapphire with greenish- 
yellow highlights of at least 5,000 gp value which is transformed into the 
false w'alnut. 


6 th Level 

Roots of the Assassin (Conjuratkin) 

Sphere: Summoning, Plant 

Range: 10 yards 

Competnents: V, S, M 

Duration: i turn 

Cast i ng 71 me: 2 rou nd s 

A tea of Effec l: 5 squa re y a rds/le ve I 

SaV i ng Throw: N one 

This dark and evil spell creates long, slimy, black roots of foul kwk and man¬ 
ner. These plant things grow' hom any surface the spell was ca.st on with as¬ 
tonishing speed and attempt to strangle the poor person (or people) w Wi 
triggered the spell; they wrap themselves around the neck of their victim, 
Tliese roots attack collectively as a priesr of the same level as the caster. 

The caster ot this spell chooses exactly what condition triggers it- The 
condition can be of any complexity—for example "Kill only Tall fellow' half- 
lings wearing magical black leather armor with a red rose painted on their 
left shoulders.' How'cver, the spell cannot kntm' the nantg or alignment of a 
being, nor can it he set off by undead or planrlike creatures. The mi>st com¬ 
mon way to use this spell is to cast it at a mandatory' passage point of the in¬ 
tended target (for e.Hample, rhe bed of a king). 

Tliis spell creates 1J l(X) tiny rcHits per S4,iuaTC yard, any of which is suffi¬ 
cient to strangle a human-sized opponent. Each iT rhem can project itself up 
to 5 yards in order to attack. Potential victims thus have to fight several 
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hundred rtxits orlginatiny from several square yards pf surface. When called 
forth by being activarcvi ihc roots make no more noise than a leaf falling 
from a tree, so only individuals with an exceptional sense nf hearing would 
deny the roots a bonus to surprise rolls. 

Entrapped victims can hold rheir breath a number of rounds equal to 
one-third of their Constitution score. Beyond that time they must make a 
Q>nstitution ability check es^ery round with a -2 cumulative penalty or per¬ 
ish. Characters with flic Swimming proficiency gain an addirjonal round be¬ 
fore they begin making Gmstitution ability' checks. Characters with the En¬ 
durance proficiency can hold their breath a number of rounds equal to two- 
thirds their Qjnstitution score and then make Constitution ability checks 
with no penalty the fitst round and accrue only a cumulative -1 penalty per 
nuind after the first check. 

Victims ensnared by this spell can attempt to sever the roots that strangle 
them. The mass ot roots is AC 6, but only slashing (Type S) weapons have 
any effect against the n>ots. if trapped victims use any weaptm larger tlaan a 
dagger, they suffer a-.? penalty to their attack rolls against the roots. Slashing 
weapons sever five times their damage n.ill in nxirs^ and area-of-efrect damag¬ 
ing spe I Ls also destroy that many rix>ts. A total of ZdlCK' rtxits and rendrib 
holds a victim. If all of them are destroyed and a victim succeeds at a Strength 
ability check, then she or he is able to c.scape the spell's area of effect. 

Characters attacking from outside the initial area of effect do not suffer 
any penally' when attacking the roots. However, they are also are in danger 
since the roots can turn in response to their attacks and attack these charac¬ 
ters as king ai they are within a 5-yard range of the initial area of effect. 

The material comfKinent of this spell is a rotting leaf or a rotting piece of 
wtxjd and the holy symkil of the caster. 


Tentacle of Withering (Alteration, Necromancy) 

Sphere: Grmbai, Necromantic 

Raitge: 0 

Grmponents: V, S, M 

EXiration: 6 rounds 

Casting Time: 1 round 

Area of Effec t: Spec ia 1 

Saving Throw: None 

Tills spell rransft>rms one of the caster's arms into a wriggling, eel-like gray 
tentacle, which is rubbeiy, fle.xible, can readily adhere to .stirfaccs or grasp 
things (and release them whenever desired) and is retractable and extensible 
from the length of the original arm to 16 feet long. Tlve tentacle can grasp or 
manipulate ohiects (at a -2 penalty from the caster's normal I^exterity), wield 
w'eafKins (at a -2 penalty to attack rolls), constrict for ld8 points of darmtge 
plus 1 point pet level of the caster in a round, or enact its withering power (if 
the caster wills it to): sucking life energy from a living body it is touching. To 
w'ither, the tentacle must make a successful attack roll at the caster's THACO 
plus a +4 Kmus. A successful withering attack causes the victim ld8 points of 
damage pkis 1 point per level of the taster and the k>ss of sensory or motive 
use of the struck Kxly part for tine round with no saving rhrt>W'. (LVriermine 
which body pan is stnick through random dice roll between possible targets.) 
if the head is stmek, a rewind of blindness and deafness inescapably results. If 
a leg is .struck, that leg cannot move for one round. A struck arm cannot 


move oT hold things and drops anything already in its grasp. The tentacle can 
repeatedly affect a victim, inflicting another ld8 points of life-draining dam¬ 
age plus 1 ptvtnt per level of the caster each ri,5unJ and disabling a new limb or 
the same limb—if u can maintain contact with the being. 

The caster can end this spell early at any lime by silent act of will, cau.s- 
ing the tentacle to melt slowly aw'ay. While the tentacle is disappearing, the 
caster does not have any use of the lentado/Umb for one round. While the 
tentacle is in existence, the caster cannot engage in other spelicasting and 
may have limitcxl mobility or he hampered in some activities. 

The material components of this spell are a fragment of bone or small 
complete bone and a piece of rubber ot eel flesh. 


Myrkul (DetKi) 


(Ltird of ( )lci Lord SkuIL tln^ Reaper, 

Ltjrd of the [ )ea<J) 

fireater Pov\ er of thi? Gray Wa*ite, NE 

Ptmr folio: The dead, wasting, decay, corruption, parasites, old age, 

exhaustion, dusk, autumn 

Aliases: N’asr (Anauroch, amtmg the Bedine) 

DtiMAiN Name: Formerly: Oinos/Bone Castle: currently adrift on the As¬ 
tral Plane 


Superior: 

Allies: 

Foes: 

Symbol: 


WoR. Alion.: 


None 

Bhaal (now dead), Jergal, Shar, Bane (now dead) 
Chauntea, Larhander, Mielikki 

A white human skull face-on against a black field or a 
reaching w'hite skeletal hand in white on a black field, 
(in recent years, either symbol usually show'n on an in¬ 
verted black shield with a continuous border of white, 
stylized human fingerbi>nes) 

LN. N, CH, LE, NE, CE 



Myrkul (MER-kul), one of the Dark Gods, w-as the god 
of the dead, as opptrsed to the god of death, Avhich was 
the province of Bhaal. His portfolio, and his home in 
Hades, the Bone Castle, were both usurped by Cyric 
after the Lord of Bones was destroyed atop Blacks raff 
Tower in Water Jeep during the Time of Troubles by 
Midnight. Later MyrkuPs portfolio passed to Kelemvor 
when Cyric was driven from the Cir>' of Strife by an al¬ 
liance of gods and denizens. 

Myrkul had a cold, malignant intelligence, and spoke in a high whisper. 
Fie was always alert, never slept, and was never surprised. He was never 
know'n to lose his temper or be anything other than coldly amused when a 
mortal succeeded in avoiding his directives or chosen fates. His influence in 
Faerfin was imposed through fear, and he was a master of making mortals ter¬ 
rified of him through his words and deeds. At times, just to remain unpre¬ 
dictable, he seemed almost kind and caring* His cowled skull head w'as 
knowm in nightmares all over FaerCm, and he was the one deit^' that almost 
all human mortals could picture clearly. Myrkul took cate that all moitaLs 
thought of him often'—he was even known to materialize beside open 
graves, scythe in hand, just to gaze around at gathering mourners for a few' 
silent seconds before fading awuy, in order to remind everyone that he was 
waiting for them all. 


Myrkul s Avatar (Cleric 38, Fighter 28, Mage 25) 

Myrkul enjoyed appearing as a skeleton clad in a billow-ing black cowdeJ robe 
and wielding a scythe. He had scaly, w-rinkled skin covered with knobby le¬ 
sions and black, cracked Ups. His eyes gleamed with a cold, evil light and 
were so sunken that his face looked like a skull. Hi.s chest and torso were bate 
bones, and he had lout bony arms, not the usual two. Below the waist his 
Kmes were covered hy withered sinews and wasted flesh. He could fly about 
so that his rotting, gangrentius feet did not need to touch the ground, 

Tlic Lord of Bones could cast spells from any schixil or sphere, hut he 
could ntir cast spells that created light (not just fire or heat) as their primary 
function. When he cast spells, he could cast twice the normal number of 
necrtimantic or necromancy spells per round wuth triple effectiveness (area 
of effect, duration, range, etc.) at a -3 penalty' to his targets saving throw's 
( w hen allow'ed). 


AC ”5; MV 15, Fl 13; HP 228: THACO -7; ^AT 2 (c/tiif loifcii cTip) i?nd 5/2 Escyrhi*) 
Diwg 2i]i0+8 (iJlO chili +S Str) or 2d 12+16 (iCNfJie +6, +8 Str, +2 spec. 

UrnuM in scythe) 

MR 60 %;SZL(l 0 frct) 

Str 20, Dex 19, Con 21, Jnt 22, Wis 21. Cha 9 
SpelL p: l6/l5/l4/i4/n/l2/ia W: 5/S/5/5/5/5/5/5/4 
Sdves PPOM 2, RSW 1, PP 4. BW 4, Sg 4 

Special Att/Def; Myrkul's grip crushed for Id 10 points of damage (plus 
his Strength Kmus) and chilled. The chilling effect was akin to a ejuU mirch, 
doing an additional Id 10 fKnnts of damage with a temporary loss of 1 point 
of Strength (no saving throw' fur either effect) per successful strike. If the sit¬ 
uation enabled him to. Myrktil could cast tw^o necromantic or necromancy 
spells per round (double the normal allowed amount for deities also attack¬ 
ing physically), grapple with two hands, and wield his scythe with the other 
two hands. If Myrkula scythe ever left his hands, it vanished only to reap¬ 
pear in his bony grasp W'henever he pleased. His scythe had a similar chilling 
effect to his touch; it caused the temporary loss of 1 p<iint of Strength per 
successhil strike. 

The Lord of Bones could animate or create any type of undead cre'ature 
indefinitely by touch. All .skeleton,-? or ztimbiei he animiited obeyed him ab- 
stdutely. Greater undead that he created were required to perform one ser¬ 
vice for him and W'ere then free-willed. Myrkul c5uld also automatically djs- 
rupE any undeaJ creature of less than divine status w'ith his touch at will, 
turning it into dust that not even he could reanimate. MvTkul was immune 
to all forms of attack hy undead creatures of any sort. 

If he chose, MyrkuPs grasp ctiuld confer flesh rot, the '*mummy disease ” in 
addition to its normal chilling effect. This contagion negated all cure 























wounds spells, caused infecced creatures to heal at only 10% of the normal 
ratti caused a permanent C^harisma loss of I point every two tendays, and 
w^s fatal in ld6 months. Touched creatures could avoid acquiring this dis¬ 
ease with a successful saving throw vs. poison, but they had to save again 
each time the Reaf^r touched them. Tiiose who acquired the disease could 
he cured of it with a cure disease spell as normal. 

A side effect of Myrkul's touch wnis that living creatures saw all those 
around them as moving, talking, clothed skelettms. Victims could not see 
flesh, including expressions, moving lips, and st'i on. TTais did not mean v'ic- 
tims struck by Myrkul automatically assumed that their comrades had be¬ 
come undead creatures; the DM must simply describe the effect to players 
and let them determine their PCd reacriom. A struck PC must make an In¬ 
telligence abiliqi' check every' turn until succes.sful in order to end this effect. 

Other ManifestlOTis 

Myrkul could also chtxise to appear as a swiniping human skull with blazing 
lights for eyes, ft was norma I-si zed or larger (up to about 6 feet in height) as 
he desired, and in all versions was AC 3, moved at MV Fl 27 (A), and van¬ 
ished in flame if dealt more than 66 points of damage, (If it were so de¬ 
stroyed, Myrkul could not manifest or appear in avatar form anywhere on 
Tori I for three days.) Myrkul could also appear as a disembodied flying 
skeletal arm that pointed, gestured, or wielded a slashing scimitar (The sta¬ 
tistics for the arm were same as tW the skull; the scimitar did IdB+S fxunts 
of damage and caused the temporary loss of I point of Strength, similar to 
his avatar^s scythe.) All of Myrkul's manifestations retained all the powers 
of his avatar except the ability to materialize a scythe and to cast two necro¬ 
mantic spells in a round; manifestatioits can unleash tmly t>ne, (If MyrkuPs 
spectral arm form loses its scimitar, the weaptm dissolves and cannot be re¬ 
placed by that nianifestation.) Some sages hold that Myrkul cotild only 
manifest thrice per day on any plane other than the Gray Waste, but the 
truth of this assertion is severely Llouhted, as ocher powers of greater stature 
are not so limited. 

Myrkul s influence on the Realms was manifested through a variety of 
ser\ itor creatures, fdc sent Deaths (identical to the minor death associated 
with the Skull card of a deck q /mmy rkm^s), skeletons (all types, from crawl¬ 
ing claws to blazing hmes and cry'pt things), zombies (all sorts), and a wide 
range of other undeiird horrors to wi'frk his wilL Myrktil unleashed armies of 
night riders asrikle gaunts against the scill-living on more than one ^>ccasion. 
Myrkul sent bats, black pamhers or leopards, Kell hounds, nighrmares, deep¬ 
est red rtises (ihat kx^ke^l black and crumbled into dtcsc when touched), jet, 
obsidian, tinyx, ravens, and crows to show^ his favor or disfavor iinj to aid the 
faithful or harass his enemies. 

1 ht' ChlJl cil 

CLERciV: Clerics, specialty priests 

Cleroy's Align,: LE, NE, CE 
Turn Unoeah: G Yes, SP: Yes 
C.SINO. UndeaO: C: Yes, SP: Yes 

All clerics and specialty priests of Myrkul received religion (Faerunian) as a 
Km us nonw'eapcm prt>f iciency. 

The faith of Myrkul was mvt popular, nor \vere its priests numerous. 
Many venemted Myrkul out tif fear, and t>f!erings w'ere made in his name at 
funerals and other solemn occasions, hut few actually w'orshiped him as 
their priinapf’ faith. Myrkulyte priests tended to he mtirhid loricrs who en¬ 
joyed scaring <ithers or enj<iyed the jxiwer that widespread rumors that it is 
death to touch or act against a prK*st of Myrkul brings. Tliey took care to 
conceal their identities, always leaving the licales w'here they were Kirn 
and raised Kune who were romantically attracted co the notiort of death 
killow'cd the god and his teachings, and ol these priests about three-quar¬ 
ters wxTC specialty priests. Relationship.s hetvveen the various branches of 
the faith of Myrkul were very good, primarily K*causc no single person held 
enough power tt> ct mfiden 1 1V d t rec t i t aga i nst others. 

Myrkulytes all addressed each other as **Death” or “Most Holy Death'’ 
(for senior or elderly priests), adding the honorific hetdre a known name or 
title, as in “Death Williamson/’ or “Most Htily LX^ath Trolklayer.” Their ti¬ 
tles (in ascending order of rank) were: Daring One (novice, addressed fdr- 
mally hy other Myrkulytes as “Daring Death X," where is the novice’s 
name); Night Walker, Kinc Talker, Shroud Wearer, Crypt Carver, Rone 
Dancer, RitLial Consecrator, Undead Ma.scer, Withering Lord, Deathbringer, 
and Elder D>om (a title used hy all clergy who a.scended in rank and influ¬ 
ence beyond rule over a temple). Ail of these level titles Jescrihed a duty' or 
ritual of the faith tiuit the priest assumed for the first rime uptm ascending to 
the named rank. For instance. Rone Dancers lead the kme dance ritual (a 
variant of umiriate dead), wherein guardian unJead were conjured up and 




placed around stimething to be guarded; Ritual Osnsecratoni dedicated al¬ 
tars, scythes, and the materials to be used in the making of magical items to 
the service tjf the god; Withering Lords were taught waher, a prayer that 
brought them a spell able to duplicate the powers of a staff of widienug, and 
Dearhbringers gained qiiench the s|Mrif, a priestly version of/mger o/deatX 
Specialty priests are kno^m as gray ones or, less politely, as “fingerK>nes." 

Temples of Myrkul were typically massive mausoleums built above 
ghastly Subterranean necropolises. Most were covered in a Jim haze of 
smoke belched from ever-huming crematoriums. Leering gargoyles adorned 
the outsides, and stone statues of men, wtimen, and children in various 
stages of death and decay lined the walb of the interior halls. All sorts tjf 
undcad creatures, particularly skeletal undead, stalked the halls and 
dungeons in ancient pursuits. Both living and undead temple guards em¬ 
ployed special coasecraieJ scythes (which did Id 12 points of damage) and 
wielded rechargeable manyskidiu-unds that fired “Kme balls’ (akin to some 
reportedly used by ships that sail the skies to ocher worlds) that streaked up 
to 120 feet, veering to avoid all mammalian life, and then burst apart to be¬ 
come 4d6 skeletons who would attack all intelligent living things around 
them until destroyed. 

Tlte changeover from Myrkul to Cyric, whom the former lollowers of 
Myrkul refer to as Cytuk in their writings, was smooth and took place w'irh- 
ouc any of the tensions or incidents that plagued followers of Bane or BKaal 
It was, in the words of one Zeboaster of Ordulin (known co Myrkulytes as 
ZeKiaster ’ the Still Alive—^For Now'“), “merely changing the name on the 
letterhead and putting a purple sunburst around the skull outside the 
temples.” Of the three evil gods who w-ere slain and their pt^wers given to 
Cyric, the followers of Myrkul provided the best response. The utter placid 
neutrality of the change (actually relatively enthusiastic for the morbid 
Myrkulytes) w-as emblematic of the stoic, unflappable priests of the dead, 
but might also have been due to the similarity’ of the tw'o gods, as well as in¬ 
dicating that the church had gone through this changeover before. The 
abilities of the priesthotxl changed somewhat, but that was all taken in 
stride by the MyrkuRi^es. 

With Cyric s i.lefeat in the City of Strife, the portfolio of death and the 
dead ha.s Ken vested in the once-mortal Kelemvor Lyonsbane, Most of the 
Myrkul-w'orshiping priests have now just as easily shifted to Kelemvor 
(though stime, mainly those of chaotic evil alignment, chose to remain w’ith 
Cyric), although many find Kelemvor’s more peacefiil and less fear-inspiring 
ways hard to learn. This easy shift in allegiance has been aided hy the fact 
that all three gtids had the same base of operations and the same support hi¬ 
erarchy. (All three employed Jergal, the Scribe of the LX>omed, as their 
seneschal and assistant, and w hile the nature of the death palace has shifted 
from a castle of Kmes to a cry'stalline tower, it has rcn:iiiined at the same lo¬ 
cation.) Kelemvor is mote even-handed than Cyxic, but far less tolerant of 
the undead than Myrkul W’as, and so the former priests of Myrkul who are 
KelemvMirites are now gtiing aKiut laying to rest many of the same creatures 
they raised to undeath not that many years ago, a task they find ironic but 
arc not unwilling to undertake. Unless Myrkul is resurrected or st.>me other 
shakeupx jccurs in the div ine hierarchy of Faerun, t he church of Myrkul is of¬ 
ficially dead and only lives on as part of the new' church of Kelemvor. 

Dogma: TIk- clergy of Myrkul were charged to make folk fear and re- 
sf^ct death and the pt)wer of almighty Myrkul sti that no one stOLjJ against 
the church or tried to rhvvart its activities. Myrkul’s priests were expecteJ to 
spread the wt>rd that touching a priest of Myrkul brings death. They were 
expected to tell all folk that tho.se in the service of Myrkul had perfect ptr- 
fience ,md could he trusted utterly^and then conduct themselves accord¬ 
ingly. Myrkulyte clergy W'ere to teach the stories of past and future “doom- 
bringers —mortals w'ho roamed the land avenging dead friends, masters, 
and blood km to whom they had sworn oaths, and slaying those who 
scoffed or who held other gvxls supreme over the Lord of Bones. 

initiates to the faith first heard the word of Myrkul through a speak u'itA 
<Uad spell cast upon a temple s most revered deceased former high priest. 
Such spells allowed all within hearing range to comprehend the corpse’s 
words, Myrkul spoke through such vessels to say: "Know me and fear me. 
My embrace is for all and is patient htit sure. T!ie dead can always find you. 
My hand is cvery'vvhere—there is no doiir I cannot pass, nor guardian who 
can withstand me/’ 

Day-to-Day Activities: Myrkulyte clergy’ members rhamed the Realms 
burying the dead and conducting funerals for tees. Their resistance to diseases 
made them popular hirelings Mr the disposal of plague victims and dealings 
with infk'ted lycanthropcs and the diseased. They would do all they could to 
make the dying comfortable, btic viewed death as natural, tnev irahle, and not 
svimething to K mn from. They placed great value on the influence dead folk 
could have (reierring to it as “the sacred hand that reaches friim the grave") 
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and would aijslst dying folk to draft decrees, wills, and CTTptic verses that 
would guide the living to search for their hidden treasure or otherwise dance 
to their bidding after they were dead. In return for a "skull fee,” a priest of 
Myrkul would even agree to act as an agent or avenger ff)r the dead, adminis¬ 
tering the wishes of the departed or carrying out tasks they were unable to 
complete before death. (Myrkulyte clergy meinbers never accepted skull fees 
from a living perstm who recounted the wishes of a dead being, bur only from 
deceased perstms rhemselves in arrangements made before—sometimes years 
before—death.) While Myrkul rarely allowed his clergy' to resurrect the dead, 
bringing a perstm to the temple of another faith for attempted resurrection 
and paying for this undertaking with money left by ihe dead was a procedure 
htirb commonplace and perfectly acceptable to Myrkulyte clergy' members. 

Holy Days/Important Cerennonies: Myrkul was w^iirshiped on a daily 
basis at dusk> and every' Jevotit follower was also to proffer a personal prayer 
at any time during the hours of darkness. The Dusking was a ritual involving 
bones, the ashes of cremated humans, and grave dust, and was a remem¬ 
brance of how mortal all living beings are and how close death walks behind 
each creature. It was centered upon a floating, glowing (thanks to magic) 
skull that hovered above a black, bone-decorated block or table altar. Offer¬ 
ings w^ere accepted ar this time from folk who w'ere nor devout but who 
w'ished to appease the Lord of B<mes, They typically had to kneel at altar 
when presenting their i>ftering5. Tolling hells (deep and echoing, never tin¬ 
kling or high and metallic) marked the opening and ending of this ritual and 
were struck once whenever an offering w^as made. 

There was only one calendar-related ritual observ'od by the Church of 
Myrkul Tlie Feast of the Mtmn wivs known to the faithful of Myrkul as the 
l>ay the Dead are Most With Us, MyTkulytes believed that on that day the 
essences of all dead folk rose and drifted as ui^seen ghosts acRiss Faenln and 
sought their living descendants to deliver mes.sagcs or warnings (by silently 
wxiting in dust, sand, or ashes, or by moving objects about, not by speech), 
or just to observe. To thtise who worshiped the Lord of Bt^nes, this \va,s a day 
to celebrate the dead in chant, prayct, and hymns, culminating in the mid¬ 
night ritual of the Flagons of the Fallen, wherein glasses of wine were set 
alight by spells s^r the spiril.s who drank of them could be warmed for a brief 
moments in their “ctema! chill.” 

Tire only other major rituals practiced by Myrkulytes involved funeral- 
related observ ances and the cercmonie.s some used to accompany their rais¬ 
ing (tir forcing down) unJead. Since these activities verc often done for 
hire, they were frequently dressed up with sinister, impressive rituals to make 
to Ik regard the wfitk of the priests more highly. 

Major Centers of Worship: The Skullspjre in Tulmon on the shores of 
the Lake Steam is a soaring, slender black needle of a temple that over¬ 
looks kjth the town and the nuns known as the Crypt City immediately to 
the west of the inhabited settlement. I lere Deep Elder Doom Haaeluth 
Muribaert, a soft-spoken but ice-hearted old man of frail health but rapier- 
keen wits, presides over an energetic Conclav e tif Divom of senior clergy 
(known disrespectfully as ”Jahl’^c^^kulls Council” to Myrkulyte clerg>^ mem¬ 
bers safely distant from *"rhe shadow of the Spire”) that directs the lesser 
clergy memhers, tniins them, anvi goes iHit amo-ng them often to watch what 
has befallen. Some ot these priests used fij experiment with animating 
strange undead assemblages ot jaw^s, claws, and the like from varitjus kmiwn 
mimsters and their work almost always disappeared down long Iiirking tun¬ 
nels lo the Ciy'pt City to emerge therein and lumber menacingly about. Tliis 
church mov ed smoothly fn)m worshiping Myrkul to worshiping Cyruk in 
I ^58 DR, and then to worshiping Kelemvor in 1 DR. The experiments 
with animating odd forms ot undead have ceased since the church moved 
from worshipirig Cyruk to the worship of Kelemvor, and now priest.s spend a 
lot of time in the crypts trying to Jesrroy such undead as they once made. It 
is ruuuued that groups wishing to remain secret hold meetings and store 
valuables in the heart of the undead-haunted ruins, by financial arrange¬ 
ment with the Skullspire. These rumors are very' likely true. 

The Legacy ot l\'ep Death is the iinly temple of Myrkul established after 
the Time Trouhle.s. Tlie temple was constructed through magic hy a trio of 
Myrkulyte clerical lie lies (w'hose spells are be I levied to he grantcxl hy Cyric or 
Velsharoon, or who may have disciivered a lich state enabling them to cast 
priest spells withiHit a deity) on the sea bed tuf the Sea tvf Swords. The sea 
flijor in a S-mile-radius around the temple is permanently tainted hy 
Myrkul s dying essence. The hnnvn murk ratned down from the sky after the 
Lord ot Bone.s was dimension doored by Midnight away from the city of 
Waterdeep while in hts final death throes. Myrktils legacy is an ever-ex¬ 
panding Imrde of lacedtms, sea zombies, and countless other aquatic undcad 
horrors that prey on .ships passing overhead and deni:ens of the deep rrav'el- 
ing through the regiiin. Tile tetnple itself is guarded hy a mtm.srrous undead 
kraken and vviklly mutated s<ihuagtn. 
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Affilmted Orders: Tlie Knights of the Undying Dragon are an ancient 
order of undead crusaders w'ho serv ed as the swcjrdarm of MyrkuL The Order 
includes IZ death knight commanders, each of w hom commands a company 
of 12 skeletal wairiors, who in rum each command a platoon of 12 night rid¬ 
ers, The death knights all ride nightmares; the subcommandets and CK>op$ 
ridegaunts. It is not known how- tbe group maintains its size, even after a 
rare defeat, but their troop strengtli nev er ckuiiges. The knighthood is based 
in the dungeons of the long-vanished (^tle of Al'hanar located in the East¬ 
ern Shaar, south of the Shamw'ood, east of the Great Rift, and south of AsuL 
duth, the Lake of Salt, ft is believed that rhe order w'a.s established before the 
rise of Unther and Mulhorand by the long-vanished kingdom of Eftahranar 
to guard against inv^aders from Zakham. Unwilling to abandon their posts, 
even in death, rhe Knights of the Eternal Dragon (as they were known while 
srill living) w'ere granted immortality through undcuth by the Lord of Btmes 
in exchange for their eternal servitude. 

It is has been several centuries since the last campaign of the Undying 
Dragons, and the order has been long since forgotten. Companies of undead 
knights emerge once each century to destroy a dracolich know^n only as the 
Everlasting Wyrm and several of its living spawn who inhabit the Shara- 
w'ood (also known as the Drakewood). The Everlasting Wyrm always re¬ 
forms after its destruction and begins rebuilding its horde. It is believ^ed that 
Al'hanar Castle contains the wealth of at least 10 such horde.s in its bowels 
and magic not seen since the Imaskari Empire, in the wake of the Time of 
Troubles and the death of Myrkul, the death knights have yet to decide 
whether to pledge their loyalty to Cyric or Kelemvor or to sweep acrcjss the 
Realms in a w'ave of murder and destruction until all members of the order 
are permanently laid to rest as a fitting tribute to their fallen patron, the 
Lord of Rones. 

Priestly Vestments: All priests of Myrkul wore black robes with huxled 
cloaks, hound about the waist with a single sash of bone-white hue. Within 
temples they w^m barefoot and stimetimes also bared their faces, but in pub¬ 
lic they were always masked, wearing half-masks (extending ftom the fore¬ 
head to rhe upper cheeks) painted to resemble skulls. All expo.sed flesh was 
darkened with ash. 

Adventuring Garb: When adventuring, priests of Myrkul wore the best 
armor available. They alw'ays w-orc a dark hooded cloak along with their 
skull half-masks, and even w'hile in rhe field, they continued to darken all 
their exposed flesh w ith ash. Priests of the Lird of Death felt no need to hide 
their allegiance as death would come to all eventually—s^'koner, it was ru¬ 
mored, for those ftxdLsh enough to molest a Myrkulyte. 


Spturmity Priests (Gray Ones) 


Requirements: 
Prime Req.: 
AutJNMESST: 
Weapons: 

Armor: 


Strength 14^ Wisdom 14, Intelligence 14 
Strength, Wisdom 
NE 

All bludgeoning (wholly Type B) weapons, scimitars, 

and scythes 

Any 


MAjtJR Srherers: All, ast ml, chaos, combat, guardian, healing, necroman¬ 
tic, summoning, tune 

Minor Spheres; Charm, divination, elemental, war 
MACitCAi. Items: Same as clerics 
Req. Profs: Scythe or scimitar, astrology 

Bonus Profs: None 

• Gray ones command triple the normal number of skelettms and romhies. 

• Gray one.s know a great deal about undead creatures and the ultimate 


destinations of the spirits of living creatures after they die. This knowl¬ 
edge is separated into tw'o fields: necroL^gy and netherw-orld knowledge. 
(These fields of knowledge are identical to the necrology' and nether¬ 
world knowledge nonweapi>ri pnificiencies from the Complete Book of 
Necranmneers J 


Necrolfjgy; Gray ones are well v^-tsed in necn^logy', the lore of undead 
creatures. When checking their necrology knowledge, gray ones make an 
ability check against their Wisi,lom score. Their knowledge may be used 
to help determine the probable lairs, dining habits, and history' of such 
creatures (nt) ability check neetled). Whenever a gray one ennfr^mts an 
undead creature, she or he may he able to specifically identify the crea¬ 
ture (discerning between a ghast and a common ghoul, for instance) 
with a successful ability check. In addition, provided the gray one makes 
another successful ability check, she or he recalls the creature's specific 
vveaknes-ses and natural defenses or immunities. At the DM s discretion a 
failed ability check (in either of these cases) reveals misleading or ev'cn 
completely errtmeous information which may actually strengthen or oth- 
erv^'ise l>enetH the undead creature. 































Net/imiwiJ K'mni;le4fe: Gray ones steadfasrly serve Myrkul» who sees 
to ihe dii^xjsition of the dead, and so obtain a great deal of arcane knowl¬ 
edge. When checking their netherworld knowledge, gray ones make an 
ability check against their Wisdom score minus three. Gray ones learn 
about the cosmology- and organization of the Outer Planes and how this 
specifically relates to the Realms, ftjcusing primarily on the ultimate des¬ 
tination of spirits atter death. In addition, gray ones learn about the dan¬ 
gerous behavior of the creatures that inhabit the nether regions, includ- 
ing such fiends as tanar ri and baatezu. Witlt a successful ability- check to 
the modified Wisdom score, netherworld know-iedge can reveal the spe¬ 
cific weaknesses and natural immunities of beings from the Outer Planes. 
Netherworld knowledge can also he used to classify the exact type of ex- 
Traplanar creature encountered with a successful ability check. 

• Gray ones are unaffected by disease or parasite. They are not immune to 
parasites or disease as paladins are, but are unaffected by a disease's debil¬ 
itating game effects. A gray one couid have the gray death obvious in his 
rotting, dr>' face, and be spreading it throughtiut the land, but he would 
suffer no penalties from the disease* Fatal diseases continue to rot the 
body until the gray one drops over dead, but they have no game effect 
until that time* 

• Gray ones gain a +1 on their saving thniws vs, death magic. This bonus 
does not apply when using or detending agaiirsr the Hujid o/Myrkid (see 
below^}. 

• Gray ones arc able to /eigii deatk once per day (as the 3rd-level priest 
spell, but affecting only themselves). 

• At 5ch level, gray ones are able to onimisic dc<ui (as the 3rd'level priest 
spell} or corrupt (as the 4th-level priest spell) once per day* 

• At 9th level, gray ones are able to widier once per day (as the 5th-level 
priest spell), 

• At 10th level, gray ones can summon a minor death to fight for them. A 
minor death appears as a skeleton wearing a robe and wielding a scythe. 
A minor death can be summoned once per tenday. The summoned 
mini>r death fights ohediently for !0 n>unds (1 rum) or until the fight is 
over, whichever comes first, and then disappeans. If the minor death dis- 
appears before killing its opptrncnr, another minor death cannot he sum- 
moned until the gray one kills a living creature. Characters slain Ky a 
minor death can be raised again. 

Minor Death (I}: THACO 1; MT 1; Dmg IdB (scythe); AC 
-A; HD 8; hp 33; MV 18; SA THACO of 1 and automatic initia¬ 
tive roll of 1; SD cannot he disarmed; immune to cold, fire, poi¬ 
son, and electricity damage, sleep spells, and all 
enchantment/charm spells (as it an undead CTeature); cannot be 
turned; SZ M (6 feet); I NT average (10); AL N; ML fearless 120); 

XP 5,000. 

■ Ar 15tb lev'el, gray ones can call up the Hund of Myrkiii, Tliis is a very 
dangerous pt>wer is only tised by gray ones in the most dire of situations. 
It may l>e called ftirth only once a tenday. invoking the Hand of Myrhd 
causes a gray ones han^ls to flame for six rounds. Tile Huud must be used 
to touch a creature (with a successful attack roll) in this rime, or the 
power is wasted, never lo he used hy that gray one again. {A can re¬ 
verse this.) If the Hand o/Myrkid muchcs any living being {regardless of 
size), the being mu.^it make a saving throw vs. death magic. If the target 
fails, it is instantly slain, its body is reduced to dust, and the Hand of 
Myrkui is extinguished until a tenday has passed* If the target succeeds, 
the gray one must then make a saving throw vs. death magic (without 
the usual Kinuses for being a gray one) or .suffer rhe same late as the tar¬ 
get would hav'e. If both target and gray one succeed at their saving 
throws, then the Hand o/Myrknf is still tjperating and may be used the 
next round (up to the six-round rime limit). 


Area of Effect: One Ix^ne or bone fragment 
Saving Throw^: None 

This spell causes any bone or bone fragment to become a razor-sharp pair of 
jaws that bite any living being they strike except the caster. They either 
bite someone they are in contact with or someone they are thrown at and 
strike. The caster throws the bone jaws at hb or her normal THACO. The 
bone bite jaws bite once for ld6+4 pr^lnts of damage andi remam attached, 
bony fangs clinging, as they transform into a second, arching pair of jaws on 
the next round that automatically strike for an additional ld4+2 points of 
damage. 

Any amount of time can elapse between the casting of the spell and its 
biting attacks; a caster can pick up and throw bone Hie jaw's sev'eral times if 
they fail to hit a target or leave the jaws in a nicfie or corridor as a trap. 
They even function unJenvater and so can be hidden in a pool or bucket of 
water* A priest can have no more fxmc feiie spells than four times \m or her 
level left undischarged. Additional bone bite spells may be memorized, but 
fail to w^ork when cast if they exceed the limit. Bone bite teeth can puncture 
armor, carapaces or bony plates, dmgon hide, and all known nonmagical 
barriers and substances. Undead creatures are unaffected bv this spell, and 
bone kte jaws do nor bite them. 

The ntaterial component of this spell is a bone or bone fragment. 


4th Level 

Corrupt (Alteration, Necromancy) 

Sphere: Necromantic 

Range: 5 yards/lev^el 

Components: V, S 

EXjration: Permanent 

Casting Time: 1 round 

Area of Effect: Special 

Sa v i ng Throw: N one 

Tills spell enables a priest to contaminate pure water or substances, create a 
weak spot or irregularity (handhold or visible mark) m a wall of solid stone 
or surface of armor plate, and otherwise mixlify' substances harmfully. Mag¬ 
ical potion.s affected hy a corrupi spell are reduced in the healing they be¬ 
stow by id4 points; if no hit points are involved in their effect, their dura¬ 
tions are reduced by ld4 rounds. Holy water becomes merely w'ater, but un¬ 
holy w^ter is doubled in efficacy (hannful effects)* Normal drinking water 
remains drinkable, but it tastes tainted and does not cleanse rhings washed 
w^ith if. Corrupted items have all their item saving throws against harm re¬ 
duced by 3 points, unless they are magical. In addition, if an item is used as 
a w^eapon, the damage it inflicts is reduced by 2 points per attack for ld3 
turns. All magical functions and properties of enchanted items cease for 
ld3 turns, though their own item saving thn>w^s are unaffected. 

The caster of this spell must choose a single nonliving item or body of 
liquid to be affected by the spell. The magic does not affect all of a solid 
item larger in volume than the easterns body, in such cases, only a localized 
area is affected. For instance, a priest trying to contaminate a lake or large 
fKKil w'ould succeed only in harming rhe water closest to his touch or the 
chosen area ol effect that equals his body volume, not all the water), Cm- 
rupr involves a momentary flickering green radiance over the spot or item it 
is aimed ar, but t>perates silently. 

If three cenrupt spells are cast on a single nonmagical item or on a spe¬ 
cific sptK in a large item {for instance, a place on a wall), the item must .suc¬ 
ceed at an item saving throw vs. acid or shattcr/collapse/fall away, causing a 
hole at that location. Minor breakage in large item.s (in other w'ords, a hole 
or cavity reaching a few inches into a thick stone wall) can he expanded by 
casting additional trios of ctirrupf spells. Through the use of LVjmipr, an im¬ 
prisoned priest t>f Myrkul could, over time, breach a cel) w^all or cause man¬ 
acles to fail. 


Myrkulyte Spt^lls 

In addition tvi rhe religion-specific .spells found here, it is recommended that 
the potential spell selections of MyrkviFs clergy be expanded to include the 
priest spells fiiund in the Cuiupfete nf Necrtmuoicers. 

2nd Level 

Bone Bile {Akerarion, Evocation, Necromancy) 

Sphere; *-. . ^ * 

Range: 

Components: 
iXiration: 

Gisting Time 


Com hat. Necromantic 
5 yards/lev el 
V, S, M 
Special 
5 


5tli Level 

Wither (Necromancy) 

Sphere; Necromantic 

Range: Touch 

Components: V, S 

Duration: 6 rounds 

Casting Time: 8 

Area of Effect: One creature touched 

Saving Tltrow': Special 

This spell enables a priest of Myrkul to duplicate the povvers of a ^taff of 
uitheriug. Once cast, the spell lasts for up to six rounds or until a successful 
attack to touch a victim is made. Tlie priest of Myrkul may take other ac¬ 
tions once the spell is cast and need nor concentrate to maintain it, though 




















the efifecc t>f the spell can only he tninsmittcd through the priestV hand or 
another limb, not a weapim. 

A successful hir inflicTS ld4+l points of damage, ages the victim hy 10 
years, and, if the victim fails a saving throw vs. spelh causes one of the crea¬ 
ture's limbs to shrivel and become useless. Check by ranJt>m number gener¬ 
ation for which iimh is struck. (For example, on humanoid creatures roll 
ld4: 1 -right arm, 2=!cff arm, 3=right leg, 4 = left leg.) The aging effect 
causes the victim s abilities and lifespan to be adpisted for the resulting age 
incretise and can cause ability scores to drop or an elderly victim to die of old 
age. 

All effects are permanent unless cured. Kegenerute restores a withered 
limb to normal, and rest or curative magic cure the damage done, but only a 
iimited wh/i, u'tsli. or other magic specifically ahle to cure or abate aging can 
restiire the victim's yotith. 

This spell has no effect on beings hearing holy symbols of MytkuL Age¬ 
less creatures and noncorporeal beings {undead, elementals, tanar'ri, 
baatcsiu and other powerlul exrmplanar beinK^»s) cannot k: aged or withered. 


6th Level 

Dolorous Decay (Alremrion, Necromancy) 


Sphere: 

Range; 

Comptuients: 
Duration: 
Casting Time: 
Area of Effect; 
Saving Throw: 


Combat, Necri’nnanttc 
10 yards/level 

V,S 

Permanent 
i round 

One injured living creature 
Special 

Tills spell affects a single currently injured living being; undead and healthy 
creatures are immune. Dobtuits decay is a rotting and widiering of the bxidy 
that spreads from existing injuries causing additional damage. The targeted 
creature receives a saving throw v.s. spell against df^loroits dlecay. A target 
creature who succeeds at this imtial saving throw is slowed (as the spell of 
that name) for 1 round by the impact of the spell but i$ then free of further 
effects. If the initial saving throw fails, the victitn suffers 1 piiint of damage 
per level of the caster oi the dulrmiiei decay, is sb>wcd for the following round, 
and is then allowed a second saving throw. If this saving throws succeeds, 
the spelt ends without further effect; if it fails, the victim takes half the pre- 
v tous decay damage (round fractions dou n), and is slowed tor a third round. 

Tlhs cycle of saving throws and resulting damage continues, each Kmc of 
damage being half that suffered on rite previous niund, until a minimum loss 
of 1 pciint is reached; at that p€>jnT only I point of Jaimge continues to be 
inflicted until the victim succeeds at a saving throw. The cycle of spreading 
decay continues until the victim dies or succeeds at a saving throw, which 
breaks the spell. Dolorous decay is not contagious, but it can (at the DM's op¬ 
tion) cause loss of mobility or the use of limbs if the damage is severe 
enough. (Typically over half the victim s hit points must be lost.) 

Quench ihe Spirit (Necromnney) 

Sphere; Necromanric 

Range: 60 yards 

Ca>mponents: V, S. M 

Dirarion: Permanent 

Qisnng Time: 9 

A rea of Effcc t: Otie cr eiit a re 

Saving Throw: Neg, 

Til is spell is a priestly version iif the 7th-level wizard spell /inger o/ death. 

die sp/rir snuffs out the victims life force. The casting priests utter 
the spelTs incantation, points the finger hone at rhe victim, and snaps it. 
Tile victim is entitled to a s:iving throw vs. death magic. If the saving thnwv 
is successiul, rhe victim diies not die, but the spell still inflicts 2dd+l ptiints 
of damage upon the victim. If the subject dies of this damage, she or he can 
still he revivei.1 normally. If the victim fails the .saving throw, decath occurs 
immediately. Tile victim can neither he raised nor resurrected. 

In human subjects who failed their saving throws, rhe spell initiates 
change.s to their bodies such that after three tlays the ca.ster can, by means of 
a special ceremony, animate their corpses as ju-ju zombies under the control 
<.)t the caster. This -ombie-creation ceremony requires simply the priests 
holy symbol and six vials of tmholy water, Tliese my.stic changes can he re¬ 
versed before animation hy a fimited uisfi or a similar spell cast directly upem 
such a K>dy, prev curing the ceremony fnim working on that victim. A full 
li'i.sii restores rhe .subject of qt^encfi tfii.' <^pim to life. 

The material component of this spell i.s a fle,Hhles,s human finger bone. 


Mystra 


(The Ladyof Mysteries, the Mother of All Ma^tc, 
Our Lady of Spells) 


Greater Powder 

Portfolio; 

Aliases: 

Domain Name: 
Superior; 

Allies; 

Foes; 

Symbol; 


WoR. Align.: 


of Etyiaiumi NG 
Magic, spells, the weav e 

Midnight, Mysttyl, the Hidden One (Rashemen) 

Eton i a/[>weomerheart 
None 

Aruth, Kelemvor, Selune, Oghma, Dene it, Milil 
Cyttc, Bane (now^ dead), Talos 

A circle of nine stars, with a ted mist rising toward (or 
flowing from) its center or a circle of seven hlue-whire 
stars, or (older) a single hlue-w^hite star 
Any 


B Mystra (MlSS-trah) is the gt>ddess of magic and 
with that the gciddessof possibilities, which makes 
her arguably the mosi powerful deity in Faenm and 
possibly thnoughoiir Realmspace, She is said co have 
taught the first spellcaster of the Realms, and co 
have enabled many of the races to use magic. She 
supposedly weighs and judges each new spell or 
magical item ro determine whether It should be per¬ 
mitted into the Realms. She is most venerated by wizards and those who 
use magic or magical items in their daily use. She differs from Azuch in that 
Azuth is the god of wizards (as to a much lesser degree, all speilcasters), 
while Mystra is the goddess of the essential force that makes all spellcasting 
possible. She provides and tends the Weave, the conduit to enable mortal 
spe Ik asters and magical c rafters to safely access the raw force chat is itiagic. 
Mystran advisers are common in Azuthian churches, and vice versa. 

Diring the Time of Troubles, the former incarnation of rhe goddess of 
magic, Mystra, was destroyed and her essence merged with that of the land 
itself. A new' goddess of magic, arising from the human form of rhe magician 
Midnight, took the mantle of divinity and the goddess’s ptirddho. At this 
time, the goddess of magic's alignment shifted from lawful neutral, main¬ 
taining ihe balance in use of magic, to neutral gotxl, reflecting the new in- 
carnation’s attitudes toward the uses and purpose of magic. Rather than forc¬ 
ing her worshipers to change their w^ays. Midnight has taken a conserv^ativc, 
lt>ng-cenTi strategy hy assuming the name and trappings ijf her predecessor to 
make the change as sm<>oth as p<jssible tor her church and worshipers. Mid¬ 
night is ntnv revered within the church as the human avatar of My.stra, and 
her fom'i now' graces the avatar of the goddess when she walks the Realms 
seeking to rebalance the dead and wild magic areas of the land. 

In the past, Mystra contested with Talo.s and GonJ as rivals anvl w ith 
h<.;nh Bane, ani.1 later, Cyric over attempts to control or usurp her power. 
She despises Cyric. 

Mystra is ionJ of Kelemvor, Lord tif the iVaJ, who wa.s her love during 
her mortal life. Whether their relationship will again b|os.som into love is 
yet to be seen. She is aided in her work by A:uth, L\>rnal the Watcher, and 
by her Chosen: Elminster, Khclbcn “BlackstafT Arunsun, and the Seven 
Sisters, (The powers of the Chosen are discussed extensively in Tfie Seven 
Sisters accessory'.) Mystra is also served hy the Magister, a title borne by a 
single mortal worker of the magical arts chosen by victory in one-on-one 
spell combat to be champion of magic. The Magister is also one of the Cho¬ 
sen of Mystra. The current Magister, Lady Magister Noumea, was elevated 
CO the position in 1354 DR. 


Mystras Avatar (Mage 40, Cleric 40) 

Mystra was formerly seen by mosi mortals only as a prismatic-hued will o' 
wisp. The new incarnation of Mystra (Midnight) prefers to appear as a 
Wauriful human female with dark, flowing hair and radiant skin. She wears 
simple, hut elegant, darkly colored robes of the finest heavy silk and a jew¬ 
eled K>dice-cksp that appears to he a web. This clasp symbolizes the magi¬ 
cal Weave over which Mystra i.s .sovereign. Mystra can use any spell of any 
schcK. 1 l or sphere ever u.sed on Faeritn. 


AC-6; MV J5, H 24; HP 196; THACO -AT I 
Dmg Id 10 

MR itm;SZ L (10 feet) 

Str 14, Dex 19, Ojn U, Int 25. Wis 19. Cha 23 
Spells P: 16/15/15/13/12/13/11, W: 9/9/9/9/9/9/9/3/S 
Saves PPDM 2, RSW 3, PP 5. BW 7, Sp 4 
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Special Att/Def: In whatever form she takes, Mystra can. employ two 
offensive and two defensive or miscellaneous magics per round (spells, 
item effects, etc*)- She is unaffected hy magtc of any sort unless she wishes 
to be- 

All spells Mysira casts can range from triple manual range in all respects 
(duratiorti damage, area of eftect, ere,) and a —3 penalty to saving throws 
against them to minimum effect or any range in between, as she desires* 
Mystra can creatively reshape areas of effect to suit her desires, changing 
cubic forms to spherical one*s, making ‘"holes" m an effect so that a being is 
avt>ided, etc* Even after she nins out of her norma l number of spells, Mystra 
can tap into the Weave to create one iift'cnsive and one defensive or misceh 
lancons magical eftect or spell per round indefinitely and infinitely* 

She can withdraw a being’s access to the Weave and prevent it from using 
spells of any sort, and in an even harsher restrietton she can also prevent a 
being fttmi using any stirt of magic whatsexw er if she w ishes, Tltese conditions 
persist until she removes them* Mystra can even deny deities access to the 
Weave, hut she cannot deny pt>weR the ability togntnt their worahipets spells 
throtigh prayer. If she w'isheJ to deny the ability to cast spells to all of a deity's 
cleigy, she would have to deny all those people access to the Weave individii^ 
ally, a radically unt?alancing action that Ao w'ould gravely disapprove of. 

Other Manifestations 

Mystra s typical manifestation is as a hiue-w'hite, pulsing glow on items, be¬ 
ings, tir places that the gtxidess wishes to draw-^ aTtention to, such as a hidden 
d(xir or icotu. She also appears as a slender, graceful, JisemKidied human fe¬ 
male hand iiutlined in blue-white motes of light that pt>ints, gestures, writes, 
in*scribes lines on stone with one finger—ofien writing the tomb inscription 
of a powerful dead mage as an obscure clue—or unleashes spells- 

Mystra has also Wen known to use agathtnons (in natural and magical 
object forms); devas; maruts; ligl’it acisiinons; einheriar (former wizards and 
other prominent users of magic); hope, faith, and courage incarnates; radi¬ 
ant mephits; guarJinals of all sorts; holiyphanis; gem and metallic dragons 
(including steel and mercury dragons); pseudodragons; selkies; hluejays; 
5parrt>w haw'ks; vehire cats, dogs, donkeys, horses, pegasi, unicorns, and 
mules (all wnth blue or mismatched eyes); blue and clear gemstones of all 
sons; rainbinw' tourmalines; amarathas; rogue stones; hcljurils; and small 
creatures composed of translucent magical force to dem^mstrate her ap¬ 
proval or disapprttval or to send aid to her faithful. 

The C^iitJreh 

CusKto: Clerics, specialty priests, wizards, bards 

CuRoY’s -Alkjn..^ LG, NO, CG, LN. CN, LE 

Turn UNiuiAn: C: Yes, if gntxl or neutral, SP- Yes, M: No, B: No 

CMNti- UNDEADt C: Yes, if evil, SP: No, M: No, R No 

All clerics and specialty priests of Mystra receive religion (Faerunian) as a 

bonus nonweapon proficiency. AM priests t>f Mystra are granted u'cutegluw' 

(see below) their initiation. 

Most wa>rshipers tjf the Lad>' of Mysteries are human, but all natives of 
Faeriin who seek to K'conie ptwverftil in magic withtiur benefit of divine aid 
must at least appease the giHidess with sacrifices. (Burning items that have 
temporarily been enchanted with a spell is the ea.siesi way to do this.) Wiz¬ 
ards, especially gt)oJ w izards, hold her name in special veneratitm, even if 
they primarily worship -Azuth or some tocher deity. 

AM vvielders of magic an^l seekers after arcane lore Lif any race arc wel¬ 
come in the service of Mystra. The hierarchy of the Mystran faith is wide 
and varied, sepaniting into trrdets concentrating on one form of magical en¬ 
ergy OT another. Clerics, specialty priests, wizards, and bards can all he 
found in itsS ranks without regard to experience level or origin. The general 
nile of the Mysiran faith b that talent and ability for the job outweighs so¬ 
cial rank or legendary feats. Only those clergy members who gain their 
spells directly from a higher power gain their spells directly from the god¬ 
dess, liiit all are welcome within the church's hierarchy. Relations between 
the variou-s vJtders and subgroups of the faith are very goivl. The priests of 
Mystra are known as Servants of Mystery. Higher level priests, both those 
with title and lands and legendary adventuring priests, are called bidies or 
Lords of Mystery. Titles within the faith vary' from temple ttj temple and fol¬ 
low' no standanl form across the vvhole of the church, thixigh mtist temples 
are rigidly self-consistent. 

Mystran temples can be struetttres of almost any size or styde, and some 
shrines are natural caves or special grotfvX"S. Through the grace of the god- 
dci^s, Mysrran priests who stand in a place sacred to Mystra can cast spells for 
the maxitnum possible Jamage, Juration, or extent of eftect (their choice of 
which). Such places include all Mystran temples and shrines, and most pri¬ 
vate spelkasting chambeTs. 


AM priests of Mystra can cause their own flesh—all of it, or specific areas, 
such as a hand—^to glow^ at will with a soft, blue-white radiance as a boon 
from Mystra. This radiance, known as is enough to read by or to 

allow a priest to clearly see items and surroundings within 5 feet. Most Mys¬ 
tra ns keep this sign of the favor of the goddess secret frt>m nonbelievers* As 
something my'srerious, it b more useful, allowing them, for example, to feign 
affliction or n^gical attack* is granted to priests after their initia¬ 

tion, w hich is often a Starflight ceremony. 

Dogma; Choice, decision, and knowledge, leavened with a healthy Jose 
of good for the mtjst individuals, are the hallmarks of Mystia’s faith. Magic is 
great power, and it brings with it great responsibilitv. Mystra's clergy arc 
given the fti!lowing charp* upon aspiring to the faith: 

‘Tove magic for itself, not just as a ready w'eapon to reshape the Realms 
to your will- Learn w'hen not to use yimr magic, and you will have learned 
true wisdom. Play with magic and learn how best to wield it, hut not when 
the price is paid hy others* Strive to use magic le^ and less as your powers de¬ 
velop, not more and more; often the threat and promise of Art outstrips its 
performance* 

‘"Remember always that magic is an Art, the Gift of the UJy, and that 
those who can w ield it are privileged in the extreme. Conduct yourself 
hunxbly, not proudly, while being mindful of this. 

"Use magic deftly and efficiently; eschew carelessness and recklessness in 
the unleashing of Art. When magic imperils you, hide it or hurl it away into 
other planes rather than destroy it, ftir any destruction of Art is a sin. 

""Seek always both to learn new magic and to create new magic, hut ex¬ 
perimenting to learn to craft something oneself is better ihan merely buying 
scrolls or hiring tutors* Exult more in creation than In hurling spells, and en¬ 
sure that your creations are shared with others and so outlive you. Those 
who succeed in this last and in maturing into true wisdom and consideration 
for the greater balance of things in Faenrn in the use of Art are most favored 
in the eyes of the Lady and will serve her beyond death as beings w'ho have 
become one w'ith magic and live on in ii forever.” 

Day-tO'Day Activities: Mystran clergy W'ork hard to preserv e all magi¬ 
cal kxre in secret libraries, private safeholds, well-guarded research laborato¬ 
ries, and small, hidden stashes so that magic Mourishes in the future regard¬ 
less o\ what befalls the thinking races of Faerun or the pow-er^ of the planes. 
Mystrams alw search out beings skilled in spell use, seeking to keep watch on 
the identities, powders, and behavior of indiv'iduab likely to become magic- 
vvielders of importance. 

Not evciy'one can find old magic of note, but all clergy' of Mystra can de¬ 
vise their owm new magic upon gaining sufficient experience, and they are 
expected to Jo so. In tliis w^ay magical study remains a growing, vibrant 
thing, and magic does not merely become a handy power to serv e rulers and 
engineers ;is a tool to tame the Realms, but remaias a thing of W'vmder. 

Holy Days/lmpoitant Ceremonies; In Waterdeep, the church of Mvs- 
tra celebrates Gods’ Day on the 15th of Marpenoth, the anniversary' of Mid¬ 
night's elev'at ion to div inity as the new Mystra, with a huge festival centered 
anmnd the House of Wonder that ends in magical firew'orks that go long 
into the night. This holiday is being gradually adopted hy shrines and 
temples of Mystm throughout Faerun. 

On the w'hixle, though, the vvorslxip of Mystra tends to he a personal thing 
rather than a series of calendar rituals. For some mages wluxin the goddess 
counts as devout heliev'ers, it never goes beyond a vvhispered prayer of 
thanks to her with each spell they cast coupled with s<,>me thought as to the 
moral consequences of the use of this or that spell. For Mystra, that is 
enough. The gtxJdess giiins both delight and strength, how'ever, from heings 
W'ho d^’^ more in reverence to her. Tw'o ceremonies of personal significance 
stand out: Starflight and Magefire. 

Starflight is often used as an initiation when an individual joins the priest- 
hot yd t>f Mystm or a celebration when two worshipers are wed- k is a special 
ceremonial c<K>perative magic workcxl hy several priests that empowers one of 
the faithful to fly so long as stars are visible in the sky. This can make long 
jixumeys easy, provide a jc;yyous change of pace, serve as a special means of 
Itmking over the land, achiev'e privacy for important discussions, place one of 
the haithful a sate distance aw'ay from precious things in oMer to try' hurling 
spectacular spells, or provide a very' special beginning tor ones marriage* 

Magefire is renew’al; it is the exciting ieeling ot great magical ptnver surging 
through oneVbtkly, blazing out as flickering blue fire as it sp^b forth, cleansing 
and renewing. With enough clergy pciwering it, this cotiperattv'c ceremonial 
magic can heal all sorts of fell ctxnvlitions. Mystrans describe it as "the most 
blLs.sftjl ieeling one can know." It is spectacular to watch. TIyc Mystran to be af¬ 
fected lies dow^n on the grexund and the circle ol celebrants pouts jxjwer into 
the W'orshiper—until his or her bixiy, blazing with blue fire, slowly rises to 
hang in midair above those fueling the ceremony, humming and crackling 
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with the power of the niagic surging through it- Magefire often entls in a 
Siadlighr ceremony, provided the celebrants intone die correct incantation. 
The Hymn to the Lady is a solemn ritual pcrformevl at funerals and mage- 
imxits, that calls up visions of dead mages and Mystran clergy' plainsong 

dirge is intoned by the living clergy present, Mystra often uses these visions 
to insert her own guiding scenes- A nu.>dified Magefire ceremony may he em¬ 
ployed at the end of the Hymn to raise the honored dead aloft into a floating 
pyre on high- 

Major Centers of Worship: On the w'ooded eastern verge tif Elvcntree 
stands a ruinetl, overgrown stone hall known as the HtJiise of Mysteries- It is 
reponedly the strongest place of ptiwer to Mystra in all Faerun (along with 
the nearby Harper refuge, the House of the Harp). 

Tlw^ who enter the House of Mysteries say that the inside is like a sound- 
eating dark void w'hcte soft voices w^hisper and glowing, v'^aricobred motes of 
light drift abv>ut. No spell can ilkimmLiCc this darkne^, and out of it comes the 
Voice of the Gixldess (or a senior devotee) answering questions with cryptic 
advice, identifying itemv apparently withmir need of spells, and (mrely) alter¬ 
ing supplicants with spells that come "out of nowhere," Word of such puissant 
divine aid and guidance has spread swiftly across Fueriln. aiiLl w-izards from dis¬ 
tant realms indeed have come to Elvenciee in search of grandeur. 

The largest temple to Mystra in all the Realms is located in Mt, Talath in 
Halruaa, If tKCupies an entire cavern cotnpleH, attd its high priestess, Lady of 
Mysten^ Greila Sonioin, is ver^' old hut still capable of performing pow'erftil 
ceremonies and castirtg mighty spells. The grand temple of the complex is 
o}>en to all who want to w^orship, but the storerooms and libraries are only 
open to Halruaans of proven good intentions and of Mystra's faith. Non- 
Halmaans arc sometimes admitted to certain libraries and balls deemed to 
contain nonsensitive items and reference w^orks, hut usually such admit¬ 
tance is at the price of a ver>' steep admissitm fee. 

Affiliated Orders: Most wizards and hards in the Mysttan church are 
members of the clergy and beli>ng to no special order, though the church ot 
Mystra has dose ties with Those Who Harp (the Harpers), an organization 
working for good and against the rise of great powers throughout Faerun, 
Those hards who are nor clergy members belong to the Children of the 
Stany' Quill and often wiirk as information gatherers and mmormongers for 
the church or spend part of their lime in designated libraries unearthing 
magical knowledge and then preserving it for posterity. Some members of 
the Starry Quill are ab^ Harpers. 

The church alst> sponsors a knightly order of paladins and a small order of 
rangers. The paladins, the Knighr,-^ of the Mystic Fire, are grante<i their spells 
by Mystra- Tliey often accompany members of the clergy on quests to locate 
lost hoards of ancient magic and also form the cadre from w'hich the leader¬ 
ship for the small groups of armed forces who guard Mystra's larger temples 
and workshops is drawit. The rangers, knowm as the Order ot the ShcHuing 
Star, also receive their spells from Mystra, Tliev serve as long-range scouts 
and spies for the church and also deal with magical threats that threaten the 
natural order of things, such as unloosed tanarVi and baate^u and creatures 
httm of iTtesponsible wiziirdly experimeniation. 

Priestly Vestments: Tlic ceremonial garb of My-stran priests is simple blue 
r<ibes that are someiirnes Trimmed with w'hite. They are accented by a cloak of 
deep blue in colder climates. Some form of headgear is required, thi>ugh this 
may range from a simple blue skullcap for the scholarly orders of the Sword 
Qiast North to wide, t>mate, blue hats and helms in southern lands, 

Mystra s symbol w:is a blue-white star before the coming of the Avatars 
and now‘ is a circle of stars in a ring, w'itb a revl mist rising tow ard (or llow'ing 
friim) the center. Both symixds are still in use. Mystran priests are ver^^ toler¬ 
ant of the older symbology and beliefs in Mystra, as thev feel that one may 
only press forward by leaming aKutt tire past. They let established syinbi>ls 
of the ilk! Mystran faith stand, hut when creating new' symKils, they alw'ay,s 
use the new sigil tif their goddess. 

Adventuring Garb: In the field, priests of Mystra wear lirmor and bear 
the newv symbtil of Mystra on their shields as a display of their faith. If armor 
is inappropriate, they dress in the fashion of the la ml they inhahit appropri¬ 
ate for the inclement weather. 


S pt t td iJ I ty M ri tis hs (D vve t > m erket? [ rs) 


Btiyium-Mi-NTts: 

Prime REci.: 
Alignment: 
Weapon.s: 
,ARMt.JR: 

MaU>R SpHERESS; 


Intel ligence 14, Wisdom 12 
Intelligence, Wisdom 
LN.CN, NO 

All bludgeoning (wholly Type R) w'eapims 
Any 

AM, astral, chaos, charm, combat, creation, divination, 
elemental, guardian, healing, law, necromantic, numben^, 
protection, summoning, thought, time, crav'eleni, wards 


M l NOR Spheres: An i ma 1, plant, su n, weather 

M.-\otCAL Items: Same as clerics, plus all items notmally usable by wliards 
except scrolls 

Req. Profs: Spellcraft 

Bonus Profs: Astrology 

• Dweomerkeepers have a + 2 bonus to their saving throws against any sort 
of magic. 

• Dweomerkeepers kmetinn normally in both drad magic and wild magic 


areas. 

• Once per day, dweomerkeepers can detect mrtgtc. The ability lasts for a 
rum, and the dweomerkeeper has a 10% chance per level to recognize if 
a certain type or certain sphere of magic is present. The ability functions 
otherw'ise as the Ist-level wuzard spell detect inagic, 

• Dweomerkeepers can read magic as the 1st-level wizard spell and can also 
read the different mage-script used in the South in Mulhorand and else¬ 
where (a script usually unreadable with read Trmgic). This diK'S nt>t enable 
them to cast wizard spells, nterely to understand all magical writings, 

• -At ^rd level, dweomerkeepers gain the ability to cast NystuFj magical 
aura (as the Ist-levcl wizard spell) once a day. The faithful refer to thb 
ability as Mystra's lingering touch, Dweomerkeepers need only touch an 
appropriate object to use this ability. 

• At 5th level, dweomerkeepers are able cast itspri tmt^c (as the 3rd-level 
priest spell) once a day. 

• At 7th level, dweomerkeepers can cast priest spells faster than other 
priests. Their casting time on all priest spells of one round or less is re¬ 
duced by 3 (for example, a casting time of 7 would be reduced to 4). 
Spells taking more than one round to cast still require the usual amiiunt 
of time. Priest spells cast by a dweomerkeeper always have a casting time 
of at least 1, 

• At 9th le\'eL dweomerkeepers are able to air uolk (as the 5th-level priest 
spell) or convey the abiliry to afr u'olk to a mount they ate riding once a 
day. 

• At nth level, dweomerkeepets become immune to the effects of any 
three specific spells they cho4>se. 


Mystran Spells 

3rd Level 

Starflight* (Alteration) 

Sphere: Elemental Air, Travelers 

Range: 10 yards 

Qimponents: V, S 

Duration: Special 

Qisting Time: 2 turns 

A tea of Effect: One to t h ree worsh i pets of M yst m 

Saving Thniw: None 

This Cixiperative spell requires at least two Mystran priests casting the spell 
simultaneousty. Fi’fr every two additional Mystran clergy members (of any 
class) who particip'dte in the ceremony, another Mystran worshiper can be 
affected, to a maximum of three worshipers. Other participating clergy 
must either cast staT/lighi or donate three spell leveLs of magical energy to 
the spell. Clergy who donate energy lose three spell levels ot spells from 
memory as if they had been cast. Portions of a spell donated result m the 
loss of the w'hole spell as if it were cast. This spell bestows on its recipient 
the capability of magical flight. If empowers a worshiper of Mystra to mov^e 
verrically and horizontally at MV 24 (A), and at MV 12 (A) if ascending 
and MV 36 (B) if diving sharply. The spell recipient can .swaxip and rise 
w'itli a mere rh4)ught and can carry' up to his or her own body weight along 
in flight. It la.srs as long as stars are visible in the sky, normally ending with 
sunrise, but possibly terminating earlier because ot a storm or heavy fog. 


4th Level 

Any spell (Alteration) 

Sphere: Charm, Creation 

Range: 0 

Components: V, S 

Fhiration: Special 

Casting Time: 7 

Area of Effect: The caster 

Saving Tlirow: None 

This spell alk>ws the caster to read and then laier cast any wizard .spell of 1st 
through 5th level. Such a spell is readable via a read magic ability^ conferred 
w'tth ihe ca.sring of an:y.spefL but only one spell can be read and cast tor each 
Cii-sting of anyspeii. Merely reading the titles of .spelLs on scrolls or in spell- 
books to find a desired spell does not exhaust the magic ot the any spell: an 
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entire spell must be read- Once is cast and a wi^tird spell is read, the 

wiiard spell is retained in the priest’s mind until the priest casts it. Such wiz¬ 
ard spells are cast precisely as if by a wisand of the same level as the casting 
priestt except that the user of an anyspeU rteeds no matetial comfH>nents to 
work the wizard spell. 

While the priest has the wizard spell in mind, she or he cannot pray for a 
spell CO replace the still-pending In effect, one 4th'level spell slot Is 

“lost" until rhe wizard spell is cast, at which point the duration of tmyspe/i 
comes to an end. Note that in order to make effective use of this spell, the 
priest must borrow the spell book of a wizard friend or use a found wizard 
scroll. {Priests of Mystra are not otherwise able to use wizard scrolls.) Using 
a scroll in this fashion us<^ up the spell read from the scrtdL 

Magefire* {Abjuration, Necromancy) 

Sphere: Healing, Necromantic, Protection 

Range: 10 yards 

Oimponents: V, S 

Duration: Permanent 

Casting Time: Two turns, plus one turn per additional effect desired 

Area of Effecr: One worshtper of Mystra 

Sa V i ng Throw: None 

This cot>perattve spell requires at least two Mystran prie.sts casting the spell 
simultaneously. Ffjr cver^^ additional Mystran clerg>'^ member {of any class) 
who participates in the ceremony, another restorative benefit can be em- 
pi>wercd. Other participating clergy must either cast or donate four 

spell levels of magical energy to the spell Clergy who donate energy lo^e 
four spell levels of spclU from memory as if they had been cast. Portions of a 
spell donated result in the loss of the wlvolc spell as if it were cast, 

With only two casters, this spell works as a lieiirro/ize poison, nirc iisecise. 
and a remote curse. For each additional clergy participating, another henefir 
is added and tlie ceremony takes another turn to complete. Benefits always 
rake eftect at the combined level of all rhe spelPs participants* The addi¬ 
tional lienefits are, in order: cure blindness or dea/ness, befll, regenerute, and 
dispel mjgic* Additional participants past this point enable any effect to be 
repeated (if a dispt'f inngic tailed, for instance) or alltJw a .special fell condition 
CO he healed or dispelled at the DM's discretion* 

6th Level 

Wondrous Recall (Alteration, Enchantment/Charm) 

Sphere; Charm, Creation 

Range: 0 

Components: V, S 

Dviration: In.srantanetms 

Casting Time: 9 

Area of Effect: The caster 

Saving Thrtn^': None 

This spell enables the caster to bring back into memory tw o duplicates of the 
last spell cast before the wondrous recetd in i>rder to enable that spell to he 
cast again twice* A cast aifindroirs recoil appears as tUd^ phantom spells that 
can he carried in addition to the normal spell load of the caster. Each of 
these “extra" spells can he unleashed by silent act of will with a casting time 
of 1 and no need for material components. Casting these spells does not 
allow the priest to exceed the normal casting limitations of one spell lieing 
enacted in a round, however. If the caster so desires, one t>f rhe recalled 
spells can precisely duplicate in efficacy (hit ptaeits of damage done, area of 
elfect, etc,) the original spell foim which the recall copied its phantom spells 
or^—it this exact duplicate is rhe seamd recalled S[sell ro K" unleashed'—its 
recalled twin. 

A pnesr may only carr>^ in mind one cast woiidrotts recall (that is, two 
phantom spells) anil one iincast u^ondnats recall at a time. Prayers for mi>re 
than ime tt^undrtJiis recall are never granted and atlentpts to cast a toindrous 
recall while one is still in effect result in rhe caster being fechleminJed (as 
the 5rhdevel wizard spell of the same name)* WfJiiJrtJio recall cannot recall 
7th-level or greater spells- 

7th Level 

Spell Ward (Abjuration) 


Sphere: 

Range: 
Qimponents: 
Duration: 
Casting Tunc: 
Area of Effect: 
Saving Tlmnv: 


Protection 

Taich 

V,S 

I roimd/lcvt 
I round 
Cne being 
None 


ma 


Auases: 
Domain Name: 
Superior: 
Allies: 

Foes: 

Symbol: 

WoB. Alkin*: 



L 


This powerful magic confers upon the caster or a single living touched spell 
recipient complete personal immunity to one specific, named wizard spell of 
each level (for example, itglitning hair, not just any lightning spell), which 
must be determined during casting. In additii>nf a shell ward aft'ords protec¬ 
tion against any one form of damage of hoik natumi and magical origin (typ¬ 
ical forms are cold, electricity, fire, acid, rot, beat, life-energy drain, and poi¬ 
son. However, a shell ward cannot prevent the contraction of any disease. 

Casters who use this spell on themselves carv—at an immediate cost of 
ld6 points of damage to themselves—transfer the protection of the word to 
another being through touch. (Unaware or unwilling recipients require a 
successful attack on AC 10 rn touch.) Such a transfer does not affect the du¬ 
ration of the uard; only the remaining time of protectii>n is gained. No sec¬ 
ond transfer can be made, and a being who is not the spell's caster cannot 
transfer a spell «?ard to anyone. Spell ward does not work i^n automatons 
(such as golems) iir undead creatures. 

Ogh 

(The Binder of What is Known, the Lord of Knowledge, 
Patron of Bards, the Wise God) 

Greater Power of the Outlands^ N 
PoRxroLto: Knowledge, invention, inspiration, bards 

Cuma (Durpar, Estagund, and Var the Golden) 
Oiitlands/House of Knowledge in Tir na Og 
None 

Deneir, Milil, Gond, Lliira, Mystra, Azuth, Lathander 
Talos, Bane (now dead). Mask, Cyric 
A simple, blank scroll 
Any 

Ogbma (OGG-mab) is the most powerful god of 
knowledge in Faerun. Mtich as Mystra of old Wiis said 
to sit in judgment of each new spell, Qghma is said 
to decide whether a new- idea would be knowTi to the 
world or ct:>nfined to its originator. Lenoir and Milil 
IxTtli act as intercessors for Oghma, carrying neW' in¬ 
formation both to him and to those whom Oghma 
favors. He is on ^ood relation,s with the artificer god, Gond Wonderhringer, 
who serves him by giving ideas manifest form, but their relationship has 
st^metimes become tense due to GondV proclivity to press for rhe rapid in- 
Trodiiction of new- devices throughout Faerun, In Durpar, Estagund, and Var 
the Gt>lden, Oghma is worshiped as part t>f the AJama, the Durparian con¬ 
cept of a world spirit that embraces and enfolds the divine essence that is 
part of all beings. Here be is known as Cuma, g(.>dJess of wisdom. 

Ogbma is a cheerful and wise ptJWer whose ability' ti> persuade others to his 
point of view' he puts to endless use. He can be solemn and righteous, but he U 
more often quietly hutnorous and quick to smile* His one flaw may he his fond¬ 
ness fi>r his own iNjughts; he tends to implement rather convoluted plots rhat 
he has w'orked out first in his own mind rather than to take direct action. 

O^^hniLis Avotur (Bard 40 , Mage 23 , Fighter 20 ) 

Oghma is rarely seen, but has been known to appear as a dark-skinned, 
hands<imt' man in bright, grand, stylish cli>thing ty'pically including a tabard 
w ith projecting, omamenred .shoulder plates, a cummerbund that bears a 
painted scene of exquisite beauty on its medallion-shaped buckle, and open- 
mesh vvtirk, point-tt>ed Nxits whose uppers end in cry'stal teardrops that dan¬ 
gle dtiwn almost to touch the upraised toes. This form usually carries a yart- 
ing (guitar) of white sni>wwi.Kid. Very rarely Oghmiis avatar has appeared as 
a gigantic, sir'll-hurling old man whose flying Kkiy is entirely cloaked in his 
long, streaming hair and beard. He uses spells from any wizard schiXjL His 
divination and abjuration spells are cast at triple normal effectiveness in all 
respects and their targets receive a -3 penalty to their saving throws if any 
are allowed, 

AC ^5; MV 15 or MV R 24: HP 216; THACO 1; *.AT 5/2 
Ding ldB+ 12 (ktfvj suifjrd +i, +7 Stb, *2 sjx?c. Kmus in lung swurJ) 

MR 70%; RZ L (10 leer) or H (20 foci) 

Str 19, Dtx 20. Con 20, Im 25. Wis 22, Cha 24 

SrelbW:7/7/7/7/6/6/5/5/1 

Siive.s PPDM 3, R5W 1. FP 4, BW 4, Sp 4 

Special Att/Def: Oghma can ckatm everyone who can hear him who is 
not divine, even it that person is normally pnx?f against ckarmlike power<<. 
All beings in earshot must make a successful saving thrtnv vs. spell every' 
round he speaks or he charmed* Oghma can abo use ESP on all beings 
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within 180 yards nt himself, though nonnal protectis^e magics will work to 
thwart this. Though he prefers to wield spells, when he finds it necessary to 
attack physically, he uses a hut^ awird +3 that magically appears in his hand 
when he wishes, though it has no other apparent special abilities. Oghma is 
himself immune to all eittjrm'tvpe or emotion-altering spells and abilities 
and to any spell, effect, or ability that would in any way damage his mental 
faculties (Intelligence or Wisdom) or sanity'. 

Oghma'S yarting is able to play any song, tone, or noise perfectly, and 
can even sound like multiple instruments playing at once, Oghma can 
wring from it music to control its listener's emotions, making them so 
happy as to give up all hostile intent, sad enough to do nothing ocher than 
weep in despair, or angry enough to attack any target with immense feroc¬ 
ity (as Ixrsetkcrs, with a +2 to their attack rolls). (A saving throw vs. spell 
at a -2 penalty applies for each effect,) It appears to have other magical 
ptjwers, hut sages disagree on them, and they might change from time to 
time. Ae times, Oghma has been said to hnm his yarting to those of his 
taithlul who are performing some special deed of importance to him. Its 
abilities when SO loaned may vary from those typical to it in Oghma's 
hands. 

(])t h er M a n i fc st ati c> n s 

Oghma most often manifests as a blue-green radiance accompanied by dis¬ 
tinctive crawling chords of rising, almost menacing music. These are always 
the same, and only Oghma dare use them. Others who try to imitate the 
chords are visited by an immediate w'aming manifestation; if they persist, 
rhis is accompanied by a blue ring of flame that encircles and hums them 
either severely or fatally, depending tin the anger of the gid. The radiance 
is always accompanied by a strong seasation of being watched, and Oghma 
may even speak in an elderly, echoing, cultured voice, using words sparingly 
to say, for examples “'Well said," "’Tis well done," "Desist from thy course, or 
perish,” or "What ye seek is to be found in . . . ." 

Oghma has also been known to manifest ris a blinding w'hite light that 
may from time to time exEmde two blaring eyes of fire, emir beams of col¬ 
ored force that bestow magical effects, or project hands that can point, 
carry, or wield items. He alw uses various golems, translators (see Mediators 
in the Plan escape Monstrous Compendium Appendix), electrum 
dragons* feyscags, watchers, and watchghosts to demonstrate his approval or 
disapproval or Tii send aid to his faithful. 

Thtt Church 

Cleruy: Clerics, specialty priests, monks, bards, wizards 

Clergy's Aljun.: LN, N, CN 

Turn Undeah: C; Yes, SP: Yes. M: No, B: No, W' No 

Cmnd. Undead: O No, SD No, M: No, B: No. No 

All clerics, specialty^ priests, and monks of C’Jghma receive religion (Faeriin- 

ian) as a bontis non weapon proficiency. 

Oghma is venerated by sages, wizards, and the know ledgeahle. He is par¬ 
ticularly worshiped hy hards, who also show their bended knees ro MiHL 
Anyone seeking information, particulatlv If-ist t.ir hidden infiirmation, sends 
a few’ good words ii’i Oghma's dircctii>n and asks for his blessing. 

All priests of Oghma are called loremasters. Other clergy’ include a smat¬ 
tering ot hards and wizards. All races are freely aJmirtei.1 to the priesthtxid. 
Tlie cittire church hierarchy is devoted m the spirit of one man. the Grand 
Patriarch oi Oghma, who until the Time of Troubles made his home in Pro- 
campLir and was recognized as being the "voice of Oghma." During the 
Time ot Troubles the GranJ Patriarch Jisjippeiired without a trace. Answers 
frotn Oghinii have been conllicting and confusing as to what happened to 
him. The Patriarch's house in Procampur has become a shrine to Oghma. 
Until the Gran^i Patriarch's fate is know n, the church is running without 
an ulrimate head, and it has split into several factions and subfactions. 

The largest faction is the Orthodox Church of Oghma, which slot's not 
recognize anyone using rhe title Patriarch since its hierarchy holds that the 
Patriarch w'ho v anished during rhe Time of Troubles is stilt serving Oghma. 
Perhaps the Patriarch is on another plane of existence or has ascended to a 
semidivine state, hut neverrheless, until Oghma says othenvise, he is the 
only rightful Patriarch. 

The second large.st faction is the Church of Oghma in Sembia, which is 
distinguislied mainly in that it believes a new Patriarch has Keen ap¬ 
pointed and that all kntiwledge should be tested and proven to be w'orthy 
ot dissemination btTore it is given out into general relctise* Tltis faction is 
joined in its stance on the church hierarchy, but not on theology, by the 
Pursuers of l\ire Kni>wledge m Mintar. (The Pursuers of Pure K^c^w1eJge 
have met a great many setbacks recently due to M intar being taken over 
by Teldorn Darkhope, Lord Knight Imperceptor of the Dark Lord, who 
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claims to sewe Bane reborn and has killed all who oppose him openly. The 
church opposes him, therefore, covertly.) 

To date, there has been a tenuous cooperation between most regional 
churches, but a recent rift between the Church of Oghma in Sembia and the 
Orthodoxy in Cormyr has cause*.! relations to be broken off totally between 
the church in those nations. Loremasters of the one nation are not welcome 
in the others' temples and vice versa. The heart of this problem seems to 
Itave been cau*sed by assumptions behind the keynote remarks of one Sem- 
bian loremaster at a Semhiani arts festival in which an extensive Cormyrean 
Oghmanyte contingent had come to participate. 

Acolytes in the serv ice of the Binder are called Seekers, and those of 
some accomplishment^TC’^enior Seekers. When an acolyte demonstrates 
clear (good and useful) inspiration, strlid serv ice in Oghma's cause, or true 
loyalty to the god to the discernment of at least twci pnesis of the Wise God, 
those two priests confirm the acolyte as a true priest of Oghma, bestow ing 
upon him or her the title of loremaster. Tl'iose who rise in the service of 
Oghma may win various titles in different places and jurisdictions, hut the 
most w idely recogitized hierarchy of ranks {in ascending order) is: Loremas- 
ter, Loremaster Amanuensis, Loremastcr Venturer, Lt>rcmaster Bold, Lore- 
Scribe of the God, Wise Anticipator, Inspirator, Inspirator High* Atlar, 
Higher Atlar, Loremaster High, Loremaster Most High, Eye of O^ma, Di¬ 
vine Hand of Oghma. The Church of Oghma in Sembia and the Pursuers of 
Pure Knowledge in Mintar use the titles (in ascending order) of; Advocate, 
Accomplished Advocate, Loremaster of the Twelfth, Loremaster of the 
Eleventh (and so on up to Loremaster of the Second), Loremaster First. 
Loremaster High, Learned One, and Patriarch. Clergy' address each other as 
"brother” and "sister” regardless of rank, and a polite form of address for out¬ 
siders and lay worshipers to use when dealing with any priest of Qghma is 
"lady (or lord) loremaster*” 

Dogma: Knowledge is most supreme, panicularly in its raw’ form, the 
idea. An idea has no weight but can mtive mountains* It has no height but it 
can dominate a nation. It has no mass but it can push aside empires. Knowl¬ 
edge is the greatest tool of humankind, outweighing anything made by mor¬ 
tal hands, ^fore anything can exist, the idea must exist. 

Knowledge is powder, and must be used with care—but to hide tt aw^ay 
from others is never a goixl thing. At least once within the passittg of each 
m:x>n, the clergy of Oghma shouUI copy some information of import in wTit- 
ten or inscribed form sti that records multiply and knowledge is not lost. 
Oghmanyte clcrg^’ are to stirte no new ideas, no matter how febe or crazed 
they seem, but to let them K’ heard and ctmsidercJ freely. They must never 
slay a singer, nor stand by w hile others do so. They are to listen to new^ bards 
when they meet them and sponsor bards when they can. 

A typical Oghmanyte charge to novices Ls: "Spread knowledge whenever 
it is prudent to do sti. Keep no secrets for their owm sake* Curb and deny 
falsehood, rumor, and deceitful accounts and histories whenever you en¬ 
counter them. Write or copy some lore of value and give it aw ay freely at 
least once a year. Hide some writings away while distributing others w idely 
%o that the wTitten knowledge of Faurun is larger w'hen you leave life than 
when you entered it. Sponstir, assist, and teach minstrels, hards, scribes, and 
record keepers whenever you encounter them and perceive a need. Spread 
truth and knowledge throrughiyut the Realms so that all folk may kntwv more. 
Never deliver a message falsely or incompletely, but always just as you re¬ 
ceive it. Teach any folk who ask how ro read and write or iis much of these 
crafts as time and tiLsks permit—and charge no fee La this tc-aching." 

Dayglo-Day Activities: Priests of Oghma have traditionally been i>f two 
starts: those who remain within temples, monasteries, and abbeys, spending 
their lives in analysis, rcat.iing gathered tomes, and copying out texts and 
spells as reque.sted and those who go tujt into the world to find the writings 
that fill the abbey libraries. There have alw’ays been conflicts betw'een the 
overly fussy pedants among the cloistered and those who chafe under the 
petty rules and infighting they encounter within abbey w’alls and prefer to 
face the real world as one of the W’ayfaring. Most abbeys of Oghma suppHiirt 
themselves hy selling maps, scribework, and spell scrolls. WayTiring clergy 
are frequently sent armed with spell scrolls to trade and coin to purchase 
learned svorks and scrolls with by abbeys. 

Waytaring priests w’ho run out abbey funds or who are independent of 
any abbey make their own writings from observations of Faerun and make 
money by teaching, selling maps, writing poents, letters, songs and lyrics for 
various patrons, and answ’ering specific questions about Faerun from their ac¬ 
cumulated .Store of knowledge. Their map copies are always of real maps. A 
member of Oghma's clei^' may sell a map that she or he know s to err in sijme 
respects but be the best av’ailable, hut can never knowingly sell a false map 
or a copy ot it. An Oghmanyte is expected to publish at least one btjok and 
cause it to be delivered to at least three temples of the Wise GcJ. Such Kxiks 
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may be some sort of small chapbt,x>kt such as a collection of song lyrics over^ 
heard from observation of performing minstrels, or they may even be ro¬ 
mantic fiction, so long as such works realistically portray an existing society 
iK place in the Realms and so impart stvme true knowledge to the reader, 

Priests of Cunm are paid to give advice and draw up contracts, and they 
may even work Jirectiy for rich merchants, giving ad^'ice and judging the 
reactions of opponents of their patron during tough negotiating sessions. 
They receive tribute for Cuma l^fore metcltants make important business 
deals and before the inhabitants of l^rpar. Estagund, and Var the Golden 
embark on new ventures. The priests who work at the Library of Ctima (sec 
Major Centers of Worship, below ) alstj manage and supply the teams of ex¬ 
plorers and sages who constantly update that vast storehouse of knowledge. 

Holy Days/Important Ceremonies: Midsummer and Shieldmeet are 
the most sacred days tjf the Oghmanyte calendar since they occasions when 
agreements are made or renewed and many contracts, bonds, and the like 
are dtawm up. However, a priest of Oghma must observe two solemn rituaU 
every^ day: the Binding and the Covenant. The Binding is a morning ser¬ 
vice wherein the symbols of Qghma are written in the dirt, in ashes upon a 
stone altar, or in the mind if a clergy^ member happens to be shackled or 
otherw ise unable to write, w hile a silent prayer of loyalty and praise is made 
to Oghma. The Covenant is an evening sersuce during which a passage 
from some work of wisdom is read aloud or recited from memorv, a song or 
poem is tiffered up to Oghma, and some item of knowledge that the clergy 
memher has learned during that day is spctken aloud to the gotl and to any 
fc 11 owf c letgy present. 

In monasteries, temples, and abbeys of the Wise God, the rest of the day 
is typically occupied by readings aloud from great books of lore, philosophy, 
and history at gatherings held every two lumrs or so. It should be noted that 
almost all temples to Oghma have their ow n rituals that vary from one 
temple to the next except the Cornerstones of the Diiy (the Binding and 
the Covenant) and that many have two different sets of rituals: those lor 
the resilient clergy ami those for laity and visiting clerg>'. 

Major Centers of Worship; Candlekeep is traditionally the greatest 
center of learning in FaerCin, and one of the most holy places of Oghma, 
The Leaves of Learning temple in Highnujon (Deepingdale) is the most 
recently pTominent center of wordiip (thanks to the Index of Danali—see 
Vob's Gwide to the nalcbtitb for mi>re information), but several temples are 
vying for supremacy in Oghmanyte wtvrship in Faerun at present: the 
Tower of Thought in Selgaunt. w^here Most High Learned Priest Urdiyvan 
Eraen leads the C-hurch of Oghma; the gilded Domes of Reasem temple in 
Procampur, where High Loremaster Librarian Esremher Omtabr seems to 
he winning a vicious power struggle to succeed the Patriarch of Procampur 
as leader oif the Orthodoxy: and the House of Many Tomes fortified ahbev^ 
in upland Impikur west ot Songhal, where Loremaster Most Exalted Pres- 
paerin Cadathlyn daiins to have reached *‘a neu' closeness” to the Binder 
and has taken the title ‘Binder of Faemn” as a mark of his oneness with 
the god. The Font of Knowledge in Waterdeep is also notable as the most 
recently completed grand temple of Oghma, It was finished in Midsummer 
of the Year of the Bantur (1568 PR) and is kd by Loremaster Most High 
Sand re w the Wise, Savant of Oghma. 

The Library of Curna in rhe Curna Mountains (also known as the 
Mountains of Wisdom) in the Shining South holds the most prominent 
center i>f scholarship and worship of Oghma in the guise of Curna. Its con¬ 
tents are sattl to differ tnuit CanJlekeep^s in that they locus int>re on cur¬ 
rent events, husiness, and naturalistic studies that Candlekeep's collec¬ 
tion, whixse strength is hy far in historical works. 

Affiliated Orders: While rhe church i>f Oghma sponsors no military or 
knightly <^rders. it sprea^ls its aegis over a countless number of monkish fel¬ 
lowships, scholarly orders of honor, guilds of naturalists and herbalists, and 
colleges of bardic knowledge. Stime of these include the Chiiaren of the 
Pa,ssivx' Voice, an order of learned monks whose members protect many li¬ 
braries and abbeys; the Order of the Gilt Laurel, an honoraiyf society of 
historical fiction authors; the Fellows tjf the Forest, a naturalist society, 
and the Companions t>f the Silver Strings, an order of heroic bards who 
acted valiantly ar risk of their own lives in the service of the church of 
Oghma. The Oghmanyte faith also has ties with Thtuse Who Harp (the 
HarfUTs), an organhation wivrking for good and against the rise of great 
powers throughout Factun. 

Priestly Vestments: All priests tif Oghma have ihe same ceremonial 
dre,ss white shirt and trou.scrs with a vest of black and gold brocade. The 
shirt slee\’es arc wide, hut tied at the wrists. Tlie vests^ known as kfmEkira, 
depict many glyphs, ,sigil!s, runes, and syrnKtls of magical power, arcane 
meaning, and significance in varitius realms of Faerun down through rhe 
ages. Such u’larkings are sewn tin by the wearer using giild hraij. They may 


b« of any sort and size and arc displayed on arty spot on the garment that 
the wearer desites. At any time a priest ascends a level, she or he usually 
sees the symbol to be sewn in a dream vision. Kantlara are thus personal 
and individual garments. 

Priests who lose or are separated from their kantlara are allowed to use 
purple or crimson vests adorned with a simple scroll of Oghma on the back 
and the symbol of Chelsinara on both breasts. This symbol, named for an 
important early priestess of the god, consists of two cupped hands, fingers 
uppermost and thumbs touching. It means *"1 learn.” It is the badge of 
Oghma used by all who worship him, both and clergy, to denote their 
membership among his faithful. 

A small Kixlike hai is worn in ceremonies held on sacred ground; off of 
ground holy to Oghma it is removed. In addition to their other ceremonial 
garb, the priests of the breakaway Church of Oghma (in Sembia) always 
wear a harlequin's mask. 

Adventiiring Garb; In the field, Oghmanyte priests have a relaxed 
dress code, w^^aring what they choose and usually choosing as mucli armor 
as possible. The (ihurch of Oghma (in Sembia) retains the harlequin's 
mask, but only within the borders of Sembia. 

Priests of the Wise God are encouraged to Je^ elop any musical skills 
they posses under the tutelage of .seniot clergy and hards 4 >f accomplish¬ 
ment, and they usually carry some sort of instrument on their persons as 
well as some means of writing things down. Many loremasters cany items of 
minor temple magic known as pens of Oghma. These are quill pens that do 
not break, glow at the writer’s will brightly enough to .see to write or read 
by, and generate their own endless ink: a substance that does not blotch or 
fade and dries instantly. 


Specialt)^ Piiests (Lorekeepers) 


Requirements: 
Pm ME Req,: 
Alignment: 
Weapons: 
Armor: 


Intelligence 12, Wisdom 14 
I ntel I igc nee, W isdom 
N 

All bludgeoning (wholly Type B) weapons 

All armor types up to and indtiding banded armor; 

shields 


no 


Major Sfheress; All, astral, combat, charm, divination, elemental, 
guardian, healing, protection, summoning, thought, 
rravelers 

Minor Spheres: Anitnal, creation, necromantic, sun, wards 

Magical Items: Same as clerics 

Req. Props: Ancient history, local history 

BfiNUS Profs: Modern languages (pick one), reading/wrttmg (Com¬ 

mon), readirig/writing (Tliorass) 

• Lorekeepers may be of any race. 

• Lorekeepers can use weapons in combat but are most comfortable 
wrestling, a type of combat at which their deity is excellent. If the 
Player s Handbook rules tor wrestling are used, lorekeepers suffer no 
penalty for wearing armor and receive a +2 bonus to their attack rolls 
when wrestling. Wrestling is covered in the Oimhar chapter under At¬ 
tacking w'ithoui Killing in the Punching and Wrestling section. If the 
martial arts rules from Tke Complete Fig/iter s Handbook or Tke Complete 
Priest s HandifxJok are used, lorekeepers spend one weapon proficiency 
slot to specialize in WTe.stling (rather than the two normally required, 
one ior martial arts and one tor wrestling) and gain +2 to their attack 
roll as a specialist: all other aspects of specialization in wrestling work 
as in the section on Specializing in Wrestling. If the unarmed combat 
rules from PlaVEr's OPTION ; Combat & Tactics are used, lorekeepers re¬ 
ceive a ’FZ bonus to their wrestling attack rtdis and are otherwise expert 
wrestlers as discussed in the Wrestling section of the Unanned Combat 
chapter, 

• At 3rd level, lorekeepers are able to identify (as the Ist-level wizard 
spell) an item once per day. To use this ability, a lorekeeper must be in a 
temple, shrine, or other area sanctified to Oghma or within the taJims of 
a proteakm frmn cid spell. 


■ At 5th lev el, lorekeepers are able to ca.st /riends (as the 1st-level wizard 
spell) once per day, 

* At 7th level, lorekeepers are able to mass charm (as the 8th-level wizard 
spell) twice per tend ay. 

* At IQth level lorekeepers are able to cast legend lore (as the 6th-level 
wizari:! spell) twice pet tenJay. To use this ability, a lorekeeper must be 
in a temple, shrine, or other area sanctified to Oghma. 

* Lorekeepers are treated as having four additional experience lev^els 
when attempting to turn creatures that arc native to rhe Outer Planes. 
They rum 4>ther creatures normally. 


L 
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Specialty Priests of Ciirna (Wise Ones) 

REQUtREMENt!^,: Intelli^tirvce 13, Wisdom 13 
Prime Req.: \ intelligence* Wisdom 
AuipNMENT: ' LN 

Wea pons: Alibi ud^eoning (whol Iy Type B) weapons 

Armor: Any nonnietalUc armor or shields 

Major Sphehbss: All, charm* creation, divination, Kealing, protection, 
summoning, thought, traveler?; 

Minor Spheres: Guardian, necnmiantic, san, weather, wards 
MAtiiCAL Items: Same as clerics, plus any used to enhance knowledge, 
such as Cine’Stol ixil/s, u-emds of mrtgic dcEecdiTn. etc, 

Req* Profs: Local history (of one place not in Durpar, Estagund, or 

Var the Golden; pick one), mt>dem languages (pick one) 
Bonus Profs: Local history (all of Durpar, Estagund or Var the Golden; 

pick two), modem languages (pick one), reading/writing 
(Common), reading/writing (TTiorass) 

• Wise i^mes have a 3*?^' chance per experience level to recognize any given 
magical item for whar it is. Tltis power Jtics not bestow exact knowledge, 
but works much ns a hard's ability to identify the general purpose and 
function of any magical item. 

• Wise ones cast d i v i nat ion sphere spe I Is as if they we re th ree ie vels higher 
in experience than their actual level. 

• At 3rd level, wise ones can cast amprehend languages (as the Istdevel 
wizard spell) tmee per day, 

• At 5th level, wise ones can cast /Herids (as the I st-level wizard spell) once 
per day. 

• At 7th-level, wise ones can cast ^cme of fnidi and person (as the InJ- 

level priest spells) once a day. 

• At 10th level, wdse ones can generate a blinding /Josh once a day. This 
beam of light erupts from a w ise one*s holy syrnKiI and affects a single tar¬ 
get, which must make a successful saving thrown vs. spell or be blinded. 
This blindness lasts until it is magically dispelled or the wise one lifts it 
hy silent act of w'ilL 

• At 12th-level, wise ones gam the permanent and constant benefits of 
free actim (as the 4th-level priest spell). 


O^hinanyte Spells 
2 nd Level 

Impart Knowledge (Divination) 

Sphere: Thought 

Range: Touch 

Components: S 

Duration: Instantaneous 

Casting Time: 1 

Area of Effect: One being 

Saving Til row; None 

This spell allows the caster to communicate complex thoughts (including 
magical symbols, diagrams, maps, explanatory images— ^ which may move in 
sequence to shrm^ a pnxiedure—and the like) silently to the ininJ of the re¬ 
cipient hy touch. This spell is often used to show an individual the likenesses 
of other beings as an aid to recognizing them, to show^ a clear route or direc¬ 
tions to an Linfamitiar place, or to quickly transfer lists of names, heraldic de¬ 
vices, or other symbols. The information is transferred instantaneously, leav¬ 
ing the recipient to mull its implications oi er later. This allows the spell to 
he of use ro dying priests who have little time lefr or in the frenzy of battle 
when only moments of contact are possible. 


along with their magic. The quilLs writing does not trigger expUalve Tunes, 
glyfAs, or other traps, and creates an identically functioning ma^ca! dupli¬ 
cate of such dangenxJS nu^ic (if any is present). 

The writing of a duplicate U of identical size and spacing to the originaL 
allowing perfect foi;geries to occur. However, if the size of wTiting surface or 
the spell duration doei not permit the entire writing ip be copied, the entire 
copied writing fades away, and the spell is lost and ruined. (The pen writes as 
fast as the caster can.) Being rendered unconscious or commencing other 
spellcaSTing ruins the magic. The caster must view the writing for the pen to 
work. (Brief glances away or interruptions do not hanu the WLirking of the 
spelL) 

The mind of any caster can only encompass one duplicate spell at a time 
and attempts to go beyond this limit re^lt in feeblemindedness (as the suc¬ 
cessful effect of the Schdevel wizard spell /ecHcmind)^Casting duplicate 
causes the caster to instantly lose I Kit point pet experience level currently 
possessed. The loss of these hit points may only be reversed by the casting of 
a u;isli or liinited Hish spell or the casting of a ifieo! spell on the recipient by a 
high priest of Oghma in the sanctuary of an Qghmanyte temple. No saving 
throw against the Joss of the hit points is allowed. Death caused in this way 
destroys all spellcasting ability, so a priest who died casting dw/jkoite and was 
raised could no longer function as a priest, hut only a lay wv>rshipet. 

The material component of this spell is a feather. 


7th Level 

Spellbind (Altenstion, Necromancy) 

Sphere: Necmmantic, Protectiem 

Range; Touch 

Components: V, S 

Duration: Special 

Casting Time; I round 

Area of Effect: One being and one book 

Saving Throw; None 

This spell enables a caster who is touching a book of any sort and a living 
creature to cause bttok and being to be bound together Any damage done to 
the hook is suffered hy the being by the same means. (For instance, if the 
book is put into flames, the spell recipient is burned, no matter how distant 
from the btkik.) How'cver, the linked being can vanish into the book w^hen- 
ever desired. 

Materializarion and dematerialization both take I round. While within 
the book, rhe bound being can see, hear, and speak normally, but cannot 
move things, including the bot>k, nor fed or move its btkly, clothing, or any 
carried items. A being spellbound in a cannot be seen by those exam¬ 
ining it by nonmagicaI means. The spellbound being can read the surface 
thoughts of anyone reading or flipping thrrnjgh the book (akin to the Ind¬ 
ie vel w'izard spell ESP) if it concentrates on doing so. 

A spdlkiund being can freely leave the kx>k it is linked to at any time 
unless other spells are cast upon the bt.x>k to restrict this. While within the 
tome it need not test, sleep, eat, ivr drink. Ail body prticesses, Inc hiding heal¬ 
ing, are suspended for the spellhound being while it is in the book. 

A successful dispd mqgic cast hy a spdlcaster of at least 20th level destroys 
the binding betw'een hook and being without damaging either. Utter de¬ 
struction of the book ends rhe spell and deals the K^ing it was linked to 4t.l 1 2 
points of damage. The death of a spellbound being in tum forces an item 
saving throw vs, acid on the book to avoid its cnimbling to dust forever. Tltls 
disintegration takes three rounds and can he halted by a successful dispel 
TTiagic spell, uish, or fimited wish cast w ithin this time. 


4th Lc% el 

Duplicate (Altenithin, EvtKstion) 

Sphere; Great itm 

Rit tige: 10 ya rds/level 

Components: V, S, M 

Duratiiin: I round/ltw'cl 

Casting Time: 7 

Area of Effect: Special 

Saving Throw; None 

This spell causes a translucent, obviously magical quill pen to appear in 
midair. This animated pen generates its twn ink and copies any writing ot 
inscriprkm of the ca.ster s choice that is within range onto any wxiting sur¬ 
face, such as paper, vellum, smooth painted wall, or flat wood, available 
uiihin spell range. If there is a choice of WTittng surfaces available, the one 
chosen mentally by the caster h used. 

Siudb can be copied by means of this spell, creating a copy that is identi¬ 
cal to the original lor piirptises of study. Scrolls can be tluplicared by the spell 


Selune 

(Our Lady of Silver, the Moonrnaidon, 
the Ni^ht White Lady) 

Intermediate Power of Ysigard, CG 

PoRTFciLlo: Moon, stars, navigation, navigators, wanderers, seekers, 

gtKjJ and neutral lycanihropes 

Auases: Bright Nydra (Farsea Marshes), Elah (Anaurtx:h, among 

the Bedinc), Lucha (Durpar. Estagund, and Var the 
Golden) 

Domain Name: Ysgard/Gates of the Moon 

Superior: None 

Allies: Mystra, LI lira, Sune. Tyinora, Eilistraee, Sehanine 

Moonbow, Shaundakul, Eldath, Chauntea, Valkur the 
Mighty, Laihandcr 

Fues; Shar, Umherlee, Mask, Moander (now^ dead) 
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SyviirRJJLr darkly beautiful human female eyes surrounded by a 

circle of seven silver stars 
WoR. Align.: LG* NG, CG 

When Selune (Seh-LOON-eh) journeys to the 
Realms* she is said to appear in many forms and is 
depicted in religious art as everything horn a female 
face on a lunar disk to a dusky'skinned woman with 
wide, radiant eyes and long ivory-colored hair to a 
matronly, mtddle'aged woman w^hose dark hair is 
streaked w-irh gray. In Durpar* Estagund, and Var the 
Golden, Sehlne is worshiped as part of the Adama, 
[he Durparian concept of a world spirit that embraces and enfolds the di' 
vine essence that is part of all beings* Here she is known as Lueba, She 
Whi> Guides. Luc ha oversees connections and relationships, guiding herds- 
men to gix>d pastures, blessing marriages, helping lost ships at sea, and en¬ 
suring safe births. It can he safely said that as the moon changes, so does the 
nature of the m^xin goddess* 

SelOne's eternal foe is the evil goddess Shar, and she battles her cease¬ 
lessly on many planes of existence, both through mortal worshipers and 
serv'iror creatures. The undying enmity between the two goddesses predates 
the existence of most, if not all, of the present-day existing Facrunian 
deities. The enmity between Shar and Seltine carries into their priesthoods, 
such that open battle often occurs when follawers of each faith meet. 
Selune also struggles wlrh Umberlee constantly over the fare of ships at sea 
and with Mask over the works of mischief and ev'il he perftirms in the shad¬ 
ows the mcx>rt's soft glow' creates. 

Selane is a caring bur quietly mystical pow'er who often seems saddened 
by events perhaps millennia old. While .she is normally calm and placid, 
her war with Shar is fierce, with neither side giving or receiving quarter. 
She is seen in many ways by bet foUowens, who are a diverse group, and she 
is at rimes effcrvescently joyftil and active, at others maternal, qtiiet, and al¬ 
most poetic, and at yet others warlike and fierce, showing little mercy to 
her hx.'S. 

Before the Time of Troubles, Selune bad ser^'ed Sune for some centuries 
after being independent for millennia. After the Godswar, she w'ent her 
owMY way again. Her relati(mship with Sune and Lliira is still exTremely 
friendly and cooperative, 

SelOne is served by the Shards, a group of shining female servitors. The 
Shards can grow w ings or banish them as they desire and have long, flowing 
blue hair and pearly-white skin. Thev are in reality' planetars. 

(Mage JO, Cleric 22, Mystic 20, Fighter 16, Bard 12) 

Selune lias a calm, placid nature, bur the .specifics of her personal form 
change with the mmm. Sometimes she appears as a dusky-hued, long- 
limbed woman with wide, radiant hme-green eyes and knee-length tresses 
of ivory'^w'hire hair, and sometimes she is a ghostly, lithe form w ith dark hair 
and eyes hur robes of whire rhat trail moon motes (see Other Manifesta¬ 
tions, beli>w). At other times she appeani as a fair bkit matronly vviiman of 
middling years, who dwells among mortals from time to time, ntost recently 
as an innkeeper in Water Jeep. In time with the tiuxun, Selune is continu¬ 
ally either growing to full glory or aging and dying, hut this change is only 
in outward appearance and Joes not invtilve any Jiminishment of powers— 
at least, as far as dealings with mortals are ctmeerned. Whatever her form, 
she constantly glows with a faint blue-white moonlight whenever her sur- 
roLinJings are dark. She has access to all schtxds and spheres I'lf spells, ex¬ 
cept the plant sphere, but cannot cast spells that create darkness as their 
primary function. She rarely casts the reversed, damaging forms of necro¬ 
mantic sphere spells i^r healing spells, and then tmly in pressing circum' 
stances. She has acces.s to all quest priest spells a 1st). 

AC^; MV IS; nr W-, THACO 0: MT 5/2 

Hmc ] d I 2+ 16 or IJ12 + 5 fiTn>(jnWtxd4? or Wand vf Fr>ifr MtHJiri, +7 Str. +2 spec. 

K)nus ill cither weapon) 

MR 80%:SZL(]0lwt) 

Str 19, Duk 22, Con 19, In r 25. Wis 24, Chx 21 
Spells p: 13/12/11/12/12/8/1. W; 7/7/7/7/7/7/7/6/6 
Save. PPDM 2, RSW 1. PP 5, RW 4, Sp 4 

Special Att/Def: Selune prefers nt)i to fighr unless she must, and when 
she must, she is an awe-itYspiring figure t)f martial fury' and coordinated dis¬ 
plays of magical prowess. Selune uses a moyrrbktdc +3 (similar to the moon- 
blade spell he low) tir the \Xhnd of Four jMfxjrLs in battle and strikes as if she 
w'ere specialized in rhe use of both* Tbe W7md of Four Moons strikc.s for 
Id 12+1 points i4 damage and gives its wielJer specialization in its use. It 


has ocher abilities, including the combined capabilities of a wand of pora- 
Njorion, a uand of |?oKmoppiwhg, a wand of lighming, a rod of security, and a 
rod of Temrrection (either one use of any of the abilities of these wands or 
rods or normal attacks in a round are possible for Sdune), but all of its abil¬ 
ities are unkn<,jwn. Her scale mail, w'hich she wears only in battle, has 
opalescent, perfectly round scales that glow with a dim silver light* While 
Selune^s Armor Class does not appear Co be affected by her scale maiTs pres¬ 
ence or absence, she sometimes loans this scak mad -^5 to beings on a quest 
or perfonriing a scr\'ice for her. When used in such a way, it works as if it 
had the special abilities of armor of lending and plate iTuui of etkerealndi^ and 
the w'eighi and encumbrance benefits of efven ebajn mad. 

All Sehine's spell effects begin as streaking moonbeams, altering to their 
true spell effects only when they near their intended target or area of effect- 
Her fio!> ward spells automatically banish evil extra planar creatures of less 
than divine poYt et to their home planes, and within 100 yards of her, no 
summoned creature of good may He dispelled or involuntarily returned to 
its hotiYC plane. 

Selune radiates pTatecrian ^rom ei^d in any radius up to 100 yards at will* 
Light- and electricity-ha*sed attacks cannot hamt Selune, and neither can 
she be affected by illusions, chorat-type magic, charm sphere speils, attd en- 
chantment/charm spells* No lycanthrope may lift a hand agciinst bet. She 
may cast any divination school or sphere spell as an ahility; such spells do 
not count as part of her spell allotment, and she may cast one divination a 
round in addition to any other spells she can cast or actions she can take in 
a round. All beings make saving throws at a -3 penalty agaiiYSt her divina¬ 
tions when saving throws are allowed. Selune may nor be detected by or 
consulted by divination magics unless she wishes to he. (She always answers 
her own clergy.) 

Other Manifestatfons 

SeluiYe t)ften manifests as trails of dancing light motes known as "mLHYnJust" 
or “moon motes" that resemble will-o^-wisiYs, These guide folk who are lost 
at night or W'ho must travel ov'er treacherous ground; they alstn appear in 
order for her faithful to provide the light necessary to perform a delicate 
task. These mexm motes may exude sparkling, glowing drops of pearly liq¬ 
uid—“drops fallen from the moon"—w'hich Selunjte clergy' gather and prire 
highly, using as an ingredient of power in many helpKil potions and healing 
ointments. She also sends owls, weredragons, certain iycanthropes and 
shapechanging creatures, and the Shards to aid mortals or to show' her fav'or 
or presence. 

The Chure'b 

CLtRtiv: Clerics, specialty priests, crusaders, mystics 

CLERt;Y ‘s Aj.ign*: LG, NG, CG, LN, N, CN 

Turn UNnEAn: C: Yes, SP: Yes, Cru: No, Mys: No 

Cm NIL Undeao: C: No, SP; No, Cru: No. Mys: No 

All clerics, specialty priests, crusaders, and mystics of Selune receive religion 

(Faerunian) as a bonus nonweapon proficiency. 

Selune is worshiped by a mixed bag of follow'ets: navigators, sailors, 
W'omen, female spellcasters (espectally those bom under a full muon or in- 
teres red in divination), gtxxi- atYd neutrab aligned Iycanthropes, those who 
w'ork honestly at night, tht>se .seeking protection from Shar, the lost, the 
questing, and those curious about the future. Couples look to Selune to 
bless them w'ith children when they are ready, and women liK)k to her for 
courage, strength, and guidance. The demands .she places on her follow'ers 
are few, and the goddess is reputed to be free w'lth her gilts and boons to 
TiYortals, 

Selune s priesthiKKl is as diverse its her Yvorshipers, wirh hers being truly a 
faith that prtimotes equal access and understanding. Reflecting the chaotic 
and scartcreJ nature of the church of Selune, its hierarchy is a hixigepojge 
of clerics, specialry priests, crusaders, mystics* informer] or blessed lay indi¬ 
viduals, and a smattering of gtKxl-aligned Iycanthropes (both natural and in- 
tecred). All ci.x)perate in rebtivc^if rollicking—peace under the symbol of 
Our Lady of Silver. Mcttibers of this diverse group all worship rhe goddess in 
their ow n styles. Her churches vary' as do the phases of the mt-xin, from opu¬ 
lent temples in Waterdeep tii siiiYple shrines in the Dalelands, fVt)m her- 
mirages and hilltop dancing circles to ornate mamiott temples. 

A great deal of mtKjn-relateJ activity occurs in and arjuunJ Waterdeep, 
and most of this is attributed to the temple to Our LadTy of Silver. Most 
Seluinites, how-ever, tend toward smaller shrines and individual worship, 
since Anywhere the lull moon shine.s is the place for Selune." Selunites 
refer to night conditions as being either "moonlight" (the moon is present, 
though perhaps not immediately visible) or "nighrgltK>m" (the mtxin is not 
out or is dark). 
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Selflnitu priests use ii wide variety of titles, but novices {not yet full 
priests) arc always Icnr™ n as the Called, and human females tend to domi¬ 
nate the ranks of the mi>re powerful clerg^^ Typical Seliinite tides (in ascend¬ 
ing order) include: TtMJcheiX Eastarred, Moonbarhed, Silverbrnw, Lunar, Ini- 
tiate, and High Initiate. All of these tides are followed by “Pnestess/Priest,” 
Those titles that follow these in rank tend to begin with 'Trie&tess/Priest of 
the" and end in some form traditional to the individual temple or shrine the 
priest is aftiliaied with. It must he stressed that outside of Warerdeep and 
other larger city temples, many departures from these torms of titles will be 
found. The elite specialty priests of the goddess are knowat assilverstars. 

Selune as Luc ha is worshiped by nearly everyone in Durpar. Her wor¬ 
shipers believe that she will gtiide them to the most profitable customers. It is 
widely believed that Lucha herself watches over all marriage performed by 
her clergy, and nearly all marriages in Durpar are performed by priests of 
Lucha. Her priests work ceaselessly again.st those of Mask and other evil gods. 

Dogma: Selune's ethos seems to be one of acceptance and tolerance over 
any other overriding principle. All are to be made welcome in her faith and 
seen as cijual, and felli>w Selunites should be aided freely, as if they were 
one’s dearest friends. ''May Selune guide your steps in the night, and bring 
them to the new dawn" is the common blessing of priests of Selune to the 
faithful. 

Novices are charged with the wtirds of the goddess: "Let all on whom my 
light falls be welcome if they desire to be so. As the si I vet moon waxes and 
wanes, so toi> Joes all life. Trust in my radiance, and know' that all lot'e alive 
under my light shall know my blessirrg. Turn to the moon, and I w'ill be your 
true guide." 

Day-to-Day Activities: Priests of Selilne spend their time w'andering 
Faerfrn reaching out to the faithful and to potential worshipers of the mtx>n 
goddess, since Selune can be worshiped anywhere on the surface world. 
They make much small coin by telling fortunes, because folk who tr^' to read 
the stars never achieve the same success rate in predictions as do clergy 
members who can call on Selune tor real guidance. In this way, Selune 
steadily gains worshipers from the ranks of those w'ho bx>k to the night sky 
for guidance. 

Members of the Selunite priestbtKid face lycanthropes fearlessly and 
thereby win respect among tarmen; and other members of the common folk. 
They are also, by the Lady’s command, generous with their healing, often 
charging \'cry little beyond a meal and a warm place to sleep for straightfor- 
waai healing. Selune's way thus makes the goddess ever more popular and 
keeps her clergy' hardy, we 11-traveled, and in practical touch with the natural 
world. 

The Moonmaidens clergy are encouraged to be self-reliant, humble, and 
yet make as much of a success as they can in the w orld while alw'ays remain¬ 
ing as helpful and friendly to the lonely and to decent folk as possible. By 
this iong'Sighted policy Selune allow's her clergy' to become happy, fulfilled, 
impe^rtanr people, and sees her faith steadily gain power thereby. Our Lady 
of Silver is inclined to be lenient in matters of alignment and religious oK 
ser\'ance. Self-reliance and finding one's ow-n, practical path are more im¬ 
portant rban fussy detail in her faith, and so Selune is also gaining favor 
among eccentrics, adventurers, and mavericks of all sorts, including out¬ 
casts. Many sages expect Selune to rise again great mighr among the pow¬ 
ers, perhaps within their lifetimes. 

Holy Days/lmportant Ceremonle.s: Selunite clergy embroider their 
rituals into ipjite individual, uniL^ue observances. The basics of these are 
o|\;n-air dances and prayers under the moonlight with offerings of milk and 
wine poured upon a central altar during the nights of every' frill mtjon and 
new mmm. These rituals are often called night stalks and during them her 
priests reatiirm their closeness to the Night White Lady and comuiMue w'irh 
her when po^isible. 

Tile most sacred rituals of Selune are the Conjuring of the Second Mcxin 
and the Mystery' of the Night. Tfie Conjuring of the Second Moon is per¬ 
formed t>nly during Shieidmeot, It summons the Shards ro do the bidding of 
the mrirtal clergy', often to do battle w ith minions of Shar. TTie Shards always 
take one mortal prie,sress ttj he one of them before they depart. 

The Mystery' of the Night must he performed at least once a year by every’ 
priest. During the Mystery ritual, Selunite priests cast certain secret spells 
and lie before the Moon maiden’s altar, from whence they fiv upward and spi¬ 
ral annind the mixm in a trance w hile rhey speak perstmally w ith Selune via 
mental visions. This ritual causes a mortal Idl2 points of damage as it is so 
draining, hut this damage heals normally through rest or the use of healing 
magic. 

When the gc>Jdess is pleased, she causes mtxmlighr to bathe the wine tjr 
milk poured our on her altar, which transforms it into rnmn/fre: an opales¬ 
cent, glowing, ,soft-,a.s-silk, ambulatory' fluid mass the consistency of custard. 
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The nifwnfire flows down from the altar to touch nr envelop beings and 
items. Its touch destroys undead, enchants objects to make them magical 
items for the use of SelOniie clergy', and confers special powers on creatures. 
Moonytre vanishes when Selune w'ills and bestows power as she wills. Those 
who steal it gain nothing, and there is no know'n means of forcing it to yield 
up a specific pow'er. 

Typical magical items Selune creates with her mnon/ire include bmct?Ts of 
de/ense, mouncinab, mixjn motes, potions cf itngs of shooting stars. 

and various magical shields. MtKmfire-created bracers of defense, in addition 
to working as other such bracers, allow' their w^earer to iinension door once a 
night from one moonlit place to another. A »Tiooruriod< is a silvery-gray cloak 
that combines the powers of a cloak of protection -i-l with uater udking and 
levitate ar will. A moon mote is a nmnd, smooth scone that can become danc¬ 
ing lights upon command under the directional control of whoever is holding 
the moff; range and duration for the effect are as if cktndng ligliES were cast by 
a 22nd-level w'iiard. Potions of muou-healnif restore 4dS+A point,s of damage 
to injured mortals and can he split into four doses that cure 1J8 points of 
damage each. To natural or infected lycanthropes, potions 0 /mr^on-hedfng; re¬ 
store 8d8+8 points of damage or yield four doses that cure 2d8 ptrints of dam¬ 
age each. 

Moo?v/tre can also bestow magical powers upon mortal worshipers of 
Sekine under special circumstances. Tliey work, when appltcahle, as if their 
users were 22nd-Ievel mages. Typical special powers include; 

• Dispel magic at will once per moon (month). 

• Featlier foil in moonl ight at wi 11 or when u nconscious and descend 1 ng ti n - 
controlled. 

• Fiy (as the wizard spell) for as long and as often a$ desired one night per 
moon. 

• fdenti/V objects by touch seven times per moon. 

• 30-foot infravision. 

• locate object at w ill w'ith no time or space limit within Faerun once per 
moon. 

• Remote curse by touch once per mo€>n, 

• Telefciuesfr once per night for as long as desired, but only w hen in mtxin' 
light. The ability ends abruptly in darkness or in nightgliKim, 

• Immunity to all powers of and damage from elven iTuMoblades. 

• Ci.>mplete ccrntrol over lycanthn>pic transformations for seven moons for 
lycanthropes of any type. 

Major Centers of Worship: Tire greatest and mo.st beautiful temple to 
Seltine is the Htiuse ot the Moon in Waterdeep. w here Priestess of the High 
Mtmnlighl (or to the uninitiated, simply "High Priestess") Nancatha Suaril 
ho'lds court in a gilt-domed temple whose O'mate new gates depict Selune 
triumphantly hurling Shar down into the spires of Water Jeep as the faith¬ 
ful say she did during the Time of Troubles. Here dozens of silver-nibed 
priestesses harp out tunes to the irwxin or sell healing drafts, potions that 
keep one alert for an entire night and yet bestow' the benefits of a solid 
sleep, and other potions that give their imbibers infravisian from one dusk to 
dawn. 

Here, too, the devout make pilgrimages to see the holy replica of the 
Wand of the Four Moons in its glass case (guarded by specialty priest of 
Selune). Selune usually manifests in the temple from out of this w'and. It 
was created and bles.seJ by Selune herself in memory' of the battle with Shar 
she had in Waterdeep. This holy duplicate is identical in form to the w'and 
that Sekline wields in battle. It levitates in its glass case and glotvs with a 
soft, silvery-hlue light, though it has no other known niagical powers. S^me 
sw'ear that Naneatha can, by special request to the Moomnaiden, sw'itch 
this duplicate w ith the real Wand of Four Moom and w ield it in all its glory 
for .short periods, but no w'itnesses to such an event have ever come for¬ 
ward. A fortunate few pilgrims have w-itnessed drops of Se I Line's holy 
essence—the ingredient used in the making of her potions^—falling hom 
the hovering wand or heard her whisper words of advice or encouragement 
in rheir heads as rhey gazed upon it. On Selune's Hallow'ing, a yearly Wa- 
terdhavian temple holiday, Naneatha carries it before her at the head of a 
parade of W'orshipers chat leav'e the House of the Moon at moonrise and 
move kiciw'n to the harbt>r. 

She Who Guides is favored in Lastarr, an independent city once part tif 
Estagund which is her most prominent center ^f w'orship. 

One lost center of SeDnite w-orship is Myth Lharast in the heart of 
Amn, one of the legendary cities surn>unJeJ by a mythal. Founded as a city 
of Selrinites ages ago, its mythal is linked to the mixm, and it appears only 
on certain moonlit nights as a ghi>stly, floating splendor of walls and tow ers 
only to disappear again. An asstirtment of evil beings and groups, from un- 





















dead armies ruled by de mi lie bus to gar:goyJe elans, have sebed cuntrol of it 
over the years and used it,to raid the surrounding land. This has given it a 
fell reputacion. The faichfubofSelfine yet hope to restore it to her care. 

Affiliated Orders: One order oi fanatic SelQnites is known as the 
Swords of the LaJyi who are often referred to colloquially as the Lunatics. 
Its members are led by a tew Selunite crusaders, specialty priests, and mys¬ 
tics. They tend to act rapidly in response to threats h'om Shar and her 
priesthood, although rheir behavior is often viewed as buarre by the public 
at large. Among other groups, the church of Selune is also afhliated with 
the Harpers and a group of female diviners who worship the Night White 
Udy who call themselves the Oracles of the Mcnm, 

Priestly Vestments: The ceremonial costume of Selunices \'aries from 
place to place. Selunice clergy members wear everything from plain brown 
robes ro only a little moonstone jewelry as an ijccent to normal clothing to 
dch bejeweled gowns of the finest make and haughtiest fashion w ith en¬ 
chanted. animate trains and capes artci accompanying moonstone crowns. 
The finest can be found at the House of the M<xm in Waterdeep, where the 
high priestess Naneatha Suaril presides over rituals in a wide-bottomed 
helped skirt with a large lanlike collar rising at the back of its neck. Both 
skirt and collar are sriffened with whalebone and set with clusters of pearls 
and other gemstones 

The Ceremonial dress of priests of Lucha consists of a circlet woven of 
vines or flowers and white robes. No shoes are worn at ceremonies. The 
only other symht>l of office is a staff wound about with vines and flowers. 

Adventuring Garb: In the Held, the clergy members of the Selfmice 
church dress practically for the task they are undertaking. The tend to dress 
tiishionably, hui not gaudily, in day-today life. The preferred weapon of the 
clergy of Selune j$ a smooth'headeJ mace called the hand. The 

moons hand has identical statistics to a .'standard footman's macc. though it 
gains special combat bonuses in the hands of a specialty priest of Selune. 

Specialty Priests (Srlverstars) 

Reql' ikHMENTS: Constitution 12, Widom 14 
Prime Req.: Ctmstitution, Wisdt'^m 

AlinKMEhTr: CG 

Weapons: All bludgeoning (wliolly Type B) weapons 

Arnior: Any 

Major Spheress: All. animal, astral, combat, divination, guardian, heal¬ 
ing, necrtimantic. numbers, summoning, siin, travelers, 
weather 

Minor Spheres: Charm, elemental, plant, wards 
Macucal Items: Same as clerics 
Req. Profs: None 

EkjNUs Paopst Navigation, astrolt^ 

• Beings of any race may be silverstars. 

• Si 1 vers tars are g i ft ed with in fravis ion (30-foot range). 

In the liands of asilverstar, a rntions hand (mentioned above under ad¬ 
venturing garb) strikes with a +1 to its attack anJ damage rolls and 
counts os a +1 magical weapon for the purpose of striking creatures only 
able tt> he hit by magical weaiKuns. 

• Siiversrars may create siarshme (as the 3rd-level priest spell) once per 
day. For each five additional levels, a silverstar gains the ability to create 
stdfskme again tliat day. 

• At 3rd level, silverstars may create a irujonbeam (as the 3th-level priest 
spell) or lower U'uier or misc waier (as the 4th-level priest spell or its re¬ 
verse) once a Jay, 

• At 5th level, silverstars may create a mooiibkidc (as the 3rddevel priest 
spell) once a day. 

• Ai JOth lev^el, silverstars may create a moon f^di (os the 5ih-Ie\'el priest 
spel I) or gain mic seeing (os the 5th-lev el priest spell) once a Jay 

• At 15th level, silverstars can shiHit up to three shesoting stars frtim one 
of rheir hands or their eyes per tenday, either simultaneously or one at a 
lime. Tl’iese glowing missiles with fiery^ tails each impact for 12 points of 
damage and burst in a 10-fotn-Jiameter sphere for 24 points of damage. 
Any creatures struck take full damage from impact plus full damage 
from the shooting star hurst. Creatures within the burst radius must roll 
a saving throw vs. spell to take only one-half damage. Range is 70 feet, 
at the end of which tlie hurst will occur unless an object or creature is 
struck before that. 

The shooting stars follow a straight path. A creature in the path 
must roll a saving throw v,s. spell or be hit by the missile. Saving throws 
suffer a -3 penalty within 2(? feet of the silverstar who is shooting, -i 
from 21 feet to 40 feet, and receive nti adjustment beyond 40 feet. 


• Silverstars are not immune to lycanthropy; however, if infected by 
chaotic good lycanthtopes (or if they change alignment to match the 
infecting lycantKrope, with all attendant experience penalties), then 
silverstars can control their lycanthropic transformations at will, as a 
natural (rather than infected) lycanthrope- A silverstar cannot 
change alignment to evil and remain a silverstar, though any other 
alignment change is allowed in these circumstances onlj. Silvefstar ly- 
cantlttopes, through a boon IroTn SelQne, are not specially vulnerable 
to silver weapons. 

Specialty Priests of Lucha (Guides) 

Requirements;: Wisdom 15 
Prime Req.; WisLltmi 
Alignment: LG 

Weapons: All bludgeoning (wholly Type B) weapons, neu, lassu&, 

and anything that allows capture without liarming the 
victim 

Armor: Any 

Major Spheress: All, astraL charm, divination, healing, necromantic, 
protection, plant, sun, travelers 
MiNtJR Spheres: Charm, elemental, guardian, wards 
Maojcal Items: Same as clerics 
Req. Profs: Direction sense 

Bonos Profs: Navigation 

• The first weapon a guide learns must always be the quarterstaff. 

• Guides receive a ^3 bonus to direction sense proficiency checks. 

• Guides are immune to maze, the direct ion-confusing effects of the 
guards and wards spell, and similar spelU and spell-like effects that 
cause them to lose the way or become confused about what direction 
they are moving, 

• Guides are able to cast |mjtecrion from evi! (as the Ut-level priest spell) 
once per day. Fiir each three additional levels, a guide gains the ability 
to cast fwoteetkm from et if again that day. 

• At 3rd level, guides have the ability to locate ohjm (as the 3rd-level 
priest spell) once per day. 

• At 5rh level, guides have the ability to locate creature (as the 4th-level 
wizard spell) or create a nujonblode (a.s the 3rd-level priest spell) once 
per day. 

• At 7th level, guides may create a moon park (as rhe 5th-level priest 
spell) or gain trwe seeing (as the Sthdevei priest spell) once a day. 

• At lOth level, guides are able to find the path (as the 6th-level priest 
spell) once a day. As a first prioriry^ a guide is to use this ability to find 
something that ha.s been lost. 


Selunite Spells 

3rd Level 


Moon Blade (Alteration, Evocation) 

Sphere: Combat, Sun 

Range: 0 

Components: V, S 

Duration: 1 round/level 

Casting Time: 6 

Area of Effect: One sw^ordlike magical construct 
Saving Throw: None 


This spell brings into being a silent, weightless sword I ike construct made 
of moonlight that extends 4 feci straight out from the caster's hand. It 
cannot be dropped, transferred to the grasp of another being, or broken. 
To strike, it must be waelded as a w-eapon. The caster s normal THACO 
applies, but a miwii kiode is ct>nsidered a +4 magical weapon for the pur¬ 
pose of what kinds of beings it is able to hit* Its strike drains vitality or life 
force, causing no visible wounds, but inflicting ldl2+4 points of damage. 
Undead are visibly wounded by a mnem blade; rheir .substance boils away 
from its touch, ans.1 they suffer 2d 12+4 points of damage per blow'. 

A successful moon biade strike temporarily scrambles magic. On the 
mund after being hit, victims cannot cast spells or call on any spell-like 
abilities. The functioning of existing spell conditions is suspended for 
that round, and magical items wielded by the victim Jo not function for 
that round. 

A TROoii blade v'anishes if its caster is slain or casts any other spell ex¬ 
cept those that have only verbal compements. 

This spell as no connection with the enchanted items known as moon- 
blades home and made hy stime ejve.s. 
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4th Level 

Wall of Moonlight (AltemEion^ Evocation) 

Sphere: Protection, Sun 

Range: 5 yarJs/tevel 

Qimptmcms: V, S 

L>iinition: I roiin4/level 

Casting Ttme: 7 

Area ot Effect: A 6Hnch'thick vertical plane with a surface area of 5 
square feet/level per side 
Saving TTirow: None 


This magic creates a shimmering tapestry of swirling, pearl"W'hite force* A 
u^olf of mtKmifg/ir is intangible, need nor be anchored to anything, and can 
readily be passed through. It can be made smaller than the caster's limits if 
surroundings Ciinfine it or the caster W'ishes to leave an opening beside it, 
but it cannot be dismissed prematurely. Tire false moonlight of the wall is 
bright enough to read by an^l to clearly illuminate its surroundings within 
20 feet in all islirections. Beings employing infravision cannot sec clearly 
rlirough it, though rhe> mayn if the situation allowJS, be able to shield their 
eyes and see past it* 

A of mjvadigiii has the follow ing effects on creatures and items coa^i- 

ing into c<mtact with it or passing through it: UndeaJ creatures take 4dl2 
points of damage. Oeature.s oi evil alignment plus any being who is carrying 
a htdy symbol consecrated to the gcnldesses Shar or UmbcTlee suffer 2d 10 
pt>ini.s ot damixge. Magical items glow^ w ith a sudden red/acne fire for ld4+l 
rounds; this cannot he banished heftire its duration ends, even if the w-ielder 
can normally control the radiance of rhe item. Magical potions must make a 
successful item sa ving throw' vs. magical fire or explode, inflicting TH points 
of damage upon beings withm 10 feet or ld4+8 points of damage to any 
being carrying them if they are carried in a glass, crystal, or ceramic flask. (If 
they are carried in some other manner and fail their saving throw, the 
Diingetjn Master must adjudicate the appropriate prop<,rrtionate effects.) Fi¬ 
nal I y, magical doT'krk:^ of any si^rt is banished and cannot be ev'^oked or ctin- 
tinue to exist within 40 feet of any part of a waff of moonJigfii, 

If a creature passes through the U'uJl more than once, or pauses in its 
midst for more than one round, the being suffers this damage for each con¬ 
tact with the tin!/ or riuih,I i>f continuous contact with it. 


5th Level 

Moon Path (Alreration, Evtx:atit>n) 

Sphere: Sun, Travelers 

Range; 5 ynrds/levei 

Components: V, S, M 

Duration: Special 

Casting Time: 8 

Area ot Effect: A variable-width, glow ing white stair or bridge of 
tra as lucent force a maxinuim of 15 feet/level long 
Saving Throw ; None 


This spell enables its caster to create a stair tir bridge from one known, vi¬ 
sualised spot to another. The effect is a rail less ribbon of glowing w-hite 
translucent force like a glass strip that is from 5 to 20 feet wide as the caster 
decides (anti able to vary in width over its length if ihe caster desires). It is 


a maximum of 15 feet per level ot the caster long, though the caster may 
make it shorter if space i.s constricted. It can climb or descend ai'id sticks to 
Its endpoints unshakably, even if these endpoints are actually empty air 
obeae known ground features. 

Beings walking on a mfNin fxnh are protected as follows: Tlaey cannot be 
drained ol abilities or experience levels (life ffirce), they cannoit be harmed 
by normal tnissiles, they are immune to all enchant men t/charm spells (al¬ 
though they can sense enough of a spell effect to identify it for what it 
tloes), and they cannot tall ov^er or tuff rhe mixjn podin nti matrer w'hat force 
strikes it or them. 


A moun fiutfi needs no supports, cannot be shattered or moved by any 
known force, and is stable enougb to cast spells frtim. It vanishes if struck by 
a successful mtigic, if the caster wills it to. or if it has been completely 
traversed by a.s many beings as the caster has experience lev^els. Otherwise, 
it persists f or 1 tiim/Ievcl of the caster. Beings t^n a mum path that expires or 
vanishes are subject to nt>rmal falling damage w'hen they strike whates'er 
hard surface is below. A magical harrier of rhe 6th or greater spell level 
stops a ft^rming muon fhuh or truncates an existing tme where the two meet, 
but the caster cannot choose to banish only a part of his or her morni par/i in 
a similar manner. Loss of one part of a mtion /Kith has no effect on remaining 
parts, even il the loss cuts the path in tw'o. 

The material Civmponenr of this spell is a handfijl of powdered moonstone. 


Moon web (Abjuradon, Alterefton) 


Sphere: 

Range: 
Components: 
Duration: 
Casting Time: 
Area of Effect: 


Saving Throw': 


Guardian, Sun 
Touch 
V,S,M 
2 nirns/Ievel 
S 

One touched creature or opening with a surface area of 
up to 1 square fewt per level. 

None 

Tliis spell creates a w'eb of glowing, shimmering strands of sih ery light. It 
affects one touched creature or opening (for example, a doorw'ay or win¬ 
dow) with a surface area of up to 1 square foot per lev el This mormweb can¬ 
not be seen through except by priests of Selune, the goddess herself, and 
the beings in its protected area, hut it does not foil magical means of Je- 
tec ring or locating beings and objects. 

.Any being, w'eapon, or spell striking a moonureb is forced, violently and 
immediately, hack to Its source. This include;^ beings try ing to circumvent 
such a barrier by means of dimension door or tele/xinacion magics (which are 
drained and ruined by the Ttioonu'eb)* Weapon attacks directed at or 
through a mtxmweb rek’tund for full damage on their wielders. 

Before rebounding, magical weapons do a nuxmueh 1 point of dantage 
for each point of attack bonus (each *'plus’T possessed. A mounu'eb can be 
destroyed by inflicting 1 point of such magical melee damage per level of its 
caster upon it or by the application of a successful dispel mogic. 

Mtxmwcfcs repel gbbes of rni^dnembility and other magical harriers, but 
any contact between a mormueb and an anii-magtc shelf or any prismtuic 
magic instantly destroys both spell effects in a spectacular hurst of harmless 
blue sparks and crawling purple lightning bolts. 

If the caster of a mounueb is on the same plane of existence as rhe mtjon- 
tvS w'henever any being or object destroys it or tries to pass it, rhe caster 
giiins a clear, vivid mental image of the offending object or being. 

The material components of this spell are a piece of gray or silver hair 
from any source and a drop of holy water, 

Shar 

(Mistress of the Night, the Lady of Loss, Ni^htsin^er) 

Greater Pow'cr of the Gray Waste^ NE 

PoRTt-otloi Dark, night, loss, forgetfulness, unrevealed secrets, cav¬ 

erns, dungeons, the Underdark 
Ihrandul (Calimshan, the Shining Stuith, Waterdeep/ 

U ndennounta i n) 

Niflhoim/Palace of Loss 
None 

Myrkul (now' dead), Talona 

Selune. Lathander. Ihrandul (now dead), Amaunator 
(now dead), Shaundakul 
A black tlisk w ith a border of deep purple 
Any, but mainly evil 

Loss is the nature of Shar (SHAHR). One of the Dark 
Gods, she is a deeply tw'jsted and perverse being of in¬ 
effable evil and endless petty hatred and jealousy. She 
rules over pains hidden hut not forgouen, bit[enies.s 
carefully nurtured away from the light and from 
others, and quiet revenge for any slight, no matter 
how old. She h said to have the ptiwer to make her 
devout followers forget rheir pain, yet what occurs is 
that they become inured to the loss, treating it as a common and natural 
state of being. The basic inanity of life and foolishness of hope are the cor¬ 
nerstones of Shars being. She revels in the concealed, in that which is hid¬ 
den, never to be revealed. She can alw'ay.s clearly perceive every' being, ob¬ 
ject, and act performed within darkness. 

In temples, representations of rhe goddess are either a black sphere out¬ 
lined in racing, magically animated flames of purple or paintings of a beau¬ 
tiful human with long, raven-black hair dressed in swirling dark garb- She 
smiles coldly and her large eyes have black pupils and are otherwise solid 
purple. 

Shar is the mortal enemy of Selune and battles her ceaselessly on many 
planes through mortal w^orshipers and servitor creatures. The undying en¬ 
mity between the two goddesses is older than recorded time. 

During the Time of Troubles, Shar killed Ihrandul, a lesser power of cav¬ 
erns, dungeons, and the Underdark worshiped m Calimshan, the Shining 
South, and even Waterdeep, for daring to subvert those w’ho venerate rhe 


Aliases: 

IkiMAiN Name 

Slipeeior: 

Allies: 

Foes: 

Symbol: 

WoR. Aligw.: 
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dark asvay Itom her. She appropriaccd his portfolio. She cimcinue^ to grant 
the clergy of Ibrandu! spells in Ihrandul's name. She i$ quieily delighted 
that she is able to use this puppet church to subvert the worship of Selune 
without drawing attention ra her most faithful worshipers. 

Shiir s Avtit^n (Clerk 35, Mystic 30, Thief 25, Mage 20) 

Shat favors two forms, the Nightsinger and the Dark Dancer. The 
Nightsinger is a 12-ftKn-tall presence xvhose female form is masked in feath' 
ers of all sorts that trail away into an increasingly intangible cow led cloak 
of gigantic proportions tl’iat merges into any shadows and darkness present. 
She sings continually, even when simply speaking, and her song is haunt- 
ingly beautiful and tragic. The Dark Dancer is a T-foot-tall, lithe, exquis¬ 
itely beautiful human woman who dances gracefully and alluringly, her jet- 
black body sparkling with scars and her dark eyes two hypnotic orbs chat 
can emit both harmful and beneficial gaze effects. Both forms have access 
to all spell schools and spheres, hut cannot cast spells chat create light as 
their primary function (not just fire or hear}. 

AC-5: MV 18; HP 17B; THAC0^2: *AT I 
Dmg ldlO+?(+7STR) 

MR 80%; SZ L (7 iei;i:} cir H (12 feet) 

Str 19, Dfix 24, Con 20, Jnt 21, Wis 21. Cha 24 
Spells P: l4/l4/t VI2/11/10/9. W; 5/5/5/5/5/4/3/1/Z 
Saves PPDM 2, RSW 5, PP 4. BW 8. Sp 5 

Special Att/Def: The Nightsinger can create diurkuess and contmuiil 
durkness at will. As her physical attack, she can either strike with her hand 
or attack with her song once per round. This song can either force the loss 
of an experience level (unless a saving throw vs. spell b successful), cause 
lids points of unearthly chilling damage, inflict feeblemindedness (unless a 
saving throw' \'s. spell is successful), or cause death (unless a saving throw 
vs, death magic is successful) in all who hear it. 

All churm-type magic, charm sphere spells, and enchantment/charm 
spells cast or used hy the Dark Dancer are ar triple strength in all respects 
and targeted creatures receive a -3 penalry to their saving throws against 
such spelk Beings kissed by the Dancer are forced into a choice between 
becoming her loyal servant or dying instantly (unless a saving throw' vs. 
death n\agic is successful). The loyalty enforced hy those w'ho elect not to 
risk death is a c/uirmlike ehect that converts those kissed to Shafs aims and 
views. It w'cars oft’only if dispelled by the use of a abk or iimired wisk and is 

powerful that beings so affecieJ would happily die for Shar. 

Other Manife.stations 

Shar frequently manifests as amorphous tendrils of darkness W'here there 
should he none. Tliese tendrils swirl and w rirhe constantly and arc sur¬ 
rounded by a purple aura. Such darkness sometimes has a single steadily 
gating purple eye at its heart, bur even if this orb is absent, beings w'ithin 
rhe darkness alw'ays feel the ceaseless regard i^f a fell aw'areness. Tliese ten¬ 
drils <.)f darkness can touch the fairhiul and transmit messages from Shar di¬ 
rectly to rheir minds, indicate items of importance or direction, or grant 
numhnes.s and the ability to ignore pain. The tendrils do not heal, just 
allow' tile faithiul to continue on until they drop dead of fatigue or accumu¬ 
lated injury (at “1C hit points). Shar also works through dark tentacles, 
doom tyrants (undead beholders), and mysterious shadow' monsters, using 
them as messengers, guards, and enforcers of her will. 

The Clujreh 

CLERtJY: Clerics, specialry priests, crus'aders, m^'Stics 

CLEmn’s ALKiN.: LE. NE, CE 

Turn UNtiEAn; C: No. SP: No, Cru: No, Mys: No 

Cmnd. UndeaD: C; Yes, SP: ^'es, Cm: No, Mys: No 

All cleric.s, spccialry priests, crusaders, and mystics of Shar receive religion 

(Tierunian) as a bonus nonw'eapim proficiency. All priests of Shar may see 

as well in natural t>r magical darkness as in light; however, this does not give 

them the heat-sensing abilities ot infravision. 

Shar is worshiped by blinded, nocturnal, or subterranean-dwelling hu¬ 
mans and allied beings and by rhi>se W'lio hate the light, such as gohlinkin 
and their allies. She is also wi^rshiped hy many w'ho lavor dark surroundings 
or W'ho iitusT Lindertake deeds or do business in darkness. She is venerated by 
thtJSc who are bitter or are grieving over a loss and wish to find peace (espe¬ 
cially rhrttugh vengeance) and by individuals who w'ant to forget. She is also 
placated hy those who know’ their wits have been harmed and want to find 
peace or those who have been mentally harmed and want to remember fully 
or be restored in their minds. Many in FaerCm fear nightfall, the casting of 
the cloak tii Shar, because of the dangers that lurk in its folds. 


__ I I 

The church of Shar is largely composed of underground cells, rarher ■ 

than an overt, uniformed body of priests wtirking from temples. As such, its I 

adherents have a covert, widespread, and complex hierarchy wherein every ■ 

full priest serv’e.s a direct superior, an overpriesi responsible for a large area, I 

and beings (both human and otherwise) who know the priest’s Own Secret i 

(the personal name Shar gave them and the dark deed they pertontied for 1 

her in order to demonstrate their loyalty' and win that name). Clergy mem- I 

bers revel in secrecy, and cells of the church are organized around small I 

congregations of worshipers who know and are led by a single priest. Many L 

priests may operate in the same area, and although they may know of and i 

aid each other, they work independently. In this w'ay, should one cell of the m 

church fail, the others can srill rtourish tn its absence. * 

Most Sharran clergy use such cities of addre.ss as “Brother Night" or [ 

“Sister Night.” To superiors, they say ^'Mother Night" or “Father Night,” I 

and by worshipers address them so. Their formal titles include Adept of the i 

Night (a novice). Watcher (the least senior ordained priest). Hand of Shar L 

(a ha trie-tested priest who leads a force of priest-adventurers or oversees H 

several cells). Darklord/Darklady (a senior prie.st able to proclaim local pol- ■ 

icy), Nightseer (rhe twetseer of all faithful in a realm or other large geo- I 

graphical area) and Fkme of Darkness (archpriest or personally trusted set- ■ 

vant of the goddess). I 

Specialry priests of Shar are called nightcloaks. Until five years ago, they I 

w'ere called nightbringers, only existed outside the standard church hierar- 1 

chy, and served as contacts, messengers, and enforcers of the Dark Lady’s P 

w'ill. They still perform such detached liaison and enforcement functions, ^ 

hut some nightcloak.s have now become integrated into the cell strue- j 

ture/hierarchy of the church, especially among the clergy of the Dark Em- ' 

brace, discussed below-. 

Shar 5 hatred of SelOne extends to her clergy and their relarionships < ^ 

with the church of Selune. Tie two faiths war continually, and jihads and 
assassination plots against Selunites are common where Shar is strong. One 
of the reasons the church of Shar remains so small is a byproduct of this 
endless war. Several holy wars and vendettas led by Sharrans against more ’ 

powerful forces of Selunites have resulted in many Shartan casualties. I 

Dogma: Dark Followers (the faithful of Shar) arc instructed to reveal I 

secrets only to fellow faithful and to never follow hope or turn to promises ■ 

of success. They should quench the light of the moon (the faithful of I 

SelQne and their holdings, deeds, and magic) whenever they find it and S 

hide from it w-hen they cannot prevail. Aho\'c all, the dark should be a time I 

to act, not to w-ait. 

Faithful of Shar are not supposed to hope and are therefore forbidden to 
strive to better their lot in life or to plan ahead except in matters directly 
overseen by the clergy of the Dark Goddess. Consorting with beings of 
gtxxJ alignment w-bo actively serve their deities is a sin unless undertaken 
to take advantage of rhem in purely business dealings or to ci>rrupt them 
fnuTi rheir beliefs into the service of Shar. Devotees of Shar must not speak 
out against clergy of the goddess, nor intemipr their devotional dances for 
any reason. Lay w-orshipers must prove their faith hy obedience to the 
clergy and by cann ing out at least one dark deed ordered by a priest of Shar 
every year—or bringii^g at least one being to believe in, and w-orship. the 
Dark Gt>ddess. 

The lower clergy of Shar must obey their superiors in all matters, short 
of follow'ing orders that will lead to their ow-n death—Shar desires to gain 
followers, not lose them. To win new followers and to keep the faithful truly 
loyal, clergy must see that stjme of the dark desires of worshipers are ftitfilled 
(such a.s the elimination of business rivals). ^ 

Day-to-Day Aetivkles: The clergy of Shar seem to pursue practical, 
local goals designed to further the pow-er of the priesthood and of those w-ho 
worship Shar, rather than to openly oppose other faiths (save that of 
Selune). Shar desires to bring all humans under her sw-ay hy promoting gen¬ 
eral lawlessness and strife. In this way, most folk will suffer loss and turn to 
her tor peace (especially through vengeance), and the influence of all other 
faiths W'ill be lessened. 

Specifically, Sharran clergy- are enjoined to w-utk covertly to bring dow-n 
all governments, particularly within cities, aoid to publicize Shar's patron¬ 
age of avengers so that the desperate and despairing humans of other faiths 
turn CO her to get revenge and not the w-eakened demipow-er of vengeance, 

Hoar. Sponsorship of thieving guilds and hedonistic clubs of all sorts is a 
key part of this assault on order, as is the encouragement of political in¬ 
trigue every-where. Widespread w-ar and slavery are things to he avoided; 

Shar w-ants ro gain followers, not see their lives thrown away for no gain. 

Shar’s love of secrecy is strong. Her clergy- w'ork toward fulfilling her de¬ 
sire for secrecy by always acting through manipulation and behind-closed- 
doors intrigue. They also w-ork through and promote shadowy cabals and 
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orgai’trations that appeal to human desires to be a part of something elite 
and important, to keep secrets, and to be involved in the mysterious. Fifty 
or mtire false cults that have arisen in the past two decades have been horn 
of secret clubs and cabals begun by Sharran priests to corrupt the peace and 
lawfulness of various cities. 

Holy Days/lmportant Ceremonies: As so many devotees of Shar 
keep their faith secret (and this secrecy is encouraged by senior clergy), 
the Sharran faith has no set hi>Iy days aside from the Feast of the Moon. 
To Dark Followers (the faithful of Shat) this holiday is known as the Ris¬ 
ing of the Dark. They gather on it under cover of the more widespread 
veneratioriS of the dead to witness a blood sacrifice and learn of any plots 
or aims the clergy want them to work toward during the winter ahead. 

The most important Sharran ritual of worship is Nightfall, the coming 
of darkness. Clergy hold this ritual every night. It consists of a brief invo¬ 
cation, a dance, a charge or series of inspiring instructions from the god¬ 
dess spoken by one of the clergy or by a raven-haired female lay w or^ 
shiper, and a revel celehrated hy eating, drinking, and dancing together. 
Lay worshipers must attend at least one Nightfall (or dance to the goddess 
themselves) and must perform—and report to their fellows—at least one 
small act of wickedness in salute to the Lady every tend ay. On moonless 
nights. Nightfall is known as the Coming of the Lady, and every congre¬ 
gation must carry' out some significant act of vengeance or wickedness in 
the Dark Lady's name. 

The most important ceremony of the priesthood of Shat is the Kiss of 
the Lady, a hoTrtfic night-long revel of slaying and doing dark deeds in the 
name of the lady that ends with a feast at dawn, Kissmoois are scheduled 
irregularly, whenever the priests of Old Night decree. Increasingly the 
rival clergy of the Embrace have been proclaiming that this ritual be cel- 
ehraced at different times than those decreed by the temple of Old Night. 

Major Centers of Worship: The Temple of Old Night in Calitnport 
IS the oldest, haughtiest seat of worship to Shar. It is a subterranean com¬ 
plex underlying much of the eastern city ruled by the highest-ranked 
known mortal servant of Shan the aged Irtemara, the Dancer Before 
Dawn, a debauched and jaded Calishite woman famous for her revels and 
murderous whims (which, t>ver the years, have brought about at least six 
changes of government m various realms across Faerun). Irtemara is loy¬ 
ally served by three male priests who work covertly against each other. 
They will undoubtedly break into open battle for supremacy w hen 
Irtemara dies. 

The Temple of Old Nigh: vies for supremacy over the l>irk Followers 
w'irh the Dark Enthmce. a temple fourided not quite 40 years ago by clergy 
of the Dark Goddess dissatisfied with the leadership of Old Night. The 
Embrace perches atop a crag in Amn, overlooking the midpoint of the 
trade road linking Imnesciirand Esmeltaran. Its policies arc mote ruthless 
than those procUiimed m Cal import—the faithful of the Embrace are 
mote openly active in local politics wherever they operate, empKvying as¬ 
sassinations where intimidatiivn and the fulfiliment of dark desires fail. 
The Embrace is led hy a small circle of clergy whose leader seems to be 
the Eye in the Flame Auherr Heldynstar. Most clergy of the Dark Em¬ 
brace are nightcloaks. 

Affiliated Orders: Tire church tif Shar sponsors no fighting orders or 
knightly orders. Crusaders who serve the faith are attached to particular 
Shar ran cells and temples, not the faith in general. Clergy of the faith 
w'ho have killed one of the clergy of Seiune are rumored to gain access to 
an honorary order or secret society known as the Dark Justiciars. Many 
thieves' guilds have connections to Sharran cells* and such affiliated 
groups use each other for their particular ph>ts mercilessly. 

Priestly Vestments: Tl\e colors purple and black are used extensively 
in Shar's church and among her followers. Most Sharran clergy dress in 
black cloaks or soft, silent dark garb with purple trim, piping, or acces- 
S4>rics during rituals. High ceremonial dress for those of rank or taking a 
special tole in a ritual ts a long-sleeved robe of deep purple over black 
tights or a black velv^et chemise, A black skullcap covers the entire head, 
except for on women w ith jet-black hair. Such hair is seen as a symbol of 
the Dark Lady's pleasure and is left to flow unfettered and long. Less com¬ 
monly encountered versions of Shars symbol than the one mentioned 
above are of a glistening purple eye outlined in black W'ith a black pupil or 
a COW'led hunting cloak of unadorned black stretched out flat. 

Adventuring Garb: Sharran clergy wear practical clothes in the fash¬ 
ion of the land they are in w'hile pursuing day-to-day life. They are fond of 
jew'etry fashioned Irom t^hsidian, black onyx, amethyst, and purple jade, 
but they are not required to w'ear it. When entering a situation where 
they might encounter hostilities, they wear armor and take appa>pTiate 
protective measures. 


Sisters of iJ^ht and Darkness 

T his was the birth of the v\c»rtd and thti heavens. After Lord Ao created 
Realmspace, then-': was a pe.rkxloftiiTiel(5s nothir^utsss, a misty realm 
of shadovvs before I^ht and dark were separate entities. Within this 
dim chaos stalked T3 lords of slvadow. the shadevari — whether they came frtJm 
elsewhere or are children of the shadtjw ftself none can say. 

Eventually this prirTtordiaf essence ctiaEesced into twin beautiful goddesses 
who were yin and yary<| to each odien they were so close tliey thoLght of them¬ 
selves as one beirig^The Twcj-Fflr:ed Godd^ created the heavenly borii^es of the 
crystal sphere and tt.^gether infused them with life tt> frirm the Earthmother. 
Chauntca. (AlthoL^ Chatjrxtea has since cxintracted her essence to encoinpa-Si: 
only Abeir-Torif, in the b<^nnir\g she embodred all matter En Realmspace.) This 
new universe was lit by the face of the silver-hair<MJ ^xidess. vvho called herself 
Seiune, and darkened by the welcomfr^ tresses of the raven-haired goddess, 
Shan but ntj heat or fire existed within it. 

Chauntea Ijqggied for vvanirth so that she could nurture trte and kvir^g crea¬ 
tures upon the planets that were her body and limits, and the two Slsteni-\X4io- 
Were-Ontj became divided, as for the finrt: time they wens of twej minds. Silvery 
Seiune oonte-vted with her dark sister over vvhethfjr or not to biiiig further life 
to the worlds. Purir^this^ieat tJOnflB^tion, the gcxfs of war. disease* murder 
and death, amor^ others, were created from residues of the deifre battle. At 
one point durir^ the battle, Seiune seis^ed the advantage and reached across 
time and space te> a land of eternal hre. F^hting the pain of tlie blaze, which 
burned her sorely, she broke off a fr^ient of that ever-livipg flame and jgnrted 
one of the heavenly UxJies so that it burned in the sky and warmed Chaurrtea. 

incensed* Shar redtxjbled her attack on her injured twin and bc^:i to snuff 
out all heat throij^bout the crystal sphere, Sdune ^ve of herself 

and tore the divine essencaj of rn^^c horn her body, fliqgir^ it ckM^jemtely at her 
sister in defense of life in the sphere am:i nearly killirghereelf of the spiritual injury 
rt caused her A Just-bom becr^of raw irv^c tore through Shan: bondfr^^ to some 
of her divine m^cal eiv;r^ arid nppSr^ it free of her; and refbrmir^behind her as 
the goddess of m^c. km>wn now as Mystm, but then os Mystryl. Though Mys- 
tryl was (^imposed of txjth light and dark m^jc, she favored her first mother 
Seiune Enftially, alkiwir^the silver ^jddess to win an uneasy truce with her more 
powerful, dark twin. Consumed by bitterness at her defeat, Shar vcjwed eternal 

rttvetugp, 

Tlie twin^^oddesses corrtested for eons as life stru^fed into existence on 
Toril and the other planets under Chauntea's watchful ^aze. Shar remained 
powerful, but bitterly alone* while Sd une waxed and waned in power, often 
drawtr^g strength fhom her allied daughters and sons and like-minded imm^rant 
deities. Over time, Shar ^jrew strops p^in, aided by the. shadevari who preferred 
njght to blindir^ Ijght and who stalker! the Realms seekfi^ to meld l|ght dork 

into shadowy chaos once pgain. Shar's plot to reform the world after her own 
desires ivas undone when Azuth. the One, fermeHy the^reatestof all nwr- 

tal spellcosters ard now consort to Mystra (tneamste successor to Mystryl)* 
feund a vvay to imprison the shadevari in a pocket-sized crystal sphere kxated 
beyond the ed^^^es of the world by creatirg the illusion ofa realm of shad€>ws. The 
Lords of Shadow were drawn to investigate, and before they discovered the 
trick, Azuth imprisoned the sliadcvari with the Sliadrjwstar, a key of shadow^s 
by Gond TlTe Hjgh bwd then hurled the key into the endless readies of 
the cesmos allowir^ltfe te flourish on In Chaunteas lovipg hanik 


SfXJCialty Priests (Ni^htc.;ludks) 

REQUmEMENTS: Strength 14, Wisdom 12 

Prime Rty.: Strength, Wisdom 

Augnment: NE 

Weapons: AH hludgetining weapons 

Armor: All armor types up to and including chain mail and 

.shield 


Major Spherbss: All, astral* charm, combat, divination, guardian, necro¬ 
mantic, protection* sun (only those which create dark¬ 
ness), time, thought 

MJNcm SpH E res; Crearion, elementaI, heaIing 

Magil’ae Items: Same as clerics 

Req. Profs: Dancing 

Bonus Profs: Blind -fighting, direct ton sense 

• At 1st level, nightcloaks may create darkness once per day (as the reverse 
of the Ist-ievel priest spell %fitj. For each two additional levels (3Td, ith* 
7th, etc.), the priest gains the ability to create tkirkncss again that day. 

• At Jrd level, nightcloaks are able to cast Hrndness once per day (iis the 
2nd-lev el wizard spell). 

• At 5ih level, nightcloaks may create conmutal darkness once per day (as 
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the reverse of rhc 3rJ-level priest spell conmnial lifht)- For ench five ad- 
ditional levels, the nifzhreloak Ijaim the ability to create contitiuol (fiatfe- 
nesi again that Jay- 

• At 7th leveK nighrcloiiks may cast/orj?et (as the Ind-level wizard spell) 
iince per day. 

• At 9th level, nighrclt>ak.s may cast ni^jbEtruate (as the reversed form of 
the 5th-level wizard spell dreatn) once per day. 

• At 13th level, nightcloaks may cast i/tridbw doiir (as the Sth-level wiz' 
ard spell), eyebke (iis the fith-level wizard spell), or vcii (as the 6th*level 
wizard spell) once per day* 

• in darkness (even rhat of their own creation), nightcloaks have a +1 
bonus to hit, damage, and on saving throws* This is not cumulative 
with other darkness modifiers, bur replaces them unless they are more 
heneticial to the pric*st* 

• In the light of a full mixm, niglttcleaks ha\'e a - I penalty to hit, dam¬ 
age. and tm saving throws. 


Sha rmn Spells 

3rd Level 

Armor of Darkness (Alreration) 

Sphere: Pnnection, Sun 

Range; Touch 

Cl mtpo non ts: V, S 

Duration: I round/level 

C'listing Time: 6 

Area of Effect; Tlie caster or I touched creature 
Saving Throw; None 

This spell creates a flickering, invpTessive-seeming shrtJud of magical dark¬ 
ness around the caster or a single touched recipient creature. The aura can. 
if the caster desires, conceal the wearer's features. In any Case, it improves 
the wearer's Armor Class hy I point for every four experience levels of the 
caster (round down). It also lessens all nonmagical damtige suffered by the 
wearer by ld4 ptiiinrs per riHind (This reduction changes to 2d4 points if 
the caster is of !2rh level or greater.) 

The wearer of armor of darkness can sec through the armur as if it did 
not exist and is also afforded 60-fcHit-range infravision hy the spell. All be¬ 
ings within armor of liarkiiess are immune to hypnotic magic and other ef¬ 
fects that depend on \'ision and receive a +2 bonus on saving throws vs* 
eiichantment/diarm schind spells, charm sphere spells, and psionics of 
similar effect. UnJead creature.s wearing armrir of dtirkne^s are immune to 
turning and dispelling attempts caused by things that they must see—the 
hlow^ of a mace of disrupiftm, for instance, w'oiild still destroy one if it failed 
its saving throw vs. the disruptive effect. 


Whip of Shar (lovocation/Evocation) 

Sphere: Necromantic 

Range: 0 

Components: V, S, M 

niirarion: I round/level 

Casting Time: 6 

*A rea of Eff ec t: 5 ’ - long, fl ex i hi e he;i m t >f force 

SaVI ng T1 ’i row: Spec ial 

Thi-s spell creates a flickering black beam of fierce I inch in thickness sur¬ 
rounded by a purple halo. It is wieUled by the caster, whom it cannot harm. 
If the caster successfully strikes with the whip in combat, the struck crea¬ 
ture suffers 2J4 points of iilamage* Undead are aifccted as if by a turning at¬ 
tempt by a priest of three levels higher than the ur/iip-caster. 

Living creatures struck by a u'kip of Skar must also make a successful 
sav ing rhn>w' vs. spell or be unable to attack on tile following round be¬ 
cause they are writhing in pain and unable to control their actions. 
Writhing victims incut no Armor Class penal ties, hut must make success¬ 
ful DexteriEy ability checks to avoid dropping all held and wielded items 
(one check jx'r item). Victims struck in successive rounds are less prone to 
falling victim to this facet of the u’kips attacks due to a numbness pro¬ 
duced from repeated exposure. Hits in successive niunds cause the second 
saving throw' to be at a +1 bonus, the third saving throw to be at a +2 
bonus, and so on. A whip of !ikar has no effect on even the most fragile of 
nonliving objects anil cannot be used to hind, constrict, or entangle. It is 
con-sidervkl a magical weapon for purixises of w hich creatures it may strike. 

Tlie material components of this spell are three sharp-edged pieces of 
black t>hsidian or glass and a long, black hair from any evil creature. 


4th Level 

Creature of Darkness (Alteration, llKision/Phantasm) 

Sphere: Sun 

Ra nge: 10 yards/level 

Components: V, S, M 

Durarion: I ruund/level 

Ca.sting Time: 7 

Area of Effect: Special 

Saving Throw: None 

This spell creates a mobile, upright, vaguely human-shaped* bipedal field 
of magical darkness that quenches magical kgfu and conrinuoi Itgfit on con¬ 
tact without itself being affected. This shadow person can he controlled 
from afar, floating at MV 12, and sent into areas where the caster cannot 


go. The caster then perceives the shadow person's surroundings dimly, as ff 
seeing through eyes the person does not in fact possess. (This vision is nor 
good enough to read by, see expressions, or recognize the features of a 
being.) This unintelligent aura of magical gloom cannot be used to carry 
solid objects Or ci>nvey magical effects requiring that a target he touched 
(tht>ugh rumors hold that the most powerfijl Sharran priests employ an. im¬ 
proved version of this spell that can do both those things)* The shadow 
person can be used to lure, to warn (piiinting to beings, objects, or even 
markings on a map), or for concealment. 

If a living being walb w-ithin the creaiure o/darkness, its magic expands 
it to completely cloak the being and so conceal its identity- Such a cloaked 
being can see as if the gloom of the creature did not exist. Living beings 
can attack or freely pass into, our of, and through a cremute o/darkness 
without dispelling it- If a creature of darkn^ is w-^om in this manner by its 
creator, the caster can use the magic of the creature to levitate for up to 
tour consecutive rounds (rising up to 20 feet per round) or as a /eafkcir fall 
Either such usage ends the spell* 

The material compimencs of a creature of darkness are a bit of black or 
gray fur or down from any flying creature, a pinch of stxit, ami a strand of 
spider web* 


Darkbol t ( I n v cKiat ion/E voc at ion) 

Sphere: Combat 

Range: 5 yards/level 

Components: S 

Duration: 1 round/lev'cl 

Casting Time; 7 

A rea of Effec c: 1 c rea tu re 

Sa V i rtg Th row': Spec ial 

This spell unleashes a 4-inch beam of darkness in a straight line from the 
caster's hand. The beam ends whenever it strikes a creature wnrhin range* 
One darkbfdt can he hurled per round until the spell expires or the caster 
works another spell. A darkbnft does no damage to nonliving things, hut 
chilis living creatures for 2d4 points of dainage and acts as a one-round 
hold spell on undead creatures. (A successful saving throw' vs. para fixation 
negates this effect on undead.) Struck victims are also afflicted w ith magi¬ 
cal siisnee lasting Id4 rounds. If a struck creature succeeds at a saving 
throw vs* spell, it is not silenced, hut takes only the damage. 


Shaundakul 


(The Rider of tlie Winds, the Helping Hand) 

Lesser Power (formerly Demipower) of Ysgard, CN 


Portfolio: 

Aliases: 
Domain Name: 
Superior: 
Allies: 


Foes: 

Symbol: 


WoR. Align.: 


Travel, exploration, long-range traders, miners, cara¬ 
vans, w'indghosts 
None 

Ysga rd/Shaun idau r 
None 

Akadi, Mielikki, Selunc, Shevarash. Solonor The- 
landira, Tymora, Gwaeron Windstrom, Shiallia, Lurue 
the Unicom, Nohanion 
Beshaba, Shat 

An upright silver left hand^wjth palm out and fingers 
together, its w'rist trailing away into rippling winds on a 
black or deep purple backgrtumd of circling winds 
LG, LN, NO, N, CG, CN 
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Shaundakul (SHAWN-da-kul) the Rider of the 
I Winds, was the god of travel and exploration in old 
I Myth Drannor, His existence may date back to the 
I time of the Rus, forbears of the Rashemaar, ot he- 

I yond. In the time of Myth Drannor, he was wor* 

II shiped by humans and half-elves, particularly those 
I who were caravan merchants, traders, explorers, 

miners and adventurers in the uncharted wilder¬ 
ness of the Moonsea North. He was a keen-eyed guide who pointed out 
the hidden lodes and ways ol the North, and brought luck and battle- 
valor to worshipers in need. 

In the days following the Dawn Cataclysm, Shaundakul is said to have 
had a brief dalliance with Tymora and spurned the advances of Lady 
Luck s sister, Beshaha. The Maid of Miatortune vowed revenge, and the 
Eider of the Wind*s luck finally laltered during the assault on Myth Dran- 
non Shaundakul's worship fell with his worshipers when Myth Drannor 
was destroyed. Mt^sr of his faithful perished in the final battle against the 
Army of Darkness. Mielikki absorbed the surviving rangers, and Waukeen 
the traders. 

At his high point, Shaundakul was an intermediate power, but after 
the tall of Myth Drannor he declined to the status of a lesser power and 
bordered on demipower status. By the Fall of the GlkIs, Shaundakul s 
clergy had tallen to a mere double handful ot priests scattered throughout 
the North, and Shaundakul was a demipow’cr reduced to brooding over 
fallen Myth Drannor Only a few prospectors and caravan merchants still 
worshiped him in quiet, underground cults or fellowships. 

iXiring the Gods war, Shaundakul roamed rhe mins of Myth Drannt>r 
w ith increased Irequency and is believed to have battled and destroyed at 
least one demipower of the ore, gnoll, or giant pantheons. Since the Time 
of Troubles, a reinvigorated Sbaiindakul has increased his efforts to 
reestablish his worship throughout the North. Combined w ith the influx 
of traders and caravan merchants w^ho have begun ti> venerate him w'ith 
the disappearance of Waukcen (Lliira seems unconcerned hy their collec¬ 
tive choice), Shaundakul s faith has undergone a rapid revittiliiation. Tlie 
Helping Hand is being called upon once again throughout the North and 
has just gained entmgh worship to reattain lesser power status. Whether 
Shaundakul w-ill keep the worship of traders and caravan masters if Wau- 
keen returns to the Realms is unknow-n at this time. 

Shaun Jaku Is spheres of inll Lienee overlap slightly with several other 
gods mcluJing Helm, Lhira (serving in Waukeen s stead), Mielikki, 
Seliinc, and, in particular, Tyntora. None of these powers is likely to tol¬ 
erate any further encroachme-nr on their portfolios, potennally severely 
curtailing the long-term growth of Shaundakurs faith. 

Shall nti a kill Is a god of few' words. He lets hi.s deeds speak for him. He 
is kind and yet sterri, hut often displays a rugged sense of humor. He is 
sometimes Umely and enjoys a good chat—^especially if he can trade 
jokes. He is eager to gain new worshipers, and if given the oppt>rfunity, he 
tries to persuade any ranger, fighter, wiiarti, or thief of appropriate align¬ 
ment to join his faithful. His avatar often wanders the ruins of Myth 
Drannor striding to the aid of othervs'ise doomed adventurers, and he 
kturn's much aHnit Myth Drannttr^s history, mythal, and current inhabi¬ 
tants. In enVcIumge for his aid in such situations, he demands one service 
that often involves destroying or driving out from Myth Drannor a fiend 
from the low er planes or ani)ther powerful monster. Shaundakul himself is 
said to stalk the layers of Y.sgard, and occasionally the BeastlanJs, hunting 
fierce beasts and evil grams with his attendant windghosts (detailed in 
Tl’ie Ruins of Myth Drannor hoxed set and the CoMPENDR'M 

Annittil; Volume One). 

The "Kiss of Beshaba" still bedevils the Eider of the Winds in the 
lands til Anaurtich. Shaundakul i.s cursed as the "Treacherous Lurker in 
the Sands" hy rhe Bedine nomads who call the desert home. He is ptir- 
trayed a.s a mischievous, malicious trickster appearing a.s a jackal-headed 
man. In truth, here he is impensiinaied and his reputation has been sub¬ 
verted by Reshaba, w tth the aid of the phaerimm living beneath Anau- 
Toch and, later, ruined Myth l^annor. In Anauroeb, Shaundakul is now 
blamed for blinding folk, drying out oases, causing travelers to become 
lost, and all the tttber misfortunes that beset the Bedine. The only 
"windghosts" serving this false aspect of Shaundakul are mad watchghosts 
(detailed in Tfu' Rmns of Luidermuimram hoxed set). Shaundakul is plan¬ 
ning to reclaim his gtu>d name in the lands of Anauroch, but the phaer- 
utim and Beshabn are likely to oppose this plan at ev'ery opportunity. 


L 


Shaundakul s Avatar 

(Ranger 30, Fighter 21 , Cleric 21, Wizard 20) 

Shaundakul appears as a tall, handsome man w ith dark hair and a regal man¬ 
ner, He is clad in a dark, swirling cloak that is alw ays whipped as if by 
swirling w'inds and char blurs the outlines of his figure. Usually only his head 
and arms and his massive rwo-handeii sword are clearly seen. He is plainK 
dressed in the leather armor favored by most rangers. His booted feet never 
quite touch the ground, so he w'alb in silence but for the keening whistle of 
winds chat is ahvays with him. 

Shaundakul may appear in answer to a prlest^s QVf for divine aid from a 
threatened altar, or the dying or sacrificial plea of a Hithful wxirshipcr W'ho 
has perfomied heroic and spectacular feats. He has been know n to appear to 
lost or injured worshipcTS at their campfires by night and even in extraordi¬ 
nary' circumstances to stand and fight when wolves, ores, t^r w-t>rse menace a 
worshiper whn has called on him. 

Shaundakul casts spells from all scho4;:)ts and sphere!^, but priitvarily acts to 
heal and prt.ncct wotshipers; hence, he favors spells from the spheres of div¬ 
ination, guardian, healing, and protection and from the school.s of abjura¬ 
tion and divination. 

AC -3: MV IS, FI 36: HP 224i THACO -9, MT Vl 

Dmg Id 10+18 (mvi'lumiied'sw^anl +5, +11 Sra, +2 spec Umus in iwi^handcd svi'ord) 
MR 50%: SZ L to H (anyivheie from 6 to 18 feet) 

Str 23. D^.v 21, Copj 24, l^rr 18, Wis 18. Cha IS 
Spells P: 11/11/10/10/6/6/2, W: 5/5/5/5/5/4/3/3/2 
Sav« PPDM 2, RSW 5, PP 4 , 8W 4, Sp 6 

Special Alt/Def; Shaundakul is armed W'ith the Stvtffd of S/tudfiu’s. a luvj- 
fuindedsu/tttd +5 that grows from 6 feet to 14 feet long, depending on hb pre¬ 
sent size. It di»!s normal damage to large creatures (3d6+18), double damage 
to ogres, tmlkgohlinkin, giantkin, and giants (6d6+l8), and triple damage 
to undeaJ creatures (9d6+lS). He can ca.st gust n/uTnd as i.)ften as he desires, 
hut^asting It counts against the number ot spells he can cast per rotind. 

Shaundakul {with his sword and all other items he carries) can instantly 
become a swirling, shadtiw7 figure of w inds in any round in which he uses no 
magic. In this form, he suffers only half damage from purely physical attacks. 
It takes him a round to solidify'. He can use magic while in wind form, but 
cannot make physical attacks. He regenerates I hit point per round. Natural 
extremes of heat and cold have no effect on him. He is immune to all ele- 
mental air school and sphere spells unles.s he wants them to effect him. 


Other Manifestations 


Shaundakul typically' manifests as a great, disembodied hand glovving with 
unearthly radiance and surrounded hy swirling winds. This hand speaks and 
points the way, and can issue forth spells from its forefinger. This appearance 
alsti accounts tor Shaundakul's common appellation, the Helping Hand. 

Shaundakul has also been knowm to send one or ntore vvindghosts to aid 
besieged w'orshipers making a desperate stand in the wild. He may aid faith¬ 
ful worshipc^rs by creating moving u ind ualE to guard them in battle situa¬ 
tions or even tLim a trapped worshiper into icrait/i/tTrm to allow escape. He 
has also been kntwvn to send squirrels, W'olves, lung-ranging birds (gulls, 
haw ks), and rabbits to guide or aid bis taiihflil. He manifests his displeasure 
with one of his faithful by creating a iilnd ttviU in his or her path. 

The Church 

Clergy: Specialty priests, crusaders, rangers 

Cuergy’s Align.: NG, CG, N, CN 
Turn Undead: SP: No, Cru: No, R: No 
Cmnd. Undead: SP: No, Cru: No, R; No 

All specialty priest.s and crusaders of Shaiiitdakul receive religion (Facrun- 
la n) as a Ixm us non weapL^n p rofk i e ncy'. 

Shaundakul has few temples in the Realms, as rhe members of his clergy 
are generally struck with wanderlust and rarely remain in i)ne place. How ¬ 
ever, they have constructed numemus shrines to the Rider of the Winds 
throughout the Mixmsea North. Topically, a shrine to Shaundakul is 3 srune 
dais built atLjp a high place, crowned with a stone seal or throne, and ac¬ 
companied by one or more stone pillars pierced with holes that the wind 
whistles ihriiugh. Many such .shrines exist throughout the MiHinsea North 
and the Stone lands, some of them over a thousand yea it old. 

All cleric.s of Shaundakul became specialty priests at the conclusion i>f 
the Time of Troubles. About 10% ot Shaundakurs clergy' members are cru¬ 
saders (known as wlndfists), 20% are rangers (known as zephyrs or mistrals), 
and the rest are s^cialry prtt^ts {known as wtndwalkcrs). At the conclusion 
of the GoJsw'ar, ShaundakuPs only knov\'n priests were Juxril Tliammarcast 
of Waterdeep (hm D)), who held .senices at rhe Plinth; Eldrisel Tylosar of 
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Hudtlagh (hm P6); Aszcrra Umlimmer in OrUulm (a fat, motherly hf P6); 
Phelos Mistam in Hillsfar {an eMerly» grim hm P7), a noted scholar on the 
history' of the Dragonreach); Maurith Slindeary'l in Elveniree (a heautifni, 
very' young hf P4); and Wacrtin Nanszrai (an aging, bespectacled hem P8) 
m ElmwtKHl, Shaundakiil's clergy has expanded dnjmatieallv since the Time 
of Troubles, and his clergy members now number several hundted and his 
church continues to grow. 

There is no clear hierarchy in ShaundakuPs faith, although thtwe priests 
who serv'ed the Rider of the Winds prior to the Godswar hold positiotts of 
great respect in the church, ShaundakuPs name is not well known in the 
cities of the Realms, hut more and more travelers are visiting his shrines 
and jnA^oking his name when traveling in the North. 

Priests of ShaunJakul use a variety of self-chosen appellations, hut a 
loose hierarclty of standard titles does exist. In ascending order of rank, 
these include: Seeker of the Wind, Scout, Trailhlazer, Explorer, Guide of 
the Hidden Ways, Rider of the West Wind. Rider of the South Wind, Rider 
of the East Wind, Rider of the Ntirrh Wind, and Lord High Windhand. 

Dogma: Priests tif Shaundakul are usually quite reserved concerning 
their fellowship of wt>rship, seeking to spread the teachings of Shutmdakul 
through example. Priests of the Helping Hand are to actively work W 
reestahfisli their giid s sphere of influence among traders, particularly traih 
blazers whf> explore new' lands and open new trade routes. They are to act 
iLs scours, guards, and leaders Lit parties of explorers, caravans, and mining 
expeditions. They are tiJ unearth ancient shrines of Shaundakul and re- 
sanctify them. 

The charge given to ptisculants is os follows: “Ride the wind and let it 
take you wherever it blow^s. Aid those in need and trust in the Helping 
Hand. The w'orld is large vvith many lands as yet undiscovered. Seek out the 
riches of the earth and the sea and journey to distant Itorizons. Be the first 
to see the rising sun, the mrnuntain peaks, the lush valleys; let your footsteps 
fall where none have tread. This is the wonder of the world.'* 

Day-tO'Day Activities: Priests of Shautidakul are expected to provide 
for themselves by living r>ff rhe land, hiring themselves out as scouts and 
caravan guards to trading costers, or running caravans through the Moon- 
sea North and beyond. Many serve as guides for adventuring companies or 
as explorers. A very few’ are Harpers. All seek to visit the scattered shrines 
of Shaundakul as Irequently as possible and m construct new ones when 
they acquire stifficienr rescnirces. 

On t’fcca.sic’Nti a priest of Shaundakul is accompanied by a windghost, a 
servant creature sent by Shaundakul. Such priest.s are typically engaged in a 
specific mission ft’ft the god and are usually powerful adventurers. 

Holy Days/Important Ceremonies: Shaundakul’s clergy celebrates 
only one holy day per yean The 15th of Tarsakh is known a.s the WindriJe. 
Nti matter w'here they are, priests must seek out a strong breeze and cast a 
tiTrtith/unTi or wind uaWt spell at dawn. (Priests who do not have access to ci¬ 
ther spell are granted access to the former on this vme Jay, regardless of 
level. In addition, the duration of either spell is extended to last from dawn 
to dusk.) Shaundakiil’s priests then spend the day soaring with the wind, 
swooping and swirling wherever chance may take them. They alw^ays land 
sitfely, usually in a region they have never been ti) before. 

ShaunJakuPs clergy' meinhers have a few simple ceremonies they prac¬ 
tice when appropriate. They arc to utter a simple prayer every^ rime the 
wind changes significantly. Whenever they disctvver prevaou.sly uncharted 
terntonr' (.such as an undiscov ered valley, lake, iir island), they are to create 
a small throne of rocks marked with ShaundakuPs symKil near the locatii>n 
where they iirst mavle the disc^ivery'. If of sufficient level, they are to create 
a shnne to Shaundakul using stiJiie sfuipe magics. 

Major Centers of Worship: The major temple of the Rider of the 
Winds in the Realms at his faith s heyday w'as ShaundakuPs Throne in 
Myrh I )ranntvr, though he had many shrines in the North, particularly in 
the Moonsea region. One shrine frequently visited today is Lanthalass Re¬ 
quiem, located west of the Stone bvilr Trail in the Stone lands. 

ShauttdakuPs Tlirone still stands, ivften guarded by the avatar of the god. 
It ciinsists ivf towers linked by walls that form an enclosed courty^ard to 
a large central building containing an undercroft where the clergy' lived in 
years past and a huge dais (the Throne itself) open to the sky, where 
Shaundakul was worshiped. High-level members of ShaundakuPs faith 
sometimes make a pilgtimage to the ancient temple, often receiving a great 
IxKJn trom the Rider of the Winds if they siirviv^e the dangen^ms trip. 

Affiliated Orders: Since the Time of Trnubks. several military orders 
have been founded in the name vif Shaundakul. The Fellowship of the Nexr 
Mountain is an ovJit^T of mngers and windwiilkers whti ty pically work akme, 
blaring trails in the uncharted wilderness areas of the Sword Coast North 
and Mixmsea Nt^rrh. 


The Knights of the Shadow Sword are a elite order of crusaders, wind- 
walkers, and rangers. Founded by the half-elf Jax Nighisong apd based in 
Shaundakul's Throne, they are dedicated to cleansing Myth Drannor of the 
evil that haunts its streets and ruins. Initially, they are fortifying the ancient 
temple as a hose of gperatitms and sending out scouts to reconnoiter the ru¬ 
ined city. 

The Riders of the West Wind are an or».!er of windwalkers and a few 
rangers who hire them.selves out as a mercenary^ company to guard caravans 
heading through uncharted w'ildemess to distant lands. Having just re- 
fumed from Sossal, they are rumored to he planning an expedirion to the 
fabled lantls of Anchordme m the near future. 

Priestly Vestments: Shaundakul*s priesthood has straightforward cere¬ 
monial raiment. All priests sport a dark swirling cloak over garb appropriate 
for the trail. As a holy symbol, rhey wear a leather or chain gauntlet stained 
deep purple or tinted black (repectively) on their primary hand (and some¬ 
times on their off hand as well). Tlte symbol of Shaundakul—a silver up¬ 
right left liand w’ith its wrist trailing away into rippling winds—is depicted 
on the palm and hack of the gauntlet. 

Advefiruring Garb: The adventuring garb of ShaundakuPs priests is 
not noticeably different from their ceremonial vestments. His priesthood 
typically favors leather armor, but sometimes wears studded leather armor 
or chain mail. Its members favor great swords, such as the wivhanded 
sword or claymore, and often wield long or short bows. They aUvays wear 
the dark, swirling cloak and gauntlet of their faith. 


PRJME Req 
Alignment: 
Weapons: 
Armor: 


Magical Items; 
Req. Profs: 
Bonus Profs: 


Specialty Priests (Windwalkers) 

Requirements: Strength 13, Constitution 11, Wisdom 14 
Strength, Constitution, Wisdom 
CN.CG 
Any, 

All armor types up to and including chain mail and 
medium or smaller shieltls 

Major Spheress: All, astral, combat, elemental air, healing, protection, 
travelers, weather 

Minor Spheres: Animal, creation, divination, elemental earth, elemen¬ 
tal water, guardian, necromantic, plant, sun 
Same as clerics and rangers 

Herbalism or tracking {pick one), sword (any kind) 
Either direction sense or navigation (pick one), and ci¬ 
ther survival (any terrain) or endurance (pick one) 
Humans and half-elves can become windwalkers, 

Hatf-elf w indwalkers are allow'eJ to multiclass as windwalker/rangers. 
(If the DM allows kits from The C^jjnplete Rangers HandHxjk, they are 
allowed to take the explorer or pathfinder ranger kit.) 

Windwalkers can select nonweaptm proficic'iicies from both the priest 
and warritT gamps w-ith nt> crossover penalty'. 

Windwalkers can move silently and hide in shadows as a ranger of the 
same level. All normal Dexterity, race, and armor modifiers apply. 
Windwalkers are able to cast helping hnui (iis the 3rd-level priest spell), 
u'hispering urnd (as the ind-level wiiard spell), or unseen sennm (as the 
1 St- level wizard spell) i>nce a day. 

At 3rd level, windwalkers are able io cast giwf of unttJ or uriiJ u'uli (as 
the 3rd'level wizard spells) once per day. 

At 5th level, windw'alkers are able to cast shield (a.s the Ist-level wizard 
spell) or UTuith/nrm (as the 3rd-level wizard spell) once per day. 

At 7th level, windwalkers are able to cast /ind the path (as the 6th-le\’el 
priest spell) once per day. 

At 7tli level, windwalkers can make three melee attacks every rw'o 
rounds. 

At 10th level, windwalkers can never become lost on Aheir-Toril unless 
transported to a region through magic {such as a through the use of a 
gdte, a teleport spell, or astral spL'Ii). Once they again determine where 
they are, they can never get lost until again transptirted by magic* 

,At 13th le\'el, windw alkers can make two melee attacks per round. 

At 15th level, windwalkers are able to cast wind uaik (as the 7ch-level 
priest spell) once per day. 

ShiJiHicJakun Spells 

2nd Level 

Favor of Shaundakul (Alteration) 

Sphere: Travelers 

Range: Special 

Coinp<iinents: V, S, M 

Duration: Special 
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Casting Time: 1 round 
Area of Efifecr: Special 
Saving Throw: None 

Fattir of S/ujMndakul creates a serendipitous occurrence during a taxing or 
dangerous journey. It makes something go right when everything else is 
going wrong. The exact effect must he determined by the DM and is in no 
way controlled by the caster, Faim of Sfuiumiakul only functions in wilder¬ 
ness settings or severe weather conditions while the caster is on a journey. 
If does nor work while the caster is at home, as ones home is considered the 
end or beginning of a journey, not a ptiint in the midst of one. 

Typical effects include finding a safe place to camp^ being able to start a 
fire in wet condiriom, finding shelter in a blinding snowscami, stumbling 
across an oasis while crossing the desert, finding a rare herb native to the 
negum wdiich cures a parricular disease or neutralizes a particular poison, 
finding a light source while in darkness, etc. This never gives bonuses or 
ixjnalties to any soift of roll. 

The material component is the caster’s holy symbol, which is not con¬ 
sumed in the casiing, 

5rd Level 

Shadow Sword (lllu.sion/Phantasm) 


Sphere 
Range: 

Components: 
Dutation: 
Casting Time: 
Area of Effect; 
Saving Throw': 


Combat, Sun 

0 

V,S,M 
I round/levcl 
6 

Special 
None 

This spell creates a ^/uulou' iward that must he physically wielded by the 
spellciister. The type, speed, size, and weight of the sWou' suord can be 
equal CO any r\T»e of sword the spelkaster is familiar with. (For example, if 
ihe caster has seen and pntcticed with a long sw’ord, she or he could create 
a shadrm- hmg su’ord. If the caster has never seen and worked with a 
khopesh, she or he could not create a sfiudou- khupesk) TItU spell does nut 
confer proficiency in the chosen w'eaponn 

A sjiatkm* .su'ord functions in all ways as a magical suord +/ of the se¬ 
lected type. In addition, it functions with a +2 attack and damage bonus 
against ogres, trolLs, goblinkin, giantkin, and giants. It functions with a +3 
attack and damage bonus against undead creatures. 

If at any time the casting priest releases the sfiodou' stt'trrd {something the 
casting priest can i>nly da voluntarily) or the shadow sword enters an area of 
absolute darkness the spell immediately expires. If a light, cominuai light, ciwi' 
nnuul darkness, or similar spell is cast directly on a shuJfrtc suford, bi^ith the 
shadtJU'suW and rhecast spell are immediately canceled. 

The somatic component of this spell involves the caster reaching a 
gauntletcd hand into an area of deep sbatloW' and drawing forth the sh^idbu' 
ittwd. The material component of this .spell is the priests holy symbol {a 
gauntlet) in w hich the shrdou sword must be wielded. The gauntlet b nut 
consumed in the casting. 

4th Level 

Gauntlet of W inds {Alterarum, Invocatam/Evocation) 

Sphere; Etemenial Air, Weather 

Range: Touch 

Components: V, S. M 

Du ra t ion; 1 ro u n d/1 eve 1 

Casting Time: 7 

Area of Eftect: One gauntlet 

Saving Throw: None 

This spell enchants a gauntlet (the Shaundakun prk'^t's holy symbol) info a 
magical gtrwnrlei o/tt'iTuls. The ctister can then use the gauntlet of wind m ere- 
ate one of the following spell effects per round: featiier/dll (as the Ist-level 
wizard spell), gnst of uind (as the 3rd-ievel vvizsvrd spell), mnJ udf (as the 3rd- 
level wizard spell), nr atim leirids (as the 4ih'lcvel priest spell describetl under 
the entry for A kadi). Each effect lasts one n>und. Each effect can he renewed 
or repeated the following rt>und, or a different effect can he selected. If during 
any round the caster's concentration is infemipted, the spell lapses. 

The marenal component of this spell is the priest's holy symlxd, which is 
nor consumed in the casting, 

5lh U vd 

Dead Magic Shield (Alteration) 

Sphere: Protection 

Range: C 


Compi>nents: V, S 

Duration: 1 round/level 

Casting Time: 8 

Area of Effect: A shimmering disc-shaped shield of force 2 feet in di¬ 

ameter 

Saving Throw; None 

Tills spell creates a shimmering disc-shaped shield of force 2 feet in diameter 
affixed to the left or right forearm of the caster ^ chosen during casting. If 
the caster is not wielding a weapon two-handed, carrying a shield, ur casting 
a spell, the dead mn^c shield can be used to block magical attacks. If rhe 
caster wields a weapon in his or her other hand, the priest can attack with a 
melee weapon while employing the derd sliidd. 

A dcid nutgic sified does nui have any effect on Armor Class or ph^^ical 
attacks. However, if successfully mterposed betw'een the caster and a spell or 
a spell-Iike power, it harmlessly dissipates the spell. Area-of-effect spells can 
be blocked ffom affecting the caster and anyone physically shielded by him 
or her Touch spells can he dissipated os w'ell by forcing the attacker to bring 
his or her hand into contact with the dead rnttgic shield. 

To block a spell, the caster must make a successful saving throw vs, spell 
with a 1 bonus to the roll for every three experience lewU of the spell- 
caster, rounding up, to a maximum of +5. Even if a spell is not blocked (in 
other words, the saving throw b failed), if the spell normally allow-s a saving 
throw against its effects, the dead rruiigic shield wielder is still entitled to a sav¬ 
ing throw with a +2 Kmus. 

Silvan us 

(Oak Father, the Forest Father, the Old Oak, 
Treetather, Old Father Tree) 

Greater Pow er of the Ootlands, N 

PoaTFOUO: Wild nature, druids 

None 

OutUmdsnir na Og (in rhe Deep Forest) 

None 

Eldath, Mielikkit Chauntea, Lathander, Lurue the Uni¬ 
com, Nohanion 

Malar, Moander (now dead), Tabs, Talona 
A green, living oak leaf, an oak tree in summer, or a 
wooden staff sprouting tiny green leaffct.s and buds down 
its length 
Any 

Silvanus (Sihl-VANN-us) is the god of wild and un¬ 
tamed nature in Faetun; he is of equal power to 
Chauntea, who represents a more ordered nature. The 
two ate on go^xl terms, although Silv'anus takes pride in 
his true neutrality. He is serv-ed by Eldach and Mielikki, 
and many of the followers of one deity venerate the 
others as well. They work closely together and seem 
genuinely trusting and affectionate toward each other. 

Silvanus hates Talos and Taitjna, whom his priests refer tti as *ihe Un¬ 
balanced." He most often reveals a hcneficenr, paternal nature toward his 
faithtui, who number among them travelers, adventurers, explorers, sages 
seeking knowledge in nature, rural communities far from rhe protection of 
the local lord, guides, hermits, wise wtmien and men, herhalists, and a few 
long-sighted wtKidcurters and hunters (harvesting only the dead, the ex¬ 
cess, and the weak), as well as druids and rangers. He swiftly turn.s an un¬ 
caring and even righteously wrathful face toward any who threaten the 
wild places and wmidlands of Faerun. Those who disturb the balance are 
often found at the edge of the forest torn to pieces by wild animals who 
cannot be tracked. 

During the Time of Troubles, htlvanus is reported to ha\''e been seen in 
the Winterwixid and the Chondalwtxjj, lending credence to the Emerald 
Enclave's (an activist circle/society of druids) claims that its efforts in the 
Vilhon Reach are greatly favored by Silvanus. 

Silvanuss (Druid 40 , Fighter 25 , Mage 20 ) 

Silvanus appears in either old or young forms. The Old Father is an old, 
bearded, incredibly wise human male face flixuing in midair among trees or 
stmtetimes sprouting from the trunk of an especially old and large tree. His 
flesh is as hrow'n, gray, and fissured as old wood- He casts spells from any 
priest sphere or xvizard schooL Those Irtsm the plant, animal, and weather 
spheres are cast at triple nonnal effect in all respects and targeted creatures 
receive a -3 penalty to all such saving throw's. 


Aliases:: 
Domaim Name: 
Superior: 
Allies: 

Foes: 

Symbol: 


WoR, Align,: 



















The Young Strider M a [ongdimbed young man wearing scale armor with 
scales alt in the shape of oak leaves. He appears most often when a sacred 
grove is Threatened or a circle of druids is attacked during worship. He es- 
pectally hates those who use fire carelessly or with deliberate intent to de¬ 
stroy. He als<s casts spells fnsm any priest sphere or w*liard schooh hut tinly 
rhtTse he casts fti>m the weather sphere are at triple normal eftecr in all re¬ 
spects and a -3 penalty to saving throws, 

AC -5; MV FI 18 or stai ionan' (Old Faiher), or MV 15 (48 Liraong wciodt-'J areas) 

(Yiamg Strider); HP 239; THACO -6: MT 5/2 

Ding 2J10+14 (greuf mri/Ief +12 Str^ +2 spec, bonus in great 

MR S(yX,, SZL(IOfcct) 

Str 24. Dex 18. Con 24, In^- 23, Wis 25. Cha 25 
Spells P; 17/16/16/15/1VI4/12. W: 5/5/5/5/5/4/3/3/2 
Saves PPDM 2, RSW 5, PP 4, BW 4. Sp 6 

Special Atl/Def: As the Old Father, Silvanus imparts knowledge, 
watches, hesttrtvs or hurls spells, and extends his power into living things In 
the immediate victnity. He can create and animate plants and fungi similar 
to any spell that effects living or dead plants or fungi in any sphere or school, 
shrink or enlarge animals, and summon to his aid and command with utter 
kiyaltv 3J20 any st>rt tjf animals or giant animal analogs or 2d 10 of any 
stirt ot sylvan creature (intelligem or not). He particularly enjoys summon¬ 
ing treants. He can turn any animal against its owner instantly. 

The Young Strider wields the great maWef of Siivanus. He can call ligHtning 
once a round or vomit forth either a fast-tlowing stream of water or a 
wolihound (all in addition to attacking and casting spells). The water 
comes forth in a cone up to 60 feet long and 20 feci in diameter at its fur¬ 
thest point that causes 5d6 points of damage when it hits. Tlte wolfhound 
has the following sratistics: 

Wolfhound (1); THAC(3 I h ^AT I; Dmg 2d 10 (bite); AC 3. 

HD 10; hp 80; MV 15; SD regenerates 5 hp/round; SZ M (6 feet 
long); INT Avg (8): AL N; ML 20 (unshakably loyal to Silvanus 
even in the face of controlling magic or pslonics); XP 2,000, 

Other Manifestations 

Rather than appearing as an avatar, Silvanus prefers to appear as an oak leaf 
blown out i>f nowhere as a sign, or if he must take direct physical action, as a 
fire-quenching, eerie green glow that is akvays accompanied by the sounds 
of taintly whistling wind and tunning or dripping wearer. Alternatively, he 
miiy manifest as a stag-horned, silent man with burning white eyes who ap¬ 
pears among the trees and has shaggy brown fur that is almost barklike. As 
the Homed Man, Silvanus speaks only in the mind.s of those he touches and 
can point, lift, and carry things (even hurling trees or logs), inscribe words 
on wood by ptiincing with a fingertip, and cast spells (notably felekinesis of 
awesome weight capacity), Tire Homed Man most often simply materia I lies 
to show himself and indicate something by a gesture, a shake or nod of the 
head, or hy pointing, and then fades away again 

Silvanus als<i indicates his favor or disfavor or sends aid through the pre.s- 
ence or actions c-^f treants. brownies, dryads, deer, badgers, unicorns, satyrs, 
atomies, sprites, pixies, and other wixKlIand monsters, 

I’hc Church 

t'LtRfiV; Clerics, druids, shamans 

CleRoy's a lion.: LN. N, CN 
Torn UNi>tAl>: C: Ye.s, 0: No, Sha: No 
Cmnd. Undeaix C: No, D: No. Sha: Yes 

All clerics, dniids, and shamans of Sikanus receive religion (Faerunian) as a 
K>nus nonw^eaprjn proficiency. 

The church of SiK'anus is tjfren referred to as the "greenleaf priesthinxi'" 
alter the symbol of its deity. Silvanus has a strong base among both clerics in 
urhan areas and druids in the wilder territories. Like Chauntea he calls K.Tth 
his dear children, hut in his ca.se the druids are the favored of the two. Sil¬ 
vanus also has a few shamims among the nomadic and barbarian sixiieties of 
Faenin who spread his word i>f balance and respect for nature while tending 
to their tribes' needs. 

Silvanus's clergy arc spread throughout Faerun, favoring small Ctimmuni- 
ties over large cities, though there are several large communities of Silvanites 
in majitr cities such as Waterdeep. Dm ids are the leaders and backbone of the 
greenleat priesthiHid and are mi>st faviired by Silvanu.s if they dwell in the for¬ 
est and live in harmony with the land, where they arc best able to be the 
■Stewards of Faerfm’s wild places. Urban clerg>' of Sih anus more oftert become 
garvltners. tiy ing to create a walled ctimer of wikl forest in the city (or guard 
and revitalize an existing miniature wtKid). They often seek to attract follow¬ 
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ers by preaching of the peace and purity of the wilds and dispensing herbs and 
sweeLsap drinks (especially maple synip, mint teas, and sw'eecrtxJt hmw's). 

Dogma: Silvanus sees and balances all, meting out both wild water and 
drought, both fire and ice, both life and death. Hfs priests tend to see the 
total situation, to view the macrocosm; their vie\v is not confined to one 
person or one nation's idea of w'har is best. This is ntit to say that priests of 
Silvanus are neutral and take no sides, TItey are strongly on the side of wild 
nature, the natural state of matters, over any civilitirtg force. 

All is in a cycle, deftly and beautifully balanced—and it is the duty of the 
devout to see this cycle and the sacred Balance as clearly as possible, to make 
others see it (whether they worship the Oak Father or no), and to work 
against all beings and things who seek to disturb the Balance, This is best 
done by watching, anticipating, and quiet manipulation. Silvanites should 
resort to violence and open confrontation only whert pressure of time, situa¬ 
tion, or hostile action makes it necessary. UJtimatelyi the faithful are to keep 
the Balance—whert one must act in one way one day, take the opposing side 
on another day. Always keep the Balarice. 

Those aspiring to join the clergy of Silvanus are charged to fight against 
the felling of forests, banish disease wherever they find it, and defend the 
trees and plaitt new ones whenever possible. They are to seek out, serve, and 
befriend the dry^ads and learn their names. They are to kill only when need¬ 
ful, jor all things in the forest are in balance, to destroy fire and those who 
employ it, and to beware ores and others who bring axes into the forest. 

Day-tO'Day Activities: Most disturbances of the sacred Balance are due 
to ttxvhcavy bunting or fanning, which bring with them land clearances— 
essentially population pressures. Tlte greenleaf priesthtxxl is kept busy work¬ 
ing to redirect development and control popularians through covert spon¬ 
sorship of brigands, breeding and selective placing of predators, and other 
means. It is essential that such work be as secretive as possible, so that most 
folk view the servants of Silvanus as essentially benign lovers of trees. 
Wildlife breeding, nursing sick animals, and replanting trees and w'ild shrubs 
are all work that should be done as publicly as possible to support this per¬ 
ception—and as necessary work to redress the slipping Balance, of course. 

To do this work properly, two skills are essential to all Silvanite clergy: 
learning through instruction and lifelong study the intricate workings of the 
life-cycles of all living creatures in Faerun and learning to take the long¬ 
term view so that the manifold implications of every action and combina¬ 
tion of actions can be seen clearly well into the future. By planning for the 
long term, Silvanite clergy hope never to take a serious misstep and worsen 
any shift of the Balance. Superior patience, natural knowledge, and antici¬ 
pation are the hallmarks of a worthy sen'ant of Silv'anus. Tliey are also the 
qualities that make any Silvanite priest a deadly foe. A Silvanite should 
never be surprised and always be three or four steps ahead of an op^xment. 
prepared fur victories well beyond the battles that an enemy can see. 

Holy Days/Important Ceremonies: Priests of Silvanus pray to the For¬ 
est Father at all times, tliough the god seems to respond best to prayers at 
sunset and in mxxmlighc. Greengrass, Midsummer Night, Higharvestide, 
and the Night the Forest Walks are holy days to the greenleaf priesthtxid. 
The Night the Forest Walks can occur at any time during the year. It is a 
night when Silvanus is restless, and trees move, streams and ravines change 
their courses, and caves open and close in the forest, Fore.st-dwelling mon¬ 
sters are often stirred into action, and forest magic is esivcially strung and 
apt to go wild. 

Many rituals of worship to the gtxJ take place in a crown stand of tall, an¬ 
cient trees on a hilltop. The gixl must always he worshiped by sacrifice—hut 
never by blood sacrifice. Instead, something made frtim material taken Irom 
a wtHxj must he ceremonially broken and buried—^not burned. For example, 
a cart. wagi.in, or chair fashioned ftt>m the wix>d of felled trees could become 
a sacrifice to Silvanus. 

The simplest prayer to Silvanus is the Call of Oak, .Ash. and Thom, 
wherein a priest gathers leaves of the three named sorts of trees, floats them 
on water, and entreats Silvanus to hear a prayer. For deeper concem-S (a con¬ 
versation with a .sen'ant of the gtxl, or the receipt of gixJly favors or magical 
ptu-vets) a Vigil is often employed: Tile worshiper anoints his or her own 
body with a powder of crushed acorns and misrlet<,TC leaves mixed with rain¬ 
water or spring water and lies down on, or in contact with, a growing tree for 
most of Li night. Stime part of the bare flesh of the faithful must touch green, 
grtwving moss, sti mos.s-covered giant trees are tpi>5T favored for use in Vigils, 

The two most powerliil and holy rituals of ^i|\ anites are the Stmg of the 
Trees and the Diy^ad Dance. The first ceremony is a droning, haunting chant 
that is repetitive, leaps from sharp to flat in pitch, and increa.ses in power the 
more w'orshipers are participating. Its performance always draws wtxidland 
creatures to gather in silent witness, laying aside their usual fears and their 
instincts to prey uptm each other The Si>ng of the Trees hrals htirneJ, dis- 

















eased. ^Jnd scarred trees—and even, in rare moments of the favor of Sih 
van us. reerects trees thar have fallen or been feileJ. 

The Dr^'^ad Dance is a wild ritrial of piping, dancings and carousing that 
calls out any dryads rrr hamadryads fn.>rri the wciods around and empowers 
them to travel far Injm their trees for a lunar cycle (month) after the cUnce is 
performed (though they cannot use their charm ability when more than 560 
yards horn the tree). Dryads and their trees are healed and revitalized by the 
dance, and it is rumored that humans and diy^ds w'ho tryst at this time cause 
the mpid spread i>f new oak trees and the birth of new dryads linked to them. 

Sadly, it seems the most often performed ceremony in the Silvanite canon 
is the Thomcall, a ritmd magic that raises thick W’alls of deadly tearing thorns 
^>ut of the forest soil. These barriers arc permancni: and as labyrinthine as the 
presiding priest desires, hut they can only be called up when a servant of Sib 
vanus (a wtirshipcr or a servitor creature, such as a stag) has been slain or shed 
mucli blood in the vicinity. The Thomcall ritual is used to keep our those 
who would hum or despoil the forest in such a way as to upset the balance. 

Major Centers of Worship: The most major center of Silvanite worship 
U Old Oak Dell in the heart of the Forest of Tethir, due east of Mosstone in 
Tethyr. Lyons Oak south of the River Icehih in Impiltur, where a v'ast foresr 
ha,s been planted all around hy Silvanite clergy^ is fast rising to challenge 
Old Oaks supremacy. Another strong ccinrender for supremacy is the island 
of llighon in the Vilhon Reach, where the Emerald Enclas'e has set up a 
faith magic zone. 

Affiliated Orders: The church of Silvonus does not hav'e any affiliated 
knightly orders. It has fimi connections to sevend orders of rangers who ser\'e 
Mielikki, since she in turn serves Silvanus, and its holy gro\'es and forest ptxil 
shrines are often guarded by the seldom-seen clergy of Eldach along w'ith the 
druids and clerics of the greenleaf pricstlKKid, The Emerald Enclave, a large 
and aggressive society of dmids active in the Vilhon Reach, has close ties to 
the church, but its members considered a tad radical by many Silvanites ehc' 
where in FacrOn who see their actions as likely to provoke a negative hack' 
lash against the Silvanite religion in tbe future. Finally, the church of Sib 
vanus also has ties w ith the Harpers, an organiiation working against the rise 
of great powers, which rend to endanger all natura! life and conditions 
around them by trying to reshape Faerun, and so endanger the Balance. 

Priestly Vestments: The ceremonial dress for Kith clerics and druids of 
Si I van us is a suit of arinoir made of overlapping leaves. For clerics, the leaves 
are made of meial plates and the suit functions as a jei of scale mail. For 
druids, the leaves are made of green-tintCiLl leather and the suit function:; as 
leather unnor. Either set is worn with green breeches and shirt. The outfit is 
topped with a large helm with tiak leabshaped wings. 

In urban areas, where the clerics outnumber the druids, the standard 
dress has been simplified to a verJigrised-copper pin worn on the breast 
when a priest isniL^t involved with the High Ceremonies, 

Adventuriixg Garb: When adventuring, druids and clerics of Si I vanus 
may w^ear their cerenw^nial armor or switch to something less flamboyant, 
depending on their mission. They are usual very practical in their dress, 
chtxising outfits to suit the situation at hand. 

Mriny ot the wilder Limijs take to wearing tanly a iimsc, dusty brown cloak 
made of tild hides adorned with feathers and carefully w-atered, woven'in 
dumps ot mosses horn day to day. Simetimes this body cloak is augmented 
by fur leggings i^r high boots. This garb, wc>rn hy priestesses of the Forest 
Father, has given rise to tales ot wild womeir of the woods in many places 
around the Realms. 

SpodEilty Priests (DruiiJs) 

Wisdom 1Z, Charisma 15 
Wisdom, Charisma 

N 

Club, sickle, dart, spear, dagger, scimitar, sling, staff 
Padded, leather, or hide and wH>oden. hone, shell or 
other non metal lie shield 

All, animal, elemental, healing, plant, rime, wards, 
weather, sun 
Divination, travelers 
As druid 

Brewing, cobbling, cooking, fishing, or weaving (take 
tw'o); animal lore 

Survival (pick type), WTuther sense, modern languages 
(pick one from: bn>wnie, dry ad, elvish, korred, nymph, 
pegasus, pixie, satyr, sprite, sylph, treunr, uniciirn) 

All specialty priesrs tif Silvanus are druids. Their abilities and restrictions, 
aside from changes noted above, arc summari-ed in Appendix I: Priest 
Classes and detailed in full in the Piiiver’s Htmdfxjok. 


REQUlRE.MtMTS: 

Phi ME Reij.: 
Alignment: 
Weakens: 
ARMim: 

Major SmiERHss: 

Minor Spheres: 
Magical Items: 
Reij. pRtJFs: 

Bonus Pr<jf.si 


Silvanite Spells 

4 th Level 

Briaitangle (Alteration) 

Sphere: Plant 

Range: 10 yards/level 

Components: V, S, M 

Duration: 1 round/level 

Casting Time: ? 

Area of Effect: lO'foor radLus+10 feet/2 levels 

Saving Thrown 

A fawtangie spell causes living shmhhery nr undergiiuw rh of any type to be 
instantly changed to densely tangled briars of the thorniest sort, growing to 
6 feet in height and increasing in horkontal volume to a radius of 10 feet 
plus lO addttiimal feet radius for every two levels of experience of dte caster 
(thus, a 7chdevel priest would cause a of 40dptrt radius). 

Beings can force their way through the brianangie readily, but the briars 
snag and halt missiles, thrown objects, or flying creatures within their con¬ 
fines. All creatures trapped within a fmare^mgle when it forms — or those 
chat enter it thereafter—suffer Id4+2 ptiints of piercing and scratching 
damage per round (or portion thereoO that they remain moving and in 
contact with the spell. Beings clad in banded, scale, or place mail have all 
damage reduced to ld3 points per round* This reduced damage also applies 
to creatures made of rock or with skin of comparable hardness but creatures 
with lesser armor, such as chain, take full damage, even if a shield is carrEeJ. 
feings who do not move at all after the fii^c round cake only the damage 
from the first round ol contact. In all cases, a successful saving threnv vs. 
spell results in half damage (round up), 

Spellcasting requiring a somatic component is impossible wdthin a briar- 
tangle. Cloth raiment and exposed cloth, paper, or vellum items must siive 
vs. acid once per round (or portion thereoO that they are within the faw- 
mngics confines and their user or ow'ner is movjrtg or they are rent and tom. 
This means that such items must make at least vine iteai saving throw (for 
the initial round of contact). Magical items receive a +2 bonus to thb sav¬ 
ing throw. A bnartangfc vanishes instantly if the caster so wills, but other¬ 
wise exists until the spell expires or is dispelled. When the hrionaiigle ends, 
the plants it grmv faim (the living material ciimponents) revert to their for¬ 
mer state. 

Fire destroys a briiiriarigfe in a round (regardless of the size of its area of ef- 
fecO. but creatures wdthin it take 2d6 pt>ints of fire damage and receive no 
saving thn>w against this damage. The area where a brurrEiinj[jle w'as cast radi¬ 
ates a faint dweomer for ld4+2 turns after the spell has expired, and this af¬ 
tereffect can be used to confuse creatures w^ho are following a pass wit/ionE 
trace trail hy detecting that spell's dw'et>mer. 

In addition to living plants ot any type, which are transformed intti the 
hriarcangle, required material comptments are mistletoe, a thorn from any 
plant, and a bud, petal, or leaf from a briar (wild rose). 


Oakheart (Alteration, Necromancy) 

Sphere: Plant 

Range: Touch 

Components; V, S, M 

Duratiim: Special 

Casting Time: 7 

Area of Effect: One being and one ttak tree 
Sa V i ng Thro w; N one 

Casting this spell creates a link Ixitween the caster^ir a touched being and an 
oak tree. Ttie oak tree can be any distance from the spell recipient when the 
spell is cast and during its duration, so long as the spell recipient remains in 
Faerun. 


At any rime after this spell is cast, crushing the material component 
causes the spell to activate. For the next three rounds, any damage dt>ne 
to the spell reclpieitt doe.s not harti'i him or her, but instead affects the dis¬ 
tant tiak tree* The tree mystically becomes the target of all spells and the 
victim struck by alt attacks, if the tree is dead before the spell is cast, the 
spell diws not work, and the caster knows this, akhough the spell is lost. 
If the tree dies of the damage done to it during the uakhearr speil, the 
linked being suffers a permanent loss of 5 hit points. The recipient of an 
oakhean spell docs not regain hit points through rest until the tree is en¬ 
tirely healed because while it is injured, it receives the linked spell recip¬ 
ient s naturally healed hit points* The spell recipient can he magically 
healed during this time, though. A being may he linked through wokfieart 
to only line oak tree at a time and can only have one oakhean in affect at 
a time. 
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The marerial component of the spell is an oak leaf. The recipient is 
linked to the tree from which the leaf came. Note that a/ireivord spell Ciist 

on the leaf at any time hehife it is crushed renders the distant oak immune 

to fire damage until the leaf is crushed. 

Smoke Ghost (Alteration) 

Sphere: Elemental Fire 

Range: 10 yaids/level 

Comptments: V. S, M 

Duration: 1 rounJ/lcvel 

Oisting Time: 7 
Area of Effect: Creates I apparition 
Saving Tlirow: Special 

A priest can use this spell to affect smoke, drawing it into a wraithlike 
cowled form that dies or glides, drifting up to 150 feet per round in the di¬ 
rection the caster wishes. The smoke is not a living creature or sen' 
tient force. It cannot wear ckithing, carry thingSi or be made to speak. It is 
merely an apparition with one attack ability: It can envelop a being and 
suffocate it with thick, choking smoke and ash. 

A .smoke gkn.?t is a cloud of thick, bilkiwing gray smoke approximately 9 
feet high hy 2 feet in diameter. It is roughly man-sliaped. It cannot achieve 
a greater srahle volume, and its precise form is variable in accordance with 
[he caster’s wishes. A sm<)kc gfiost can rise into the air 10 feet per level of 
the caster or he made to sink to the ground, flowing along the earth like 
some sort of living blanket. It can seep and maneuver through cracks and 
crevices precisely lei the caster wills. It can shift into a globe form or wall 
form in one-quarter of a round (i 5 seconds). 

The smoke ghost attacks hy attempting to envelop a creature. A saving 
throw vs. breath weapon must he made each round against the smoke ghost 
attack until the spell expires or the smoke ghost is moved to another target. 
If the saving throw is successful, the affected creature's attacks are at a “I 
penalty, and I point of damage is inflicted upon the smoke ghost's victim at 
the end of the round. Affected creatures who tnake their saving throws are 
able to titter item command words, pi>w'er w'ords. or cast other spells that re¬ 
quire only a single spriken w'ord. Dtiing so wracks the affected creature with 
uncontrollable coughing fits ft>r ihe following rtjund, making them unable 
to take offensive acrii>n that round (but not affecting their saving throw). 

The failure of this saving thrown vs. breath w^eaptin (either in the first 
round or a successive round) means the creature is env'eloped. Enveloped 
victims are partially blinded: all their attacks are made at a -2 penalty. 
They also take I point of damage at the end of the round. Enveloped vic¬ 
tims find spelkasting and even normal speech impt^ssible, resulting in vio¬ 
lent retching and coughing when these are tried. These penalties and this 
rate of damage continue until the third round of envelopment. 

Beginning with the third round of envelopment, a creature must make 
a successful saving thrown vs. death magic each round or he rendered un¬ 
conscious through suffocation. Each following consecutive round of envel¬ 
opment adds another-2 penalty to the roll (for a-2 penalty on the ftHirth 
round, -4 tm the fifth, and so on). 

Assuming she or he is nor killed through the accrual of damage (hit 
ptunts reduced to belt™ 0 or -10, if that optional rule is in use), an uncon¬ 
scious character eventually recovers. One-quarter (25%) of the smoke 
damage is actual, the rest is tempiirarv. 

Th e ca.ster must he able to see the imoke ghost to direct it, and control¬ 
ling the apparition requires the casters full artention. Tlie caster can cast 
no other spells nor take any other offensive action while controlling the 
smoke ghost, although the caster may vulLintarily relea.se control of it. An 
undirected smakc ghost hangs motionless until the caster cakes control 
again, it is dftpefled, or tire spell expires. A victim who was being assaulted 
hy a smoke which lK'C()mes undirected is considered to automatically 
lind himself or herself in fresh air (if such is available) on the round that 
the ghost becomes undirected. If subsequently reattacked hy the smoke 
g/u3.t[, the entire attack sequence must be restarted fftrm its beginning. Pre¬ 
vious damage caused hy the smuk^ ghost is assumed to linger until ahtrut a 
turn after the ghost finally disappears. A ghost that reaches the caster's 
maximum range stops and remains in place until directed elsewhere. The 
caster can will the ghosi to disappear into nothingness at any time, an ac¬ 
tion that cake.s the smoke ghost takes half a round (50 seconds). 

It can he destroyed hy a gMSt o/uind, dispel magic, or strong natural 
w inds. Any magics that affect vapors also affect it. It is not affected hy 
weapons. 

Tile caster creares the .oiiokc ghost hy means of a pinch of dust and some 
mistletoe that are cast into an existing fire or cloud of smoke of magical or 
natural origin. 
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Thom Spray (Alteration) 

Sphere: Plant 

Range: 10 yards 

Components: V, S, M 

Duration: I round 

Casting Time: 3 

Area of Effect: 4 thorn I ike objects^ level 

Saving Throw: None 

By means of this spell, a priest can cause barbs, spikes, thorns, spines, or non- 
metallic dam, either naturally gn>wing magically created (in other words, 
by use of a spike grouith, wall of thorns, or hriariangle spell), to spring with 
enough force to serve as missiles from his or her hand or from bushes or rest¬ 
ing places within 10 yards of himself or herself. The thorns fly up to 120 
yards w'ithin the round of casting and strike as many targets as the priest 
wishes within the limits of the numlicr of thorns able to be animated. Tlie 
priest may direct the thorns in any combination at any living or nonliving (a 
scroll, lantern, or wineskin) targets that she or he can see. The priest can an¬ 
imate a maximum of four thorns per experience level. 

The thorns strike only if a successful attack roll is made for each target. 
The attack roll is made as though the thorns w'ere directly wi'ielded by the 
priest and at a +4 attack bonus in addition to any other applicable bonuses 
the priest might have; no range penalties apply. The thorns inflict I point of 
damage each. Sleep-venomed wotxlen darts are sometimes carried by priest 
(especially druids) who use this spell often. 

The missiles of a diom spray twist and turn in flight to follow^ moving tar¬ 
gets and avoid obstructions, and are fast enough to catch most biTd.s on the 
wing. Tkomspray works undcrw'ater, but the priest lias only normal attack 
mllsj and the range is reduced to 90 yards. 

The material components for this spell are magical or natural barbs, 
spikes, thorns, spines, or nonmetal lie darts that the priest animates. 


5th Level 

Fire wand (Abjuration) 

Sphere: Elemental Fite 

Range; 0 

Comptinenrs: V, S. M 

Duration; 1 round/level 

Casting Time: 8 

Area of Effect: Sphere of 1 foot in diamctcr/level 

Saving Throvv: None 

This spell temporarily renders a spherical area fireproof, instantly extin¬ 
guishing all fires and preventing the ignition of future cunflagratit>ns for the 
spells Jurat ton. Despite its name, this magic does not w^ard aw^ay flames, hut 
rather drinks them in, destroying them. The sphere is centered on the caster 
but is stationari,' once created. TIic caster can mo\ e aKiut, engage in other 
.spellcasting activities, slumber, or even leave and reenter the sphere repeat¬ 
edly without affecting it in any w^ay. 

FiVeuarJ Is effective against red dragon breath, fire elementals ( who can¬ 
not enter or he summoned into the sphere), natural fires of all sises (includ¬ 
ing toresr fires), and fier>^ magic. It prevents heat and vapor transfer hetw^een 
its protected area and the .surToundings scj that smoke cannot enter a fire- 
iviird^ a conflagration cannot roast its occupants, not can a fire suck all the 
oxygen out of the w-ard to feed its ow n roaring flames. 

The material components <if this spell are a pinch of sand and a drop of 
w^ater. 


Mulch (Alteration, Necromancy) 

Sphere: Plant, Necromantic 

Range: 5 feet/level 

Components: V, S 

Duration: 1 round 

Casting Time: 5 

Area ol Effect: 10 cubic feet/level (90 cubic feet minimum) 

Saving Throw^: Special 

This spell must he used w ith extreme care hy priests of Silvanus for its reckless 
use could undo much of the growth and revitalisation of sylvan lands that 
their god stands for. It causes w^ood (such as a tree, shrub, door, or cottage 
w'all) or once-living organic material (such as leather straps or rope) to tot 
aw^y instantly. Carefully applied, this can make plate mail fall oft a foe, ftce a 
hound captive, and so on. When used with leas care, it can destroy clothing 
in a trace, cau.se vveapims to fall oft friendly w'arriora in all directions, and dev¬ 
astate gardens or stands of trees. The spell must affect a minimum of 90 cubic 
feet if the caster’s level so allows; the spell's area of effect above this i.s in¬ 
creased at the ciisterV di.scretion, but limited by his or her experience level. 




















Tills spell insrantly kills yellow musk creepers, violel fungi^ and various 
harmful molds, hut incetUgenr plant life receives a saving throw vs. spell at 
+ 5 to avoid death. Plant beings (such as shamhling mounds and vegepyg- 
mies) successbilly saving against a muH spell suffer 5d4 points of damage 
instead. 

Nonvegetable intelligent beings arc affected by this spell in a curious 
way: Its touch causes much internal moisture to retreat firom the skin and 
fat layers of the hotly to deeper body cavities for a short period. This does no 
damage and has no adverse effects save to cause an affected being's voice to 
grow rough and quavery and to cause the being's skin to become very wrin¬ 
kled (because it hangs more loosely). This effecr of the spell would tem¬ 
porarily ruin a good singing voice, and for IJ4+1 rounds, it tends to cause 
affected beings to appear very old, This side-effect of the sf^^tl has been used 
by priests to aid in disguise attempts, fake dc^ cistating diseases, or simulate 
magical aging. 

7th Level 

Death Chariot (Evocation, Conjurarkin/Summoning) 

Sphere: Elemental Fite 

Range; 10 yards 

Components: V, S, M 

Duration: Special 

Casting Time: 1 rum 

Area of Effect: Special 

Saving Throw: Special 

When this spell is cast, a clap of thunder sounds and a bilimving cloud of 
smoke erupts from around the caster or at a spot within 10 yards of him or 
her. Within this clouJ appears a flaming chariot pulled by two fier>' horses. 
The chariot moves at MV 24. FI 48 (D) and can carry up to nine man-si^ed 
creatures. The caster need not he among them. The charioi feels uncom- 
Ion ably hot to approach, and merely touching one of the horses inflicts 3d8 
pilints ot fire damage, hut boarding or touching the chariot does no damage. 
Anyone m the chariot may control its path by verbal command, causing 
the flaming steeds to stop or go, walk, trot, run, tir fly, turn lelt or right, or 
rise or descend. 

The vehicle and steeds can he harmed hy water or by magical weapons. 
(One quart of water causes 1 point of damage.) The steeds and chariot are 
.4C 2 and can be dispelled hy inflicting ^0 p(.>ints of damage upon each of 
them. The steeds and charitn can he forcibly returned to the Elemental 
Plane of Fire hy the use of such spells as disfiel magic and holy uwd. Fire and 
electriciiy harm neither the chariot mir the steeds, hut cold-, ice-, and 
w'ater-based magic cause them double damage. Attempts toc/kirm, sieep, or 
fujkJ the fiery steeds are always unsuccessful. Bringing an aic^iemy or a dc^ 
caTiter rjf eruifcss u-ater into the dcaih ebariot causes the chtirifi: to explode im¬ 
mediately tor the effects given hekiw, 

A deuiii: cbarioE cUisely tcsemhles a cfictriof of Sicviarre. save that its en¬ 
chantments are less stable and more temporary. TlT:e caster may set the spell 
to work (me of two ways: Either the tieuth chariot is preset to explixle at any 
time from one round to the end of one turn after the spell is cast, or the 
caster may retain Jetonatiim control of the chariot by accompanying it in 
person. This control dtK-s not preclude the caster from raking other actions 
or casting spells and docs not mean that the caster has to verbally “steer” 
the death chariot himself or henself. Note that a priest could well deceive 
others into thinking the death chariot is a chariot o/SusEarre by touching pas¬ 
sengers l>etore they etirer the death chariot ami accompanying them. 

if the death chanor is preset to detonate, then at the designated moment 
it suddenly explodes in a gigantic ball of fire and vanishes along with its 
steeds. All in the chariot or w ithin 30 feet take lCd4 points of fire damage, 
(.A successful saving throw vs. .spell halves damage.) Passengers suffer a hir- 
ther 2 points of blast shi^ck as oxygen is consumed in the blast, and ait 
rushes hack in to fill the void caused hy it. If the chorioE vanishes in midair, 
they also take falling damage unless magical items or spells afford escape. 

Readily combustible materials such as cloth, w^ood, paper, and oil are 
consumed in the blast; flaming oil damage should be added to the damage 
total for any chariot passenger carry ing oil im their person. All other icems^ 
including scrolls and ,spelllnHtks—gain an item saving throw' vs. magical fire 
to survive the blast. If items suffer a fall from a midair d(?aih chariot blast, they 
must also make successful item skiving thrtiws v,s. fall or be destroyed. 

If the casting priest accomp,rnies the chariot, she or he causes the death 
chariot to explode hy act of wull, niK verbal command. The caster could bail 
out before igniting the trap, ride the death chariot in safety for a short trip 
(for example, across a chasm or Jiuvn frctm a cliff, towxT, hatrlement, etc.) 
atul then leave it as a fiery' trap, nr even send the death chariot back at a pur¬ 
suing enemy before causing it to explode. The maximum duration of a death 


chariot if it is not detonated is one round per level of the caster. If kept for 
its maximum duration, the death choriot fades away harmlessly. 

TTie matetial components of the spell are a small piece of wood, bark, or 
a handful of wood shavings, two holly berries, and a fire source at least 
ei^ual to a torch. 

Sune 


(Firehair, Lady Ftrehair, the Lady of Love, 
the Princess of Passion) 


Greater Power of Arborca, CXj 

Portfolio: Beauty, love, passion 

Auases: None 

Domain Namie: Olvinpus/Brightwater 
Superior; None 

Allies: Lliira, Selune, Shaness, Mill I, Lathandcr 

Talos, Auril, Umber lee, Malar, Talona, Tempos 
Symbol: The face of a beautiful, ivory-skinned human maiden 

w ith long, red tresses 

Wtm. Align.: LG, NG. OG, LN, N, CN 

Sune (SUE-nee) Firehair is said to be the fairest of 
the powers. When she is represented, she is shos\ n 
as the most beautiful woman in the Realms, with 
sweeping, radiant, red hair and incredible charms. 
The Sunite faith 1$ a popular one in large metropoli¬ 
tan areas and among the nobility. Those of a literary^ 
or artistic bent, as well as people falling in love or 
looking for lifemates, often venerate the 

Lady Firehair, 



Sune hersell is said to be Ix'nevxdenr and sometimes whimsical, alternat¬ 
ing bet Ween deep passions and shallow' flirtations. She has been romanti¬ 
cally linked with many of the Faerunian powers in the myths of the Realms, 
although she has never lx>me any lov e at all for the gods of fury, Talona, or 
Tempus, since their functions posit the destruction of many beautiful thir>gs, 
both living and inanimate. Curtently, she is rumored to have been rather 
smitten by the noble actions ofTorm at Tantras during the Time iff Troubles. 

Sune is said ti'* share the waters of the Evergold, a sacred pool, with the 
elveii gcxldess Hanali Celanil, and a friendly but intense ri^'airy exists be¬ 
tween the two over the innate superiority of elven versus htiman beauty. 
Sune abhors and actively opposes any force or deity that causes the marring 
of living beauty. 


Sunes Avatar (Mage 35 , Clerk 30 ) 

Sune appears rarely to mortals. When she i.s seen, it is as a human female of 
unearthly beauty clad only in a diaphanous silken gown and her impossibly 
long, sweeping red! hair, which often assumes the appearance of flames. 
While she always has red hair, her appearance changes from time to time. 
Stsmetimes her skin i.s golden and her eyes almond-shaped, at others she has 
skin of mahogany and eyes the color of darkest amber or honey, at still 
others she has reddish skin and prominent cheeklxines, and at yet others her 
skin is jv'ory' wTiiite and her eyes a sky blue or forest green. She can draw her 
spells from any school or sphere. All cAarm-rype magic, charm sphere spells, 
and enchant me nt/charm spells that affect emt-UioiYS, heguilc, enthrall, com¬ 
mand, persuade, or have similar effects to a c/ianu persmi to any being cast by 
her are at quadruple strength and a ^ penalty to saving throws (provided 
the penalty is not already greater and saving throws are allowed). 


AC -4: MV I F[ ; HP 171: THAGO 2: ^AT 1 
Dmg ldlL)+ i (r J Str) 

MR 8 S%:SZL(l 0 feet) 

Sth 16. Dkx 21. Con 20. irrr 19, Wis 18 ,Cha 25 

8reib P; [ 1/11/10/kw/s, w smmimnn 

Saves PPDM 2 , RSW 3 . PP 5 , BW 7 , Sp 4 


Special Att/Def; The sight ot Sunc’s undaj form can slay if she Sij de¬ 
sires (saving throw vs, death magic at —4 or die). Sune can cause rapture in 
all beirigs within 90 feet of her w ho are able to see her (as the rapture below' 
only of double duration arxd having stun effects only oaall those she wants 
it to unless such pitentially stunned victims make a successful saving throw 
vSh paralyzation at -6). It is almost impossible not to lixik at Sune once even 
a glimpse of her is caught. No mortal can resist getting a good kxik at such 
supreme beauty. No animal or giant animal analog will even actempr to 
harm Sune. No male being of any sort can lift a hand or thought to harm her 
once he secs her; it is simply impossible. 
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Other Manifestations 

A common manifcscjirloii titf Sunc’s presence or favor is a gentle, phantom 
caress or kiss, usually accompanied by a soft crooning thar only the goddess 
and those truly loyal to her can emit. This S4.>und is perfomieJ endlessly in 
miisr temples of the goddess and is familiar to all faithful worshipers of the 
Lady of U>ve. Alternatively* Surie can manifest as an unseen surge of eX' 
citemenr in the air rhar makes all beings in a locale happier* more ener- 
getic, and forcibly attuned to the sensual—that is* made acutely aware of 
the smells, tastes, and feel of their surroundings. Sune also shows her favor 
through the appearance or presence of fire doves, flame poppies, rubies, 
roses or rose petals {especially deep red ones), chestnut horses, satyrs, 
sylphs, ttymphs, and diy'ads. 

An individual (especially a member of Sune's clergy) enjoying Sune*s 
special favor at the iiuimenc* or who has been charged with a task or the 
role of Sune s champion, often glows with a red* pink, and W'hite scintillate 
ing aura signifying the favor of the goddess. When such an aura fades away, 
It bestows the effects of a hectl spell on its w'earer. This aura is the gift of the 
goddess; to ask her for it would anger her and outrage any Sunite clergy 
W'ho heard of the request. 

Tlrose priests who have earned a great btKUi from Sune by completing 
some great task in her name may he gifted with a draft of Evergo! J that 
raises the Charisma of the priest who consumes it by 2d4 points for one 
Jay and ;icis as a p/iificr of bie upim anyone who sees the drinker for one 
turn after the draft is quaffed. Only priests of Sune may henefir from this 
draft—to all others It is poison. Charisma may reach godly levels in this 
fashion. Charming effects w'ear off and followers and henchmen gained at 
high Charisma drill away after the draft w^'ars off at the end of the day, but 
initial reactions and any enamoring effects remain. 

’I"he Cht jrch 

Clergy; Cleric^s, specialty priests, mystics 

Clergy's Align.: LG, NO, CG. LN. N, CN 
Turn Undead: C: Ye.s, SP. Yes, Mys; No 
Cmnd. UndeaD: C: No, SP: No, My.s: No 

All clerics, specialty priests, and my.stics of Sune rccetv'e religion (Faertln- 
ian) as a bonus nonweapon proficiency. 

Comely male and female humans, elves, and halLelvcs serve the Lady 
of Los^e. Female clergy outnumber male clergy eight to one, hut the men 
are all the more highly valued for their relative rarity. All clergy mu.st pos- 
sess an alluring or pleasing manner in addition to natural beauty, for high 
Charisma is essential for Sunite clergy* Ugly, physically imperfect, or 
marred beings are disparaged or pitied by de\ otit Sunites, and an acquired 
imperfection that cannot be n>askeJ or healed by spells or other nieans of 
shapeshifting spells the end of a Sunite priests career. Other faiths tend to 
regard Sunites as flighty, vain, and rather superficial* but basically hamv 
less. Sunites have an intense rivalry' with rhe folltiwers of the elven gixJ- 
dess Hanali Celanil. 

The Sunite church’s organi-atton is loose and informal, and its leader¬ 
ship changes regularly with rhe whims of its clergy. Tlte most charismatic 
Sunite clergy are usually rhe high priests and priestessrcs. Little is thought 
of a priest dropping everything and going lx>unding off into rhe w'ilJ, par- 
ttculariy if the goal is some beautiful ohject or some beautiful individual, 
and such behavior creates little scandal in the church, 

Sunite temples are cither stunningly beautiful edifices of fantastic de^ 
sign or classically elegant structures strategically enhanced by sculptured 
landscaping. Many Sunite temples sport formal gardens with gorgeous 
flow'er beds, trellises and bow ers of vvelLtrained vines, and carefully pruned 
trees and topiaries. Fine sculptures and sumptuous fountains that play with 
soft, magical lighting provide focal points in most Sunite temple gardens. 

Dogma; EWauty is more than skin deep, say the Sunites: it issues from 
the ci^re nl one's being and show's iuie's fair (or foul) face to the w^orlJ. The 
followers, of Sune are believers in romance, true love winning over all, and 
follow'tng ones heart to one’s true destination. Fated matches, impossible 
loves, atvd ugly ducklings becoming swans are all part of the reaching of 
Sune. 

Novice Sunites receive the following charge: **Lo\'e none mt>re than 
yourself save Sune. and |t>se yourself in love of the Latly Firehair. Perform 
a loving act every slay, and seek to awaken love in somet>ne ricw each day. 
Rc-spond to kwe at least once in a Jay. 

“Encourage beauty wherever you find it. .Acquire beautiful items of all 
sorts, and encourage, sponsor, and protect the artists who produce such 
things whenever an^l wherever you find them. 

“Keep your own Ixidy as ctimely as pissil>le and as attractively displayed as 
situations warrant. Let hainstyk and clothing best suit yoiir personal appear-^ 


ance, striving to stir and delight others who look upon you. Moreover, hide 
not aw ay, but alw'ays seek to present yourself to those around you in a pleas¬ 
ing variety of g-arl^ and activities Sti as to move them with love and desire. 

“Love those that re^pfind to your beauty and all beauty, and let w'ann 
friendship and admiration flower w'here love cannot or dare not*^ 

Day-'tO'*Day Activities: Sunites are aesthetes and hedonists, who ac¬ 
tively seek out pleasure and beauty in all things* The pursuit of aesthetic 
enjoyment is their life* 

Sunite clergy buy Injeautikil items of art, sculpture, and handiwork when¬ 
ever they find it, sponsoring good artists where necessary and nvetpaying 
for such items so as to drive prices up, create more demand, and so increase 
the supply of things of beauty* Tliis is to t»e done as often as funds afford and 
subtlety permits, and in disguise if need be. 

Whenever Sunite clergy must perform dirty msks, the use of disguise is 
encouraged to protect the body as well as to conceal identity. The devout 
priest always hires or supixirrs adventurers and others to destroy beings who 
vandalize beautiful creations. 

All clergy of Sune alst't strive to create beauty in a personal way, prefer¬ 
ably as a creator of static fine art (blown-glass ornaments, paintings, or ta¬ 
pestries arc all fashionable), but as a dancer if one fails at all else. When one 
of them gains expertise in crafting things of beauty, she or he is obliged to 
pass on such learning by training others and rurning away no one w-ho 
shows genuine promise. Any moneys made through such training should be 
given ro the church to further the growth of beauty and love everywhere. 

Akhciugh Sunite clergy can rebuff unw'anted advances, they should 
strive to build friendships and romantic feelings between themselves and 
others and in general wherever they go so that love may prosper every¬ 
where in the Realms. As the lonely are in most need of such things (and 
the most likely to join in love of the Lady Firehair), they should he sought 
out by diligent clergy for friendship* Everyone, no matter bow homely or 
disparate in taith from the path of the Lady, should he assisted by glfrs of 
clothing, hair styling, cosmetics, and lessons in deportment, dancing, and 
manners to so as make themselves as beautihil as possible. 

Holy Days/Important Ceremonies: Greengrass is celebrated by 
Sunites with a great deal of outdoor frolicking, and Mid.summcr Night W'ith 
night-long flittatious chases through forests and parks, but kical priesthoexis 
can set the times of other celehrattoits to iheir ow n pleasure, as long as at 
least t>ne Grand Revel befalls each month and at least one Feast of Love is 
celebrated in ever>' tenday* 

A Grand Revel is a dusk-to-dawn party to which outsiders are invited, 
dancing and minstrelsy dominate, and those of the faith seek to anracr con- 
verts w ith fun and the exhibition of a few' of a temple's or shrine's beautiful 
art objects or magical treasures. A Feast of Love is a more intimate, quiet af¬ 
fair, open only to the faithful, who lie on couches and indulge in the gentle 
sipping of liqueurs and nibbling at subtly flavored btcelets (a.s savory fiors 
d'cs-UiiTCS are called in the Realms) and sweet pastries W'hile lone dancers 
perform. These dances are interspersed with readings of romantic verse and 
prtjse and lays ut love sung by skilkxl minstrels* Such rinials alw'uys break up 
into pri\'ate gatherings, though bards are aiw'ays on hand to relate rales of 
cotirrly love or mysteries of Faerun for those who do not tee I tike socializing 
more privately. 

Sunites als<J ofter personal prayer.s to Sune, always W'hile dre.ssed in 
beautiful ntual garments, standing in a poed or bath, and looking into a 
mirror lit only by natural light or candles. Those seeking guidance in life, 
eniry into the faith, or atonement indulge in a night-long Candle Vigil* 
Sune sends guidance to them by visions visible in the mirror—often by al¬ 
tering the reflection of rhe worshiper in some way. 

Major Centers of Worship: One Sunite holy house has recently out¬ 
stripped the beautiful House of Firehair tn Daerlun and the sacred parks in 
Evcrlund and Nev'erwinter Ui become preeminent m the w orship of Sune: 
the Temple of Beauty in Waterdeep, This rich and important sacred site is a 
recently rebuilt house of graceful grandeur w hme .slender tow'ers taper with 
exquisite smtHithness as they reach up into the sky. *Around these tow ers 
soft-hued dri/tgi'obes float, and their wandering light also illuminates the in¬ 
ferior chambers of the temple* The temple is said to house chambers vd 
great luxury where beautiful people gather from far across Faerun, It serv'es 
as a sate neutral ground for Waterdhavian nobles of hostile houses to meet 
and pursue romance together. The Temple of Beauty is also a favorite desti¬ 
nation for tourists of all laiths, but non-Sunires must make handstime and 
expensive offerings to the goddess to be alloweil entr\\ 

Affiliated Orders: TI\e church of Sune sptinsocs an endless slew of hon- 
orar^^ orders thar .seem to cEtange W'ith ev^ery' new' priestess or priest to rise to 
the head of a local temple. These titular orders convey honors for excel¬ 
lence in v'arious artistic pursuiLs. 
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The chiirch also has a small affiliated knightly order of fighters, paladins, 
and hards who serve to guard temples and holy sites along with the clergy 
and who sometimes purstie quests or do good works in Sunes name to pro¬ 
mote her faith- (The gallant kit fn:tm 77te Complete Bflrd's Htindkjolc is espe¬ 
cially appropriate for these hards if the DM wishes to allow it.) To liecome 
one of the Sisters and Brothers of the Ruby Rose, a candidate stands v^gil in 
a church of Siine all night- If the Lady Firehair appears to the candidate in 
a vision during the night or somehow shows her favor, the candidate is ad¬ 
mitted tti the order- Members in this order are given to writing essays and 
.“iongs of courtly love when nor engaged in vital business, and often adopt a 
l>eauriful individual to adore ftom afar whether that individual would be 
flattered by such attentions or not- 

Priestly Vestments: Sunites are not bashful about their bodies. The 
standard ceremonial garb of Sunitc priests is mortastic robes for men and 
habits for women, both cut to sbow^ off the figure of the w'earer and dyed a 
deep crimson- Hair is normally worn long and allowed to fall free during rit¬ 
uals- At other rimes, priestesses wear attractive wimples wuth v-shaped 
crow'n pieces, and priests bind their tresses back wuth crimson scarves. 
While red hair is considered touched by the goddess, all shades of hair and 
skin are welcome, provided they are unmarred and lovely 

Aside ftom her face, other, less-common symbols of Sune are a winking 
eye (often seen as an animated illusion on the doors of Sunite temples) or a 
pair of golden parted female lips w ith the tip of a vivid ruby-red tongue just 
visible betw'cen them, slyly touching the upper lip. 

Advcotiiring Garb: At light-hearted social functions, members of the 
clergy often wear the lips of the goddess painted on a shoulder or their 
midriff. At such times, they don garments cut away to display the badge of 
die gfjddess. When fighting or adventuring, clerics of Sune ptefet as much 
protection (miigicai and otherwise) as they can afford. It is nor that they are 
cowards, but they want despemrt ly to avoid scars or even the need for mag¬ 
ical healing. Sunite clergy often wear oversized, ornate, heavily padded full 
Kxly armor (.such as plate mail or plate armor, or evert scale mail or chain 
mail with iull coifs, helmets, and shields) designed to afford the body max¬ 
imum protection against visible marring. Often such armtit is fluted, pol¬ 
ished mirror-bright, or otherwise adorned so as to he as pleasing to the eye 
as possible. 


Specialty Priests (Hcai-fc\varders) 


Requirements: 
Pill ME Req,: 
Alignment: 
Weapons: 
Arm<ir: 

Maior Spheres^: 

MiNtm Spheres: 
Magilal Items: 
Req. Profs: 
Bonus Props: 


Wisdom 12, Charisma 16 
Wistlom, Charisma 
CG 

All bludgeoning wT-apons (whiilly Type B) and darts 
Any 

All, astral, charm, creation, divination, guardian, heal¬ 
ing, protectiiin, sun, rime, thought 
Ctimliat, elemental, necromantic, summoning 
Same as clerics 

Artistic ability, singing, or dancing (pick one) 

Eriquetre 


• Elves and half-elves may become heartw aiders, thotigh they invite the 
wrath tif Hanali Celanil, rhe goddess of elven Iseauty. 

• Heart warders may attempt U) chnmr (as the Ist-lev^d ivizard spell cfiitnu 
psTstm) individuals of rhe same race and opposite sex- HeartwarJers may 
iitfcnipt this charm once per day, hut if it fails (victims are allowed a sav¬ 
ing throw’ vs. spell) they cannot use this ability again until they have 
made proper offerings and meditations at an established shrine or 
tetuple. The victim has a -1 penalty’ to the saving throw- for every point 
of Chvirisma the heart warder has ahwe 16 (-1 at 17, -2 at 18)- 

• At 3rd level, heartw’arders are able to cast bie bite (as the ZnJdevel 
priest spell) tmee a day- 

• At 5rh level, heart warders are able to cast rupture (as the 3rd-level priest 
spell) or charm person (as the Ut-levei wizard spell) once a day. 

• Ar 7th level, heart warders are able to cast /kune sirTke (as the 5ih-level 
priest spell) once a day, 

• At 9tli level, heartwarJers gain a permanent +1 to their Charisma. 

• At 9th level, heart warders are able to cast einuttmi (as rhe 4th-level wiz¬ 
ard spell) once a day. 

• At 12th level, heartwarders may arouse feelings of love (a.s the enamtir- 
ing effects of a p/iifter af We) in any intelligent being and cast mass 
cfuirm (as the 8th-level wizard spell) tince a tenday- 

■ Should the Charisma ability score of heattwarder drop beliwv 16. then 
she or he is cast out of rhe faith until the loss in ability score is recov¬ 
ered. The prejudice w ithin the church hierarchy against rhose who are 
marred or plain is ver^r strong. 


Sunrte Spells 

2nd Level 

Love Bite (AUeratiDn) 

Sphere; Combat 

Range: 10 yards/level 

Oimponents: V, S 

Duration: Special 

Casting Time: 5 

Area of Effect: Special 

Saving Thn>w’: None 

This spell delivers a kiss made by the caster on the empty air unerringly to a 
chosen creatute who is visible and within range- The kiss can be a simple 
signal (the baish of phantom lips), an actual bite that docs 1 point of dam¬ 
age (but cannot target a six^ilically vulnerable spot), or the means of unerr¬ 
ingly delivering another single harmful or beneficial spell cost within the 
three rounds immediately preceding the casting of te bite that requires a 
touch to deliver. 


3rd Level 

Rapture (Enchantmenr/Charm) 


Sphere 
Range: 

Components: 
[Xiratton: 
Casting Time; 
Area of Effect: 
Saving Throw’: 


Charm 
1 yard/level 
V,S 

1 rou nd/level 

6 

1 creature 
Special 


This spell confers a state of hliss upon its recipient, temporarily raising his or 
her morale to 20 and banishing all feelings of pain, nausea, or weariness, 
though it actually heals and changes nothing except the recipient's state of 
mind (and thus spell effects based on sudden negative sensor^’ percept kins, 
such as the incapacitation caused by a smiking cfcjiaJ). So far as any injuries 
permit, the recipient acLs happy, refreshed, re.sted, high-spirited, and unhurt. 
While the recipient is enraptured, lures designed to prey upon his or her U- 
hido are ignored (such as the song of sirens). Enraptured recipients are not 
affected by hypnosis or any attempts (magical or psionic) to control or influ¬ 
ence their minds (fot example, charm person spells)- 

The enraptured state can be a mixed blessing- Whenes er a being is af¬ 
fected by a rjjprurt* spell, it must succeed at a saving throw’ vs. paralyiation or 
be so strongly affected as to be stunned for the spell duration. Stunned be¬ 
ings tremble, drop any held items or weapons, and can take nti voluntary or 
Jeliberate actions until the spell wears off. Rapture affects only intelligent 
mammals- Priests of Sune may cast rapture on themselves; they receive a +4 
bonus to their saving throws to avoid being stunned. 


4th Level 

Veil of Djalke (llhjsiun/Phantasm) 


Sphere: 

Range: 

Components: 
Duration: 
Casting Time: 
Area of Effect: 
Saving Throw-: 


Charm 

0 

v,s 

6 rounds 

7 

One being 
None 


Named for the famous long-ago priestess who devised it, this spell is some¬ 
times called rhe “glamour glamcr" because it temporarily augments the 
beauty of the caster or a touched being to unearthly levels. The spell also af¬ 
fects the recipient's voice and grace, kxiscing effective Charisma to 20 in all 
situations involving personal allure- Beings of the same race and opptisite 
gender of the spell recipient who arc not deaf and blind are helplessly smit¬ 
ten by the aftected being and eagerly leap to ser^■e hl& or her smallest w’him. 


6th Lev el 

Merge with Nature (Alteration, Necromancy) 

Sphere: Charm, Necromantic, Plant 

Range; 0 

Components: V. S, M 

Duration: Permanent 

Casting Time: I hour 

.^rea of Effect: Caste r 

Saving Thrtiw: Special 

This spell allow’s a female priest of Sune to avoid old age and death by 
transforming into a diy'ad, a being with a life expectancy and strength of 
constitutiim and health far beyond mortal range. This spell is used only by 
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high-ranking and somewhat desperate priestefises of Stinej who use it to re¬ 
tain a certain youth and charm and to avoid the shame of being cast out of 
the clergy when they can no longer hold off the ravages of age. The use of 
this spell has fallen our of favor in the church, hut knowledge of the prayer 
IS retained in the Sunite liturgy. 

Upon casting this spell, the carter links herself with a tree and unites 
with it so that she acrually becomes a dryad (as in the Monstrous 
Manual tome), losing her spellcasting and other class abilities in the 
process, hut getting all a dryad’s powers in their stead. As this spell is not 
reversible, it is used rarely and only by individuals willing to leave this 
world and relinquish their positions to a new' generation. At the end of the 
ceremony, the caster must pass a system shock roll or die. 

Successful use of this spell requires a tree w illing to accept the dryad-to- 
be (which can be learned by a speak u'itk plants spell), the presence of two 
w'illing assistants of the Sunite cliuich (preferably clergy), and the caster’s 
htdy symbol. The system shock roll that marks the conclusion of the spell 
IS penali-ed hy -rlO% for every component of the spell ritual that is missing 
(for instance, -10^^ for not finding a tcillmg tree^ -10% for only one assis¬ 
tant, etc,), 

Talona 


(LilcJy of [ Vjfson, Mfsti csii of Disease, 

She of the Deadly Kiss, Mother of All Plagues) 


Symbol: 


WoR. Align.: 


Lesser Power of Carceri, CE 

Foktfciuo: Disease, poison 

Aliases: Kiputytto 

Domain Name: (2arhrys/Palace of Poison Tears 

Superior: None (formerly Bhaal) 

Allies: [5ane (now dead), Bhaal, Shar 

Foes: Chauntea, Loviatar, Mielikki, Silvanus, Sune, Lliira, 

Kelemvor, Tyr, Shiallia 

Three golden amber teardrops on a purple equilateral 
triangle with point i ip ward 
LN.N,CN, LE,NE, CE 

Talona (Tah-LOW-nah), i>ne of the Dark Gods, is 
often depleted as a withered old crone with a 
scarred, tattooed face in religious texts. Where she 
walks, misfortune and death follow. She is an odd 
deity. Sages have described her as having the persotr- 
ality of a petulant, greedy child trapped in the body 
of a once-heautiful woman now scarred hy horrific 
disease and ravaged hy age: She is alternately de¬ 
sirous of arrention at any cost like a small child and aloof like a w'ounded 
paramour who has been discarded by her love. 

TalcMia’s power slowdy w'anes after each great plague in Faerun. When 
she teels vulnerahlc in her ptisirion, she unleashes another wave of misery 
and disease-hrtiughr tleath and receives a ti>rrenr of prayers entreating her 
to spare the inhabitants of Faerun from her withering touch. Her pow'er 
then waxes again m an endless cycle of indifference, devastation, and ap¬ 
peasement, In particular, Talona's pimer was ascendant during the destruc- 
rkm ol Asram (after the erection of the Standing Stone), in the Year of the 
Clinging IVath (75 DR), during rhe Rotting War (902 DR), in the Year of 
the Setjurgf (1150 DR), in the Year of the Empty' Goblet and the Year of 
Beckoning t\Mth (1252—1255 DR), and during the Great Plague of the 
Inner Sea (1517-1525 DR). 




Some old texts o! Talona refer to her as Kiputytto, but this is actually 
the name oi a rival demipi>wer who challenged Talona's portfolio and lost. 
The battle between the two goddesses destroyed rhe Netherese survivor 
state ol Asram in its wake. When Kiputytni attacked Talona, Talona 
plagued the ill-tafed Asram in order to obtain the devotional power gener¬ 
ated from the worship of its citizens, who hoped to appease Talona and 
lessen the eifeers ol rhe disease, Kiputytto responded in kind in the same 
liKation, provoking a devastating series of increasingly virulent plagues 
(perhaps even magical in nature) that overlixidtd the Gurati%'c resources of 
Asram s various priesthoods and wiped out the entire population in less 
than a month. Even most of those who escaped the scourged area died 
stmn after of di,sease. Shortly afterward, Talona won this ilevastattng deific 
contest and murdered KipurytiLi. 

Re pre sen rat ions of Ti Iona’s symbol dated to beiore her battle with 
Kiputytto show' it depicted as a flesh-colored equilateral triangle with 
point upward containing three teardrops arranged in a triangle with the 
uppermost black, rhe low'er lelt purple, and the lower right green. Why the 
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coloration w'as changed after her triumph over Kiputytto is one of the 
inner mysteries of the church not ever revealed to outsiders. 

While he lived, Talona served Bhaal along w ith Loviatar, though Lovi¬ 
atar and Talona and are fierce rivals. Loviatar loves to torment and tease 
Talona over her ugly appearance, her scanty' number of followers, her cow¬ 
ardly and ineffectual attacks, and her puny portfolio (in Loviatars words). 
Needless to say, Talona openly delights in any setbacks Loviatar experi¬ 
ences, and sometimes even aids goc»d adventurers if she thinks they will 
damage Loviatar s reputation. Talona has recently cultivated an alliance 
w'ich Shar. 

Talona's Avatar (Mystic 28, Mage 26, Thief 20) 

Talona appears as a tall, gaunt human female w'ith long, unkempt hair and 
elongated, reaching firigers. She Uxiks like a foTmedv yt>iuptuous woman 
whose frame and charms have been w racked by hard years, horrific disease, 
and starvation. The Lady of Poison can cast spells trom any school or 
sphere, but prefers spells that attack the body internally, most of which are 
typically from the school of necromancy and rhe necromantic and healing 
spheres. (If the optional wizard classes presented in Player’s Option: Skdh 
& PoueTs are employed, Talona should he treated as a 26th-level specialist 
in the school of alchemy in addition to being a standard mage, with all the 
corresponding pow'ers of a specialist in that ,school and access ro all the 
spells of the schcxil of alchemy.) 

Talona usually appears at festivals when her follow'ers need her most, 
but she has no taste for violence. If someone attacks her clergy' members 
w'hile she is present, she empowers a few' of them with her touch, bestow's 
full spells to all of her worshipers W'ho can use them, and disappears, leav¬ 
ing them to fend for themselves. (During all of this, she ignores attackers, 
letting her full harmful powers work on any of them foolish enough to 
strike her.) 

AC -2; MV 1S; HP 184; THACO 2; ^AT I 
Dmg ldlO+1 (+1 Str) 

MR70%:SZL(10ftet) 

Str 17. Dkx 22, Co^i 24. Ikt 20. Wis 21, Cha 14 
Spelts P: 12/12/12/11/10/9/6, W: 6/6/6/6/6/5/5/5/5 
Saves PPDM 2, RSW 5, PP 5, BW 7. Sp 4 

Special Att/Def: Talona's dancing movements are said to be alluring, 
and her lips welcoming and gentle—but unless she wills it otherwise, any¬ 
thing nonmagical that touches her rots aw ay, from mtmsters’ claw's 10 
broad swords, collapsing and crumbling aw'ay within three rounds of initial 
contact. Unless a w'eapon or wmior is used to make contact (whereupem it 
is destroyed unless it is an artifact), living creatures lose the limb they 
touched Talona w'ith and suffer ldI2 +10 points of damage. They must also 
make a successful saving throw' vs. poison ot they contract a wasting dis¬ 
ease that inflicts 2dS points of damage a turn later and then ldI2 points of 
damage at the end of every turn thereafter until the disease is removed by 
cure disease, remot e curse, feiol, limited u'isfi, or more powerful magics or they 
die. Damage lost due ro this disease is not curable by any means until rhe 
disease is disposed of. 

Talona's touch can heal a creature of all hurts including restoring lost 
limbs, removing lycanthropy. and breaking gea,s spells or curses, hut she 
prefers to kiss and embrace her clergy members and so send fatal diseases 
raging through their bodies. She then forces an antidote from her saliva 
through their s'eins by another kiss when they arc on the brink of death. 
This causes initial burning pam followed by a rapturous ecstasy and is an 
experience of which most Talontar dream, particularly if they have felt it 
before, (When priestly writings enthuse w'ith wild joy over Talona’s Touch, 
this Is w'har they are referring to.) This purging cleanses the body of ail 
W'eakn esses and imperfections, and for a tend ay after experiencing Talona’s 
Touch, a Talontar automatically succeeds at all ability checks, receives a 
+4 bonus to attack rolls, does maximum possible damage xvith all physical 
attacks, and casts all spells for maximum possible duration, area ()f effect, 
ptitency, and damage. 

Otlier Miinifestations 

Talona may manifest as a flickering bTow'n-and-yellow' radiance above a 
place of disease or death (such as a batrlefield). Her shape and movements 
resemble a dancing flame able to teleport irselfTor short distances. She is 
unable to speak in this form, hut may write by burning letters in wexkl or 
other organic substances or scribing them in sand, ashes, dust, or other 
loose material. In this form, she can by touch bestow' spells, enact her 
Touch (see above), and communicate mmd-to-mmd employing mental vi¬ 
sions with any creature. (In practice, imly Talontar are favored by such 























communications.) She abo sends chasme (tanafri), gulguthras (otyughs, 
nco-oryughs, and gulguthydras), imps and quasits, ironmaws, rats {packs of 
yiant and normahsiseJ rodents)* sewerms, sbadowdrakes* spiders (gargan- 
ttianj hairy* and watch), tcrlens* and vorrs to indict her wrath, show* her 
approval* or aid her faithful. Her presence is sometimes indicated by the 
sudden appearance and rapid growth of a black lily or a poisonous herb or 
fungus. The Talontar tieUeve the discovery of a solitary piece of amber or 
jasper indicates the Ltdy of Poisuin^s favor, bur if such a gem shatters when 
touched* the victim will soon die of disease (if amWr is found) or poison 
(if jasper is happened upon). 

The Church 

Clerov: Clerics* specialty priests* my sues 

Cleruy's Augn.: LE, NE, CE 
Turn Ukdead: C: No* SP: No, Mys: No 
Cmnd. Undeao: C: Ycs* SP: No* Mys: No 

All clerics, specialty priests* and mystics of Talona receive religion 
(Faenlnian) as a bonus nonweapon proficiency. 

Taltm.a, like most chaotic evil gods, is more feared than worshiped and 
is propitiated to avoid her attentions* not to draw- them. The church of 
Talona operates underground, as can be expected of a faith that promotes 
death and disease, k b strongest in those regions where plagues are ram- 
pant, and the faithful of Talona are often accused of creating such situa¬ 
tions. Many w-ererats pmy to the Udy of Disease for additional weapons of 
disease to use against the hated humans. 

Those who actively worship Talona tend to gather in secret in the cat¬ 
acombs beneath cities or in wilderness ruins. Underground temples are 
oiien built abtive reeking* overflowing sewers or in humid grottoes over¬ 
grown with fungi and mold. Wilderness shrines are typically located in 
stagnant swamps and marshes rife with disease-laden mosquitoes and rich 
w'lrh the sickly sweet scent of decay. Twisted gargoyles carved Co resemble 
mortals wracked wuth various diseases or poisons are positioned promo 
nently throughout such j^rructures. 

The Lady ol Poistjm attracts the cniel lo her .service; her priests tend to 
be self'Sufficienc, capable—and sadistic. Priests of Talona are known as 
Talontar, and memhers <if the faith as a whole (laity and clergy) are called 
Talonites, Tdontar are partial to ritual facial tatnxjs and scarification over 
their whole hixlies, Taloniie priests of 2nd le\'el or less are considered pro- 
haTionary initiates. Only upiui reaching 3rJ level arc they formally in¬ 
ducted into the priesthood. Specialty priests of Talona, kmwn as mala- 
gents* wield pois4 med daggers and serve as the adventuring and internal 
policing arm of the faith. They make up about 45% of Talona s clergy 
members ami are sLiwly ascending ti) dominance of the faith, with clerics 
(40%) and mystics (15%) comprising the remainder of the priesthood. 
Specialty priests are addressed as "Most Fatal Horror^‘ and are sometimes— 
not to their laces—known as "Fatals” to other ■nili>nites. Other priests of 
[he Lady tif Poisons are addressed as ‘*Most Debilitating Holiness,'" though 
scanor clergy usually call their juniors '^Voting Venom*"" regardless of their 
relative ages. 

Dogma: Talona"s ethos stresses rhat life and death are in halaitce, hut 
that death is the more pow^^rtiil and should be paid proper homage and re¬ 
spect, Life and death are balanced only because birrhing and generation 
are so plentiful. Death is the rrue power, and the lesson that waits f<iiraH. If 
It tails to the to I lowers ot Talona to drive home the point with the tip of a 
dagger, so be it, 

Talona s taithk]! are taught that it they respect death and the many 
ways the pLWvers can deal it, that know-ledge will allow' them to live kmger. 
If people think themselves invincihk- thanks to ivealrh or a swift swwdarm 
or strong spells, the great equalket of disease, Talona's breath, w-ill teach 
them respect and huivulity. 

initiates to the faith are charged as tolimvs: ‘'Let pain he as pleasure to 
the faithful of Talona, She works upon you from within* and in weakness 
and wasting is her strength. She is forever and always with you, w-homever 
you or the rest of the world believes in or serves. Let all living things learn 
respect from Talona and pay homage to her in goods and in fervent wor¬ 
ship* and her dedicated priest.s will intercede for them so that Talona will 
not claim them—this time. Go and work in Talona"s name and let your 
doings he subtle or spectacular, but make them known as the w ill of the 
Mtithet of .All Plagues.'" 

Day-to-Day Activities: Aside from selling poisons* antidotes, and 
medicines, the Talontar travel Faerun as quietly as possible* constantly 
seeking out new Jiscase.s and afflictions and spreading rumors so as to aug¬ 
ment the reputation of Talona. What seems to motivate Talontar in their 
day-to-day behavior is a quest for respect: respect that is due Talona for 


her potentially devastating abilities and due them as her representatives 
in FaerOn. Throughout their careers* Talona's priests w-ork w-ith magic and 
tnocuiations to build their personal immunities to various poisons and 
diseases. Thus protected* they treat the diseased* take employment as 
food tasters for paranoid rulers* wealthy merchants, and nobles* and burv' 
those wrho have died from diseases. Whenever a realm or city-state casts 
out or punishes any Talontar, for any reason* priests of Takma work to 
cause a plague in that place to exact 'Talona's price'’ for such insults. Ru¬ 
mors have circulated that certain unscrupulous Talontar have occasion¬ 
ally chosen wealthy folk as targets tor disease so rhat w-eakh and proper¬ 
ties can he seized by the church upon the death of these wealthy own¬ 
ers — w-ith the threat of contracting disease keeping rightful heirs and 
claimants at bay. 

Holy Days/Important Ceremonies; The church of Talona observ es 
chrice-daily prayers to the goddess (morning* highsun* and evening* 
though the timing of such rituals need not he precise) , and daemuth (holy 
festivals) every 12 days. Festivals are events open to nondev^otees, w-here 
such visitors ate encouraged to pray and give offerings to Talona to spare 
themselves or loved ones from death, disease, w-asring diseases* and the 
like. At such day-long celehrations* priests of Talona are ahvays careful to 
show lepers and other victims of disfiguring diseases being cured by priestk 
magic before everyone and also to demonstrate their immunitv to con¬ 
tracting disease by touching disease-carry ing or filthy ohjeers to the still- 
bkxidy ritual wfounds of a Talontar (inflicted as during a private cicatri-a- 
tion ceremony), A long symphony of rolling drum.s, decp-\'t>iccJ chanting, 
and glaur, shawm, and zulkoon music proclaims the power and veneration 
of Talona throughout the day, and minor priests busily sell poisons (for 
eliminating vermin, of course), antidotes, and medicines throughout the 
day, assisted by senior clergy who diagnose conditions (usually with great 
accuracy) and prescribe treatments in return for stiff fees (typically 50 or 
IOO gp per examination). 

Annually at the daernuth fallmg closest to 1 Ugharvestide* mitiaies of 
the faith are formally inducted into the priesthood. This ascension is 
marked by hturifying pn\-ate ceremonies involving ritual scarring and sa¬ 
cred tattoos. Exceptionally unappealing individuals (Charisma 3 i>r 4) who 
undergo the ascension ceremony find their per.s^mal Charisma raised by the 
ceremony due to the respect engendered in tho^^e viewing them by the fact 
that they survi\'ed the experience causing such scars (Charisma g^ies up to 
5), The amount of scarring is m severe for specialty priests of the faith that 
their Charisma drops to a maximum of 11 if it w-as higher before the cere¬ 
mony, though the same benefit for a dismally low Charisma is accrued. 

Major Centers of Worship: The Ht>use of Night’s Embrace, a ktrtifieJ 
temple-palace in Tishluta ruled by Lady Dixim Tlialaera Indlenth* i.s the 
mo.sr prominent site of Tilona’.s w-orship. The House is defenJeJ by an 
army of black-masked guards assisted by gargoyles and golems. In its secre- 
tiv'e depths the battle-tested Priestesses of the Lady’s Night make poisons* 
potions that spread disease by touch or inttLiducrion into beverages* and 
antidotes to both (which they sell at very high prices). Agents of the 
Night's Embrace maintain a busy touring schedule of wealthy houses* 
noble countiy- seats, and royal courts thrtxighenil Facriin posing as pur\'ey' 
ors ot fine wines and perfumes, hut their true calling is an open secret. 
Many of the priestesses employed in this duty dabble in local politics (and 
los e lives) for their own entertainment* secure in the knowledge that fear 
of poisoning will keep them Siife from the daggers that claim most intrud¬ 
ers into such affairs. 

Affiliated Orders: Talona is not served by any military- or knightly or¬ 
ders, hut she is ser\-eJ by several secret cabals of rogues and other vermin* 
The Plague Rats are an elite organization of thieves* assassins, and wer- 
erats active throughout the Western Heartlands and the North, Their se¬ 
cret base is believed to he located in the depths of the Rat Hills and to 
have connections to Undermountain, k w-as apparently unaffcctet! by the 
great Conflagration in the Year of the Shield (1 367 DR). 

The Plague-mothers Children is a guild of thugs active throughout 
ChonJarb andi the Vilhon Reach. Formerly composed of crusaders dedi¬ 
cated to the extension of the Rotting War as the ultimate test of Talona’s 
favor, it has degenerateJ in recent years into an informal brotherhood of 
warriors and thieves w ho run extortion rackets throughout the region and 
threaten Talona’s wrath if they are not given their monetary due. (Cru¬ 
saders are no longer included among the faithful of theMisrress of Disease.) 

During the Time of Troubles* Talona appeared to an evil human wizard 
named .Aballister and hade him to found a trifold order of w izarJs, priests, 
and warriors. Castle Trinity, a castle-in-mountain's clorhing* was built into 
a rtx:ky spur on the m>rtheastem edge ot the Snowflake Mountains* Talona 
gave the wizard an unholy recipe* the Chaos Curse (named Tiranta Quiro 
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Miancy —the Most Fatal Honxir). with which he could destroy the agentji 
of gtxjd in the region. Accessed hy a dozen rocky tunnels^ the stronghold 
was eventually coUapsoJ and ruined through the work of CaJderly, a priest 
of Dene if hased in the nearby Edificanr Library'^ and his friends. Tliey suc¬ 
ceeded after countless harries in the Library; the Snowflake Mountains^ 
the nearby Shilmista Forest* and in the town of Carradtxin* Remnants of 
the t^ium^'irate of TaIona may yet survive in secretive fellowship. 

Priestly Vestments: All priests of Talona wear gray and green robes 
with ragged sleeves. Tliese are wa.shed but never repaired and in time be¬ 
come faded rags. Out of pride* most priests continue to wear their old* 
wom-out vestments until they are nearly naked. Old and high-ranking 
priests tend to have ritual scars and tattoos all over their bodies, and some 
even sptirt many hixly-piercings so that their torsos are studded with small 
rings linked with line chains. Female clergy and laity alike often wear ear¬ 
rings and el how-dangles of black metal wrought in the shape of talons. 

Adventuring Garb; li embarking on a possibly dangerous adventure 
or preparing to go into barcle* Talontar favor black-and-purple armor 
adorned with spur«* I\oms, and spikes. They wear any armor in a pinch and 
prefer to wear as much armor as possible. 

Only specialty priests of Talona cariy' the special ecremontal poison 
daggers of the laitb. They have no compunction against using them in 
combat. A nonbeliever caught with such an item attracts the unwanted 
attentions of Tilnna to his tir her health as w^ell as her church’s wrath. 

Specialty Priests (Mala^ents) 

R n ou iREMENTSr Wisdom 14, Const i tut ion 14 
PfiiME Req.: Wisdom, Ctinsticution 

ALtGMMENT: CE 

Weapons ^ All bludgeoning (wholly Type B) weapons plus a cere¬ 

monial dagger with poison grooves and the symbol of 
Talona engraved or otherwise w'orked into the handle 
Armors Any 

Major Sphehess: Astral, chaos, comhat, divination, guardian, healing, 
necromantic, summoning 
Minor Spheres; All, charm, protection 
Magioal Items: Same a.s clerics 
Req, Profs: None 

JN us Pro fs: H e rba I i sm, cerem on ia I k\ agger 

• Malageni.s gain a +4 himus to all solving throws poistin- 

• Malagent-s are immune to non magi cal diseases and receive Constitution 
ability checks against acquiring magical diseases. These checks are made 
at a +4 txmus. When the chance of acquiring a magical disea.se is ex¬ 
pressed as a percentage, that chance is hal\-cd (round down) for mala- 
gents. 

• Malagents gain a normal saving throw against ptuions that would nor- 
mally not allow' a saving throw; 

• Mulagents gain a +4 bonus to herbalism proficiency checks when brew¬ 
ing poisons. 

• AHrd level , malagents can identify' pure ptrisims by smell. 

• At 5th level, malagenrs can identify poisons in drinks by taking a tiny 
sip. Tins sip has no effect on them. 

• At 7th level, ma I age ms may identify' poisoas in food by taking a tiny 
hire. Again, this bite is mo small affect the malagent, 

• At 7rh lev'el, rnalagenis are able to use a ifxj/son fmicli (as rbe 2n!d-level 
priest spell) or spread contagiDii (as the 4th-level wizard spell) once per 
day hy touch, 

• At I Chh level, malagenis can cast came Sseast^ (as the reverse form of the 
Jrddevel priest spell cure diseaseJ once per day by touch. The dehilitating 
torm of this disease is called the green rot and is typified by a luminous, 
greenish decay on, expieseJ skin. The fatal form of this disease is the scaly 
death, in which the bones weaken and the flesh peels back until the 
mai<ir systems of the Kidy fail. 

• At 1 kh level, malagents can exhale a clnid of pesdknce (as the 4th-le\'el 
priest spell) or a Slinking cloid (as the 2nd-I eve I wizard .spell) once per 
day. 

• If a mulagcnt has a C-'harisma of 12 or greater, orher Talontar w ill insist 
on the use uf many tattinxs or much self-mutilation a.s to lower that 
Charisma to les.s than 12 when the malagent is initiated into the faith at 
kd level. Til is may not he vtduntary on the ma [agents part, so gLiod- 
looking inalagents have Ix^en wameJ. Individuals with Chari.sma scores 
of 5 or 4 wlio undergo the initiation ceremony at 3rd level find their per¬ 
sonal Charisma raised by the ceremony due ro the respect for their sur¬ 
vival engendered in tho.se viewing their scars, and their Charisma goes 
up to 5. 




Talonlte Spells 
2nd Level 

Poison Touch {Alteraciorij Necromancy) 


Sphere: 

Range: 
Qimponents: 
Duration: 
Casting Time: 
Area of Effecr: 
Saving Throw: 


Combat. Necromantic 

0 

V, S 
Special 
5 

One creature 
Special 

This spell creates a flickering hrow^n radiance around the caster's band or 
another chosen limb. Within 5 rounds of casting poison touch, the priest 
must touch a chosen victim, or the magic fades and is wasted. A successful 
attack roll is required to touch a victim. If such a touch is made to any pan 
of the victim (armor or clothing may be touched, as bare flesh contact is 
not required), the brown light flashes once and is gone, and the victim 
must in like a saving throw vs, spell. 

If the saving throw succeeds, the victim takes 1 point of dan^age and the 
conrosive magic eats a hole in any armor or garment vrorn and causes a dis- 
figuring eruption of the skin beneath the touched area into raw welts, and 
then the spell ends. This wound inflicts a cemporary kiss of 2 points of Cha¬ 
risma upon the viccitn* but the wound I'anbhes and the ability score points 
are regained through nonnal healing rest or the use of curative magic (such 
as cure light wounds). 

If the saving throw fails, the victim Siiflfers 6 points of damage and Ls slowed 
(as the spell) instantly until the end of the following round. On this second 
round, the victim must make another saving throw. If it succeeds, the victim 
suffers 1 point tjf damage, is corroded as discus,'ied above, and the ends. If 
this second saving tlirow' fails, the victim suffers 3d6 points of additional dam¬ 
age and must make a Qinsritution ability check and a Strength ability check. 
If both succeed, the spell ends without further effecr. If one fails, the victim 
(alls unconscious and takes an additional ld8 points of damage but can be 
roused on the following round or later if still alive. If both checks fail, the vic¬ 
tim take.s an additional Id 10 points of damage, falls into a coma instantly, and 
cannot be roused by any known means for ldl2+2 rounds. 

Once a poison touch is delivered, the casting prie.st is free to take any 
other desired actions. 

4 th Level 

Cloud of Pestilence {Akeration, Evocation) 

Sphere: Combat, Elcmon t a 1 A ir 

Range: 1 0 yards/1 eve I 

Gimponents: V, S 

Dumcion: 4 rounds 

Casting Time: 7 

Area of Effect: 40-fixjt-w'ide, ZO-fooi-high, 20-foot-deep cloud (shafxr 
can be altered by narrow* confines) 

Sa V i ng Thniw*: Spec ia I 

This spell creates a billowing cloud of ye How* is h-green vapors that resem¬ 
bles the effect of a w'izard's cimttlicjlJ spell—but unlike the vapor cloud gen¬ 
erated by that spell, a cloud of pesiilence cannot be mo\'ed hy any knvm n 
means (though dispel magic causes it to fade into nothingness); it sits mo¬ 
tionless until the spell expires. Tlie caster is unaffected by his or her ow n 
cloud of /jcsfiience. as is any creature wearing or bearing a coasecrated holy 
symbtil of Talona, All other creatures caught in or entering the acrid, foul- 
smelling vapor cloud must make a saving [hr<wv vs. .spell; 

During the first round of expijsure to the vapors (or during initial expo¬ 
sure in the case of those who leave and reenter the area of effect), chose 
xvho succeed at the saving throw are unaffected. Those who fail the saving 
throw' take IJ4 points of damage and begin coughing violently. Spellcast¬ 
ing, normal speech, and tasks requiring Dexterity', such as opening locks, 
w'riting, and the like, arc now' impassible. 

On the second round of exposure (or second exposure in the case of 
those who leave and reenter the area of effect), another saving thrt>w must 
be made. If it is successful, the victim continues to cough and suffers an¬ 
other 1J4 points of damage. If the saving throw* is unsucccssfftl. the vapt>rs 
inflict 3d4 points of damage, the victim is slow'cd (as the spell), the victim 
ctmtiniies to cough, and the victim’s vision becomes blurred, resulting in a 
-2 penalty to all attack rolls, difficulry in telling friend from foe when the 
tw'o are near each other, and an increased pcrssibility of tripping, bumping 
into things or people, and like effects. 

On the third round of exposure (or third exprjsure to the Siimecloiido/pesti- 
lence in rhe case of those who leave and reenter the area of effect), another 
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saving thww must he rolled. If successful, the victim takes ld4 more ptrints of 
damage and the coughing continues. If the victim fails the saving throw, she or 
he sinks into unconsciousness and takes 4d6 points of additional damage. 

On the fourth round (or fourth expi>sure to die same chxidof pesriience), 
another saving throw must he rolled. II the victim siK'ceeJs at rhe saving 
throw, the vapors indict Id4 pHunts of additional damage and the victim is 
caught in a coughing fit until rhe spell expires. If the victim fails the sav¬ 
ing throw, rhe vapors inflict 4d6 points of additional damage, rhe victim 
continues coughing and is slowed for IJ4+1 rounds after the cloud dissi¬ 
pates, and rhe victim contracts a lung disease char reduces his or her move¬ 
ment rate by I, makes facial muscles twitch and tremble from time to time, 
and steals I hit point from the victim every 2 days. Tliis hit point kiss Cim- 
noT be cured until the disease is cured and continues at the rate of I hit 
poinr every 2 days until death occurs or the di^asc is banished. The dis¬ 
ease, known as Talona’s grimace frtim rhe facial twitch it causes, is curable 
by magic and by the proper use of herbal medicines, hut not through 
simple rest. 


Touch of the Talontar (Alteration, Necromancy) 

Sphere: Combat, Necromantic 

Range: 0 

Comptinents: V, S 

Duration: I turn 


Gisting Time: 7 

Area of ElTect: Touched beings 

Sa V ing Throw; Spec ia 1 

This spell creates a flickering brown radiance arniind the caster's hand or 
another chosen limb that lasts for I turn. While this radiance glows, rhe 
priest can atiempr to touch and affect as many victims as she or he has nor¬ 
mal attacks within that periotl of time. All creatures the priest manages to 
couch during that rime become rhe victims of miicfi of die Tduiimr save for 
those beings the caster wills, during contact, the magic nor to harm. A suc¬ 
cessful attack roll is required to touch a victim. If such a touch is made to 
any part of the victim (armor or clothing may he touched, as hare fle.sh con¬ 
tact is not required), tile hrowm light flashes, and the v ictim must make a 
saving throw vs. spelL 

If the saving throw succeeds, the victim takes 1 point of damage; the 
corrosive magic eats a hole in any armor <ir garment w^im anvl causes a dis- 
liguring eruption of the skin beneath the touched area into raw welts; and 
the .spelTs eflects end fiu that victim. This wound inflicts a temporary' loss 
of 2 points of Charisma upon rhe victim, but the wtiund v'anishes and the 
ability score points are regained through ntirmal healing rest or the use of 
ciimiive magic (such as a ntre %lii u tmnd-s). 

If the saving throw' lails, rhe victim suffers 6 points of damage and is 
slow'ed (as the spell) tnsiantly until the end ot the following round. On this 
second rountit the victim must make aiiiither saving throw. If it succeeds, 
the victim suffers I ptunt of damage, is corroded as Jisciis.scd akwe, and the 
spell’s effects end for that victim. If this second saving throw fails, the vic¬ 
tim suffers id6 pviints of iiJJitional damage and mtisr make a Constitution 
ability check und a Strength abiliry check. If hoth succeed, the spell's effects 
end tor that victim. |1 one fails, the victim tails uiictmscioas and takes an 
additional ld8 points of damage hut can K" roused on the following rtumd 
or later vl still alive. If hoth checks fail, the victim takes an additional Id 10 
points of damage, falls muy a coma instantly, and cannot he roused by any 
known means for ldl2+2 rounds. 


(3nce the touch of t/w Tu/ontur is cast, the casting priest is free to take any 
other desired actions, including touching other victims (within the spell 
duration), casting other spells, or attacking with a weapon. Note that the 
eftcctSiif foiu h of the Talonmr cannot l>e transmitted through a weapon, Init 
only through the hand of rhe casting priest. 


5 th Level 

TalonaV Blessing (Abjuration, Nectoniancy) 

Sphere: Protectioti, Necromantic 

Range: Touch 

Components: V, S 

Durarttm: I turn/levcl 

Casting Time: 8 

Area of Effect: One being 

Saving Throw: None 

Taiurm s hb.«;mg must be delivered by flesh-to-flesh touch. Tliis spell renders 
the touched spell recipient—who may he the caster—rempi^rarily immune 
to all poisims (including blood piiisoning, venoms, and poisonous gases) 
and diseases (including lycanthropy and mummy rot). Tdona's hlt\ssmg also 




prevents the onset or spread of parasitic infestations, gangrene, and existing 
diseases (stick as leprosy and transformations due to plant symbiosis). It ex¬ 
pels rot grubs from the Ixaly of rhe spell recipient without further harm to 
the spell recipient, and permanently kills musks, molds, spores, seeds, and 
mosses infesting or in contact with the body of the protected being. 

Tabs 


(The Destroyer, the Ra^^in^One, the Stormsfctr, 
the Storm Lord) 


Aliases: 

Domain Name 

Superioe: 

Allies; 

Foes: 

Symbol: 

WoR, A LION.; 


Greater Power of Pandemonluni, CE 

Portfolio: Storms, Jesmiction, rebellion, conflagrations, earth- 

shakings. arid vortices 

Bhaelros (Calimshan), Kozah (Anauroch, among the 
Bedine), Malyk (the Underdark) 

Pandcstnoi^/Tow'ers of Ruin 
None 

Auril, Malar, Umberlec, Velsharoon 
Chauntea, Lathander, Mystra, Sune, Deneir, Gond, 
Helm, Mielikki, Oglima, Silvanus, Tyr, Eldath, Sbiallia 
Three lightning bolts, each of a separate color, mJiating 
from a central point 
LN, N, CN, LE. NE, CE 

Talos (TAH'los) is the Jestrucrivc force of nature. 
He is the god of storms, forest fires, earthquakes, 
tornadoes, hurricanes, and general destruction. He 
attracts the destroyer, the raider, the Uwter, and the 
brigand among his followers. His actions often 
seem petty and vengeful and are frequently moti- 
vateti by rage, anger, and the ties ire to not appear 
w'cak ot compromising in any way to his followers or the other powders of 
Faerun. He exults in seeing what he or his followers can burn, break, flood, 
kill or otherwise utterly destroy. He is like a malicious and twisted child 
wUtJ.se pow'er and wrath knt>w no bounds and w'ho proves his self-vvortb 
and standing again and again by raining havoc and ruin down on those 
w'ho can little oppose him. Under the alias of Malyk, Talos is try ing to fold 
wild and destructive magic into his portfolio. Mystra is openly challenging 
the Storm Lord’s ploy, and it is likely to fail quickly in the face of her open 



oppi;:jstcion. 

When Talos is portrayed in religious art, he Itxiks similar to his avatar 
(see below'). His home, the Towers of Ruin, is also know'n as the Screaming 
Tow'ers and the Towers at the Heart of the Winds l-^ecause of the how ling 
winds that curl eternally around it in a helix. He is served by Auril, Malar, 
and Umherlee. Collectively, the four are knowm as rhe Gods of Fury. The 
storm god's relationship with Auril is said to he dose and cordial, though he 
has no compunction aKuii attempting to ert»de and usurp her portfolio and 
pimer base whenever pi^ssible. His relationship with Umherlee is flirtarious 
and filled with rivalry. Talos and Malar only grudgingly work [ogether, and 
Malar wi>ulJ happily kill Takrs it he only bad the power to do iso. Talos has 
recently spt>nsored the iince-mortal Vclsharoon the Vaunted to demi|xmer 
status, but Velsharuon is not likely to survive long with the sort of “aid” 
Talos seems to be pnnlding pow ers in his serx ice. 

Aside from his divine foes listed above, Talos counts among bis enemies 
all those who dare to work magic to try to control rhe winds and weather in 
an ongoing or W'ide-ranging fashion, including the mortal w{:^arJs of 
Nerheril and Myth Drannor in the past and the wizards of Halruaa and 
Thay currently 


Tabss Avatar (Fighter 37, Mage 27, Cleric 15) 

When Talos is seen, which is seldom, he appears as a hroad-shouldered, 
bearded young man with a single ginid eye, the other ctivered by a dark 
patdi. Some sages say the empty eye socket is filler! with whirling stars. He 
dresses in a half-suit official plate iirmt>r (sans helm) w'orn over smooth black 
leather armor and black leather gloves. He can draw' spells from any schotil 
or sphere except rhe spheres of animal, creation, law, or plant. He cannot 
use light-creating spells or fonns of spells from the sun sphere. 


AC-5; MV 15, FI 24; HP 235; THAC0-I0; -AT 5/2 

Drug IJ6+19 (qiianeoc;if( + L +14 Sir, +2 spec, buuus iu uii:irtersiafO 

MR65%:SZH(]2feei) 

Sir 25,1.\-x 17, Qin 23. Int 19, Wis 17, Cha 18 
Stalls P: 8/8/7/6/4/2/L W- 6/6/6/6/6/6/5/5 
Saves FPDM 3, RSW 3, PP BW 4, Sp 4 
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Special Att/Def: [f Talos raises the eycpatch, cfunVi roars forrh 

irom the en^pty sockcr at targets of his choosing. If he removes his right 
glove, the hand goes with it, revealing a hollow^ arm from which cones of 
cold spray repeatedly (two a round, in addition to any spells Talos may 
cast). If he remo\ es his left glove, three staves issue forth from the hollow¬ 
ness that is his lelt arm; he can then W'ield any one of them in a round w ith 
his right hand. 

The fir,'it is a staff made from the first iron forged in the Realms, and it 
can raise and hurl rhe winds. This staff works as the Sth-level priest spell 
Cf/nfrol winds, hut Talos can always shift the categnry^ of wind up or dowm 
one within a round and can srabilffe it as he w-jshes without spending time 
to Ciincentrate. Talos can also simultaneously use the w-ind control ability 
to form a u'itid uaii around himself similar to the Jrddevel w^irard spell, but 
of incredible strengTh. 

The second is a staff of the first silver smelted in Faenm, and it can call 
up deadly weaves, warerspouts, whirlpools, or part ivmrt wath such power as 
to lay hare the bottom of a river, lake, <jr hmlxir Waterspouts and deadly 
waves have THAOO 7 and do 5d6 points of damage pet successful attack. 
For purposes of this stafl s effects on terrain, ships, and structures, it work.s 
as either rhe regular or reversed forms of the 4thdevel priest spell lower 
itHit&r or rhe 6th-levei priest spell pun toater, hut Talos can affect any area 
up tt> 3 miles in tiiamefen 

The thir».i siatf is carved from the first tree felled in Faeriin (said to be a 
shadow rop), and it can move eardi sw-iftly and over a large enough area to 
open great rifts in rhe land or can cause eanfii!|irakes. This move eart/i abil¬ 
ity is as the 6rh-level wizard spell, hut Talos can effect whatever terrain he 
wishes up to 3 miles square in length and width and until hedtock is struck 
in depth, requires no earth elementak and completes all movement in no 
more than five rounds. The etirc/iqifoke ability is as the 7th-ievel priest spell 
cast by a 30th-level cleric. 

Talos can alsti use any of these staves as a q!^itricTsta//43. He is immune 
to lightning and electrical damage ot any sort (except that caused by his 
eye) and to any stirt of damage caused by cold, wind, air, or water. 

There arc persisteni rumors that ifTalo.s ever removes his eyepatch and 
both gloves at once, he will he destroyed. Confirtned repntrs reveal that if 
he ever directly tastes damage froti'i one of his staves, from his tight arm, or 
from his eye, Talos varrishes for 4dl0 days and does not grant spells to his 
clerg>' nor manifest in any w'ay in Faenm for that time. 

C )ther Mani fe?ibjtk)ns 

Taliis is usually enct>untered its titanic, bellowing laughter in the Itcart of a 
gale. Sometimes rhe laughter is accompanied by two eyes like giant blazing 
coals, which are surroxmdeJ by swirling maeUtn^ms of air, .At sea, this 
manifestation always means the loss of at least one ship. 

In urban areas, Talos more often manifests as two fisc-sized, swirling 
storm clouds. There is a clap of thunder, and lightning arcs between the 
clouds. It Talos is displeased, a holt of lightning striking for 9d6 ptunts of 
damage (and often forking) leaps from Ccich cloud to strike at the beings or 
tibjecrs that offend him. It the god is bestowing favtir, reJ-hued lightning 
crackles and shoots forth from ho^ih in a straight beam (not a zigzagging 
holt) to rhe being or item Tili>s is pleased w ith and bestow-s upon it heal¬ 
ing or spells. The red lightning stn>ke can even temporarily confer such 
txnvers as intravision, the ability to/ly, orX-mv tis/on. 

1^1 los also sometimes works through rhe presence or action of var- 
gouillcs, yeth hounds, quasits, wind walkers, and the elemental spirits 
know n as tempests. When he appears as Bhadros in Calimshan, he often 
manifests in the form of a turhaned genie with dusky skin rising out of a 
satidstorm. 

The Ci^hurch 

Cu : V j Cleri cs, spec i a 11 y pri ests 

AiaoN.: CN, LE, NE, CE 
Turn Undi;aj>: C: Yes, if neutral; HP: Ye,s 
Cmni>, UNDi-An: C: Yes, if evil; SP: Yes 

All clerics and specialty priests of Talos receive religion (Faerunian) as a 
bonus nonweapon proficiency. All priests of Talos are immune Eo lightning 
orelectriciil damage. 

Tffos "s name is u’iv i[>ked by individuals who wish to escape his atten¬ 
tions, not suffer them. He has few direct followers w'ho supiTt^rr (and en¬ 
courage) his depredations. Rather, he is more feared than worshiped, which 
seems ro account for the pernicious underground presence of his church 
rhroughtnit Fiieriin as much as anything. His established clergy is itinerant 
for the most part and preaches hy w-aming of dovjms and disasters to come. 
Frequently his pnests arc right in their predictions because either they or 


Talos ensure that they come true. This does not make his clergy members 
terribly popular — ^yet another reason why they tend to travel a lot. 

The church of Talos exults in the w ild destruction of nature at its 
fiercest. Clergy and rhe faithful tend to be fatalistic in nature as a result— 
almost self-destructive. However, priests of Talos usually w'ish to take as 
many othei^ with them as possible. The protections the Storm Lord con¬ 
fers upon his clergy make the priesthood of the Destroyer popular with 
many folk who exult in rhe feeling of power —or who just like to destroy 
things. All would-be priests of the Storm Lord are confirmed his service 
thnmgh the manifestation of Talos as two small storm cltjuds. The clouds 
strike a supplicant with a ted lightning stroke that does him or her no 
harm, and it is revealed to the supplicant's mind that she or he is indeed 
chosen to serve the Stormstar. This is referred to as heing “Touched by 
Talos,” 

In the priesthood of Talos, specialty priests, known as siormlorJs (a title 
used irrespective of gender), are by fat preduminant and clerics are in the 
minority The split is about 80/20. Clerics are usually found only as adven¬ 
turers and free operatives outside the scattering of church cells, w^hich are 
all led hy storm lords. Typical titles used by clergy of Tales, in ascendtrtg 
order of rank, are: Storm Supplicant, Wcatherwise, Talon (full, confirmed 
priest), Lord/Lady ofFury^ Eye of the Storm, Reaver, Stormherald (high 
priest). High Sutrmherald, and Wearhermastcr/Weathermistress. 

The spells of a Stormherald relating directly to natural forces (such as 
cuU ligfiEniTig and /Lame strike) deal double the normal damage, and so the 
uppermost three titles in this list arc honors bestowed and confirmed hy 
Talos, not ranks that priests dare to assume tor themselves — for Talos de¬ 
stroys those w ho speak against his will High-level Talassan priests can 
strip their inferiors of all spell powers for a day thanks to a secret, pow erful 
7th -level spell— so they can literally command obedience. Most have used 
this threat wisely and sparingly to gather individual priests together to 
w ield powerful storm magics against Harpers, Lathanderites, and other 
forces that have gathered to deal w'ith ilieni. 

The clergy of Bhaelros in Calimshan and the clergy of Talos had a brief 
period of conflict over which of their deities is the “real god of destruc¬ 
tion.” Since Bhaelros is merely an alias of Tali>s, Tah>s evidently found the 
ongoing bltKiJ ieud both amusing and a fitting tribute in human destruc¬ 
tion to his name. Relations have nv>w' calmed again, and the relationship 
between the two churches is cordial once more. 

Mosi Talassan temples and shrines are secret because of the reputation 
ot the church. The worship of Talos is outlawed in many countries. Where 
there are public temples to Talos, many of them take the form of castles or 
walled compcfunds because they must often serve as strongholds that the 
laiEhful 4>f Talos can defend against angry folk. 

Dogma; Talos the Destroyer is the dark side of nature, the uncaring 
and destructive force that lies waiting to strike at any time. Tslassans are 
taught that life is a combination of random effects and chaos, so the de¬ 
vout should grab u hat they can, when they can. as who can say when 
Talos wull strike and bring them into rhe afterlife? 

Talassan clergy are to preach to all of the might of Talos, w'arning them 
always of the forces only he can command—the fury of all Faerun, They 
are never to cease in such speech, so that everyame may knrnv that Talt>,s is 
to he worshiped hy all, and that in rime to come he must he, or he will de¬ 
stroy all life with the forces at his command. His clergy should walk un¬ 
afraid in all storms, forest fires, earthqxutkes, and other disasters, for the 
power of Talos protects them. They should let others see thi.s whenever 
possible, so that unbelievers will come to believe in the true pow-er of 
almighty Talos, 

Tabssan clergy should make all fear Talos by showing the destruction 
that he and all of his serv'ants can cause. To avxiid tasting his fmy', they are 
to pray to him energetically and tell all folk that such ohsers^ances—and 
onN such observances—can protect them from the furies of gales, hail¬ 
storms, w inds, floods, droughts, blizzards, hurricanes, and other natural 
dooms. Such forces can aUo he hurled at ones foes—an advancing ore 
horde, for instance—if Tahw deems a place or a perstm worth defending. So 
tme cannot afford to ignore Talos, hut must biiw" ilown and worship him. 
The clergy of Talos are to proclaim this message to all and show everyone 
the destruction even the slightest of the ser\ ants of Talos can cause. 

Day-to-Day Activities: Talos always has t(X) few w^orshipers ffir his lik¬ 
ing, so his clergy are sent our into the world P5 spread word of his mighi 
and to cry to recruit others to his w'orship-“either out of fear or because 
such people enjoy the w ielding of raw* pow er. As examples to all, the fatal¬ 
istic priests of TalckS tend to indulge in acts of random or spiteful destruc¬ 
tion as they travel and to make examples of all ffdk w^ho stand up to them 
or try to prevent them from entering a community or passing along a road. 
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Some priests pilhge, bum, and steal as entbusiastkally as any brigand,, and 
hamlets that light them off rend to be visited a season or so later by a gath¬ 
ering iff Talassan priests who try to slaughter every'one and by waste to the 
place. This practice had led to stjme settlements fearfully hiring “adven¬ 
turing bands in residence” to ward off a similar fate after one or more citi¬ 
zens have had hostile dealings with any Talassan clergy* Few priests of 
TiiU>s seem to have the patience to simply drown a community out by fix* 
ing endless, stationary storms above it. 

Tak>s dfjes not seem to mind priests who indulge in fulfilling personal 
desires for wealth, food* luxury Items* and wanton behavior so long as they 
call up a storm or engage in random, spectacular acts of violence once 
every lenday or so (toppling towers is always effective). As a result* sc^me 
clergy liave taken up a life of brigandage* They pose as lunatics in order to 
spread tile word of Talos as ordered, and the rest of the time they adopt dis¬ 
guises to scout out rich prizes to strike at. 

Holy Days/Important Ceremonies: Tiilassnns mark all of the annual 
festivals (Greengrass, Midsummer, and so on) with rituals that call down 
lightning or call up storms. Calling Down the Thunder is the most sacred 
of these rituals and involves the slaying of an intcIUgenr being by light¬ 
ning in return for the Storm Lord granting a special boon. This boon is 
usually the bestowal ot a spell normally beyond a Talassan priest's ability to 
receive and wield* but if is sometimes a deed such as the sending of a stonn 
down on a particular locale or being named by the priest. 

A more frequently seen ritual is the Fury* which is simply a berserk at¬ 
tack on folk and items made while howling the name of Talos repeatedly 
It begins and ends with a prayer (if the priest survives) and usually in¬ 
volves the hurling of spells and of lit, carried torches* in an effort to visit 
considerable destruction on a place or encampment within a short ttme* It 
is considered most holy ivhen performed by a lone Talassan priest-—but 
against formiJabie foes, clergy of Talos usually attack together or draw off 
defenders by creating illusory attackers in one direction and mounting 
their own real attack from another. 

Major Centers of Worship; The most important center of worship to 
Talos in Faerun is the Gulf of Storms in eastern Amn: a deep, narrow deft 
valley between the nuumtains of Assar's Peak and Mount Thaiangar, 
which can be found northeast of Eshpurta. The peculiar iron ore outcrops 
high in the walls of this valley combined w'ith the valley's shape and the 
presence of rock here whose crystals attract electrical charges make the 
v alley prone to lilling vviih spectacular* deadly arrays of crisscrossing, leap¬ 
ing bolts of lightning w'henever a natural or magical bolt of lightning 
strikes one ot the walls of the Cult. Sometimes these discharges seem to at¬ 
tract storms, dt>uds that race down the valley and then lash across Amn 
and Tethyr. Devimt Tala.ssans cal! such storms the ‘Fongiies of Talos and 
view' them as a sign that the god is pleased with the doings of his faithful. 

Many Talassans make pilgrimages to the Gulf to cast lightning down 
into it or to witness such an act. This makes the luxurious cave homes 
built into Mount Thalangar the most impiutant temple in a religion where 
most clergy wander or live as brigands in the wild* How'cver* there are 
other prominent temples to Talos, notably in Hlonderh in the Vilhon 
Reach at the foot of Mr. Ugrutb* a semiaettv'e vt>lc 3 no* 

Affiliated Orders; Many brigand bands* reavers* and raiders pay trib¬ 
ute to Talos and his priestbiKiJ, hut mine are organized entiugh to really be 
called an affiliated i>rJer, Rumors tell of a mysterious group of wbarJs who 
specialize in exotic combinations of elemental magic known as the Lords 
of the Tempest that owes allegiance to Talos. Other whispers in dark 
places speak <if Talos’s sponsorship of certain necromancers into lichdom 
and ot a cabal of crazed sages and mystic spe Ik asters of assorted disciplines, 
kith religious and secular, i lire nr on bringing about the end of the wtjrld— 
known only as the Circle of Rust and the Worm—w'ho have sought and 
ohraineJ the IX-sttoyer as a parmn. 

Priestly Vestments: High clergy of Talos have ceretnonial robes of 
blue-white streaked w ith crimstm that seem to crackle with lightning due 
to a minor illu&or>' glamer, hut all clergy dress in robes and cloaks tif black 
shot thriiugh wuth teardrops and jagged lines of gold tir silver—^jatb which 
has earned them the unflattering name “doom crows*"^ as they go akiur the 
Realms preaching of devastarions tti come. The robes have jagged hems 
and rough, uneven sleeves. A black eyepatch is also winn. even tf the 
clergy utember has good v ision in both eyes* 

In addition to the symbol detfiileJ above, the Talassan church often 
make use of a ruinJified symbol of Talos on banners: a stylized white liglit-^ 
ntng bolt on a crim5<m field hetw'een tw'o flanking horizontal white bars. 
The boll curves upward from between the bats toward the dexter then 
abruptly ascends and descends in a sharp zigzag. 





Adventuring Garb; h should be noted chat 
clergy of Talos enjoy destruction and arm themselves 
heavily to bring it about where spells may fail at all 
times. When not involved in ceremonies, Taiassans 
tend to go to one of two extremes: Either they armor 
themselves to the hilt in the most menacmg-looking 
armor they can obtain* or they wear next to no armor 
and use protective magics instead so that to average 
observers they Itxik almost suicidal in their fervor to get into the rliick of de¬ 
struction. 


Specialty Priests (Stormlords) 

Requirements; Strength tJ, Wi«iom 14 

Pm ME REg*: Strength* Wisdom 

Alignment: CE 

Weapons: Ail bludgetining weapons (wffolly Type B) and javelins 

Armor: Any 

Major Spheress: All. animal, astral* chaos* combat, elemental* healing* 
necromantic, summoning, stin* war, weather 

M iNOR Spheres; Creation, divination* protection* time 

Magical Items: Same cis clerics, plus magical javelins 

Req. Profs; Weather sense 

Bonus Profs; None 

• Stormlords can endure extremes of heat and cold in their surroundings 
w'ithout harm. They can never die of exptjsure* even if naked ami W'et. 
and can walk through fires t>f natural origin unharmed* though their 
clothing and equipment uiil be damaged. Tltey suffer the normal damage 
dealt by all cold- and fire-based magic and creature breath weap<ins. 

• Stoimlords are immune to all forms of lightning and electrical damage. 

» Stormlords are able to cast shockinggmsp (as the Isr-level w izard spell) 
once a day 

• At 3rd level* stormlords can cuW ligftming (as the 3Td-level priest spell) or 
nde the uind (as the 2nd-!ev'el w izard spell) once a day. 

• At 5th level, siomtlords can uatt'r uidik (as the 3rd-ievcl priest spell) at 
will 

• At 5th level, Stormlords are able to cast control tdnds (as the 5th-leve| 
priest spell) once a day 

• At 7th level* stormlords may cast a kerning l?olf (as the 3rJ-level wizard 

spell) once per day They may not cast the bolt if they are w earing 

any metallic armor (including studded leather). Tbiey gain an additional 
ligihmmg b(j|i for every three levels of experience (another at lOrh* a third 
at 13th, etc.). 

• All 0th I evel* storm lords may cun tnof ueadier (as the 7 th- level pr iest spel I) 
once per Jay Stormlords may move the conditions to any worse condi¬ 
tion under the same prevailing heading (as per the chart in the spell de¬ 
scription). Stormlords can never use their ahiliries to improve the 
weather conditions. 

• At 15rh level, st(>rmlords may cause an eflrdk|iidce (as the 7thdevei priest 
spell) once every ten Jay. 


Spdb 

2nd Leved 

Wind Lash (Alteratkm* Ev^ocatiun) 

Sphere: Weather 

Range: 5 yards/level 

Components: V* S 

LXiration: 1 rounJ/level 

Casting Time: 5 

Area of Effect: One being 

Saving Til row: V: 

This spell creates an invisible* w*eighrless whip tff hard-edged air extending 
from a limb of the caster. With tliis construct* the caster can strike with his 
or her normal THACO at one chosen opponent* dealing 2 ptiints of damage 
per level per successful attack. In any round m w'hich the wind lash suc¬ 
cessfully Strikes* all target spellcasting that has a castings time of more than 
I is ruined, and the target must m:ike a successful saving throw' vs* paralyza- 
tion or he hurled to the ground, taking an additional 1 pi>int of damage and 
tore ing all fragile earned items to make a saving throw v^s. fall. 

The caster can switch targets at will* hut switching targets takes a round* 
during which time no one can he attacked by the utnd lusA. The nature of 
the u'md losA is such that only the chasen target is struck. Other beings are 
aw'are of the spell K*cuuse it emits terrifying snarling w'inJ noises and may 
even blow aw'ay small, light objects such as cap-feathers and parchments 
















that are nat securely gripped (hut they suffer no damage). If the speHcaster 
casts another spell n hile this spell is still in effect, the ufini ksli dissipates 
immediately. A wind fe.'di'Wielder can employ magical items sitnultane- 
tiusly with a ios/i if they can be wielded with one hand. 

3rd Level 

Storm Shield (Abjuration) 

Sphere: Protect ion, Weather 

Range: 10 yards/level 

Components: V, S 

Du ra c i<m: 6 rounds +1 d4 rounds 

Casting Time: 6 

Area of Effec c; Spec i a I 

Sa V i ng Th row: Nt me 

Tit is spell creates a floating, weightless ^ mobile harrier of so^Ud air that blocks 
all damage from winik lightning, normal missiles, and heat or cold. A storm 
sfiiefd attracts all electrical discharges w-ithin 30 feet and ahsorhs them so 
that mi harm is done to nearby beings. It automatically neutralises any ex¬ 
treme of hear (including fire), or cold (including ice), that it comes into 
contact with, hut does only once for eJich extreme. A sform sJucy neutral- 
ises a second encounter or round <^f contact with either extreme hear or 
cold, bur as it does so, the storm itself dissipates, ending the spell. 

A storm shield is always about 6 inches thick and occupies a square, flat 
area of 10 Hiuare feet/level, stopping where it encounters solid oktacles. It 
can be fitted into a narrow' passiige or opening, so as to seal it entirely or be 
made ro fold in on itself if the caster so wills to make a smaller barrier that 
c;m be moved about in narrow confines without hecuming stuck. The caster 
can move the shieltl by force of will at MV 12 (B) and turn or tilt it as de¬ 
sired. until she or he engages in other spellcasting, whereupon control over 
the si^U is lost, and it remains stationary until the spell expires. 

A storm shield is effective Irom all sides, but it only deflects nontud mis¬ 
siles; a swt>rd or other weapon can be thaist through it with no effect on ei- 
rher the shield or the attack. 

5th Levrel 

Storm Cone (Alteration, Evocation) 

Sphere: Elemcnta 1 Ai r, Weather 

Range: 5 yards/level 

Oimponents: V, S 

Duratitm: 4 rounds + I rsiijnJ/3 levels ahove 9 th 

Casting Tune: 8 

Area of Effect: 60-fciot'long cone, 20 in diameter at its mouth 

Saving Throw': Special 

This spell creates a whirling vorTex ot wind in a 60'foor4ong cone shape 
that flares from its apex close to rhe caster to a mouth 20 feet in diameter 
The caster can move the samu cmre up. down, or sideways 10 feet in each 
round of its existence. The storm cone lasts for 4 rounds plus ! mund for 
every three w hole levels of experience the caster has above 9th level (5 
rounds at 12th level, 6 at 15ih level, etc,). 

A Sturm C{me w hirls about all beings if touches, buffets them with invis¬ 
ible ‘‘stones” of solid air contained within the Sfom cone, and stabs them 
with liny lightning bolts that arc ab^nit continuously within the vortex. 
The whirling and buffering effect forces touched beings to make saving 
thnnvs vs, hill mid crushing blow for all worn iir carried items and inflicts on 
all creatures 3J4 points of damage. The lightning bolrs strike creatures 
touched by the storm cone for an additional 2d4 pt^ints of damage and force 
affecreJ beings to make saving throws vs. lightning for all worn or carried 
items unless they are pnitected against electrical damage. Both buffeting 
damage and lightning damage are suffered in each round of contact w ith 
the storm aaic. 

A successful saving throw’ vs, spell halve.s rhe physical damage (round 
down); rhere is no sav e agaiasr the lightning. Beings caught within a storm 
cone cannot cast s|>ells or launch attacks and can only fight free of the storm 
cone by making successful Strength tiud Dexterity ability checks on the 
same round. 

Temp us 

(Lori j of'Rnttles, 

Greater l^owcr of Limbo, CN 
Portfolio: Wan battle, warriors 

Aliases: Tempos (among the barbarians of kewjnd Dale) 

DOMAIN' Name: Limh.>/Knighr’s Rest 
Superior: None 
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Allies: The Red Knighr. Valkur the Mighty, Nohanlon, Gond» 

Uthgar 

Foes: Garagos 

Svmbol: A hla 2 ing silver .swt>rd on a bli>ixTred field 

WoR. Alion.; Any 

Tempus (TEM-pus) is random in his favors, yei his 

nature favors ail sides equally. Lord Tempus 
HH may be on an army's side on one day, and against them 
HH the next; such is the nature of a war. Tempus is prayed 
to most of all on the nights before battles and regularly 
venerated hy all w'^rriors, regardles^^- of their alignment. 
As a result, he is a strong, exuberant, robust god —^ 
w^arrlor's god- Tempus sometimes appears at huge 
battles and important combats—and on rare occasiuns to individuals who 
are in a position to cause great strife by tlieir decisions. 

.Although mighry and profoLurdly honorable in battle, Tempus answ'crs 
CO his own warrior's code. He is quiet and s^ilitarv' in relationship to other 
Faerunian deities, pursuing no long-lasting alliance.^ or brief flirtations. He 
is known to love food, drink, and the hunt, though he Io\'es battle hesu In 
recent years, he has spt>nsored the Red Knight into godhooJ. His rebcion- 
ship with her is one of a fond and protectiv’e father to a brilliant daughter 
who works Ixard and successfully at the family business—war. 

His diametric opposite in portfolio, Eldath, he considers naive and 
weak. However, out t>f respect for her convictior^, he punishes those of hU 
faithful who abuse her priests, shrines, or temples. Perhaps he feds that war 
has little meaning w'ithout peace to define and highlight it, Stme, who ctm- 
siders him a foe, he regards as irrelevani and flighty, and therefore unworthy 
of being his foe. 


Tempuss Avatar (Fighter 40 , Cleric 20 ) 

Tempus appears as a human giant 12 feet tall, his plate armor battered and 
hloixlied hy combat, his face hidden by a massive war helm but his hooded 
gaie a palpable force. He bears a great battle axe or a black sword notched 
and stained from much use in his gauncleced hands. His legs and arms are 
hare and crisscrossed by bleeding w'ounds, but this df>es not affect him as he 
rides into battle. He sometimes appears af<x>t hut is often riding a w,'hite mare 
(Veiros) or a black stallion (Deiros). Tempus has access to all spell spheres. 


AC ^7; MV 15; HP 248; THACO -^10; ^AT 5/2 

Weapon+21 (uvd/xm +5, +14 Str, +2 spec, bunus in all mslct* wcapuns) 
MR 75%: SZHiUlWi) 

Str 25, Dfcx 19, Con 25, Int 20, Wts 18, Cm a 19 
n/U/tO/9/7/5/2 

Saves rPDM 2, RSW 5, PP 4. BW 4, Sp 6 


Special Att/Def: The smoking, wine-red bkxKl of Tempus hums those 
who are not deities as if it were acid, but beings w'ho ingest even a drop of 
the hkuxl tif his moLints gain a +2 Strength bonus for 2d4 turns. Tempus is 
immune to all chitrrti'type spells, psionic attacks, mental control, illusiims, 
and magical decepfioit of all s<irts. His body regenerates 5 pt>ints of damage 
per round, 

Tempus employs an array of + 5 magical, giant-sized, silver-bladed weap¬ 
ons (doing triple base w’eapon-type damage), hut none of them are known 
tt) have special powers. Tliough made of silver, they all look blackened and 
hattle-wtjrn in Tempus's hands. I4e need never he w’ithoiit a melee weaptm 
and can summon one of his magical weapons to hand instantly from thin 
air. He is proficient in all weapons and specialired in all melee w'eapons. He 
is alsisi familiar w ith all forms of nonleihal combat. If the PLmR’S OPTION: 
Combat & Tactics rules are used, he is considered proficient in all annor and 
shield ty'pes, a grand master of all melee w'eap*.>ns. proficient w'ith all other 
weaptins, and an expert at all fonns of unarmed combat. 

Other Manifestations 

Tempus sometimes manife.'its l>ck>re a battle, appearing to one side or the 
other. If he rides Veiros upon t>ne side, then that army will succeed in its 
battle. If he rides Deiras, then defeat is in the offing. Mirst often he appears 
riding with t>ne foot on each htirse as they gallop across the battlefield, indi¬ 
cating the chaoric nature of battle. 

Priests praying to Tempus fiw spells or guidance may see visions of the gtxl 
himself, tif his mounts, or tif a famous dead w'arrior and must interpret w'bat 
they see as an indication of the god’s intent and fa\'or. Only the images of 
dead warriors in visions sent to mortah e\'er speak the will of the w'at god di¬ 
rectly, Tempus himself only snarls in hattle-fury or keeps silent. (In fact, he 
has never been known to speak while in Faerun.) Loy w'orshipers praying to 
the war god ustially see Veiros or Deiros. To those reqtiesring aid itt bit tie oi 



























self-defense, the favor of Tempos may manifest as a weapon appearing beside 
them when they are weaponless. 

Tempus als4> ilscs einheriar (former warriors of all stjrts), eagles^ badgers, 
war horses, war dogs, panthers, tigers, special lA eapuns that appear where none 
were before, ghostly figures in the form of lost battle companions, and items 
made steel to demonstrate his appnwal or disappn>vat to send aid to his 
feithfu!. He shows an t udd lack of affinity for any gemstones, but sometimes 
seems to favor those a particular warrior's culuire associates with bravery. 

The Church 

Clercvi Clerics, specialty priests, crusaders, shamans 

Cleroy's ALfciN.: LG, NG, CG, LN, CN, LE, NE, CE 
Turn UNt>EAn: C; Yes. SP: Yes, Cmt No, Sha: Yes, if giXkl 
Cmnd. Undead: C: No, SP; No, Cru: No, Sha; Yes, if neutral or evil 
All clerics, specialty priests, crusaders, and shamans of Tempus receive reli' 
gion (FaerOnian) as a bonus nonw eapon pnificienty. 

Tempus is wnrshiped by those of evety^ alignment and lineage who wage 
war for all causes. The Tempuran clergy nvay be found on b’fth sides of a corv' 
diet, as none can ever truly know w'hom the war god will favor. Priests of 
Tempus tend to be human, male, and of a temperament that enjoys battle, 
though the clergy is <ipen to all beings W'ho have prayed privately to Tempus 
and received the blessing of a spell, a manifestation, or direct aid of some 
son. In some societies, such as that of the Northmen of the Moonsbae Is¬ 
lands and the barbarians of Icewind Dale, Tempus is served by shamans. 
Temples of Tempus are usually what are more comcnonly know n as walled 
military cotupounds titan what most picture as temples. 

Military ranks within the faith are common. Ranks typical of many 
temples of Tempus are Warpriest, Swung Sw'otd, Terrible Sw'ord, Lance of 
the Lord, Shield of the Gtxl, Battle I a^ly/Bat tie lord, Sw'ordmastcr/Sword- 
mistress, and Lady/Lord of the Field—hut these are often superseded bv titles 
rhar go with a p<isiti{m, such as Battle Chaplain of a shrine or Tnested Sword 
(seneschal) of a temple. Ranks are assigned by thc^e in authority in the 
church in light of service, needs, and situaiion, and brevet (temporary) 
commands are common in desperate siniations. Special leaders <jf a temple 
or cnisade are entitled to wear the heavy hatrle gauntlet of rank. 

Dogma: Temptis does not win battles—Tempus helps the desen ing w-ar^ 
rior win bcittles. War is fair in that it oppresses all sides equally and that in 
any given battle, a mortal may he slain or become a great leader among his 
or her cottipanions. War shinild not he feared, hut seen as a natural force, a 
human force, the storm that civilisation brings by its very^ existence. 

The faithful of Tempus are charged to arm all for whi)m battle is needful, 
even toes. They should retreat frtmi hopeless tights, but never avoid battle, 
and slay one foe decisively and bring battle to a halt rather than hacking 
down many over lime and dragging on Imstiliries. Tliey arc to defend what 
they lx lieve in, lest it he swept away, and remember the dead who fell fight¬ 
ing before them. Abi.w'e all, they should disparage nti foe and respect all, h>r 
valor hkire.s in all, regardless of age, gentler, or nice. 

Tempus looks favi>rably upon those who acquit themselves honotahly 
and tirelessly in battle, sauring mightily when facing a foe. hut avoiding 
such craven tricks as destroying hi>mcs, family, or livestock when a foe is 
away or attacking from the rear (except when such an attack is launched hy 
a small hand against ft>es of vastly superior numbers). Tempus believes that 
watriiirs should responsibly consider the consequences of the violence they 
do hefc^rehand and ny' to not hot-headedly rush ofV to w age war recklessly. 
On the other hand, Tempus teache.s that people with smimth tiuigues or 
fleet feet who avoid all strife and never defend their beliefs wreak more hiinn 
than the most energetic tyrant raider or horde leader. 

Day-to^Day Activities: Priests of the war god are charged to keep war- 
late a thing of rules, respected reputation, and professional behavior, mini¬ 
mizing uncontrolled bhiodshed and working to eradicate feuding that ex¬ 
tends hcyimd a single di.spLite or set of foes. At the same time, training and 
readiness h>r battle must he promoted if civilized human holdings are to sur¬ 
vive in Faerun in the face td monster raids and ore hordes—and the piwerof 
Tempus to ai^l those he tavcirs in battle must aliKj he promoted. Warriors— 
especially mercenaries—^who employ jxuson vir tainr wells, sow fields with 
salt, kill noncvniibatants, indulge in timiiret^r the w anton slaughter of inno¬ 
cent folk when they are not at war. ot commit similar sins against fair battle 
are to he denied the favor of the gixl. their crimes are to be publicized far anvl 
wide, and they are to be made to atone tor their deeds or perish. 

War priests must preserv e the names of the honored hatrle-fellen, Kjtli on 
gutvestones and orher such memorials, in rheir prayers to Tempus, and in ait 
annual chant at the March tjf the l\rad, wherein priests of the war god go 
thriHJgh the street.s to call all folk, ivorshipers and nonbelievers alike, to the 
Ittcal Feast i>f the Mtxjn hosted hy their temple. Priests are also charged to 


Valley of the Gods 

1 1 is said that even the f kiwcit mvjst cavort and amuse themselves once in a 

I while. Far to the north of the Spine of hhe Wtjdd h the Valley of the 

1 Gods, A piHmdise unequaled on this world or in tlie pUmes, this play^und of 
the^h is rwit meant for mortals, Arty mortal who reaches the Valley becomes 
a iMb/. for only deities may exist in tlie Valley, fsr too many mortals with delu¬ 
sions of ^ndeur have thrcftvn away the pleasures of thb side of the Spine and 
their kiij^doms in this world only to break their backs searching for the leg¬ 
endary Valley of the G<xk 

collect and venerate the weapons and annor of famous and respected vrar- 
riors, even if these are broken or have deteriorared. for rhey retain sKjmething 
of the hattlelust and energy asstxiiarcd with the deeds they participated m. 

Holy Day.'i/lmportant Ceremonies: The ritual performed by most of 
the feithfol is a prayer for valiant performance and survival in the fray ahead, 
made to the w^nr god over the weapon the praying being most often fights 
w'ith. If a new weapon comes into the believer’s possession before a battle — 
particularly in the form of hard-w'on botity—it Is taken iLs a sign of Tempus’s 
favor, and this weapim h the one used in wt^irship. 

The eves and anniversaries of great battles are the holy days of the 
church of Tempus, and as such vary from place to place. The Feast of the 
Mix^n, honoring the dead, is the most important fixed date in the religious 
calendar. It is also expected that at least once a tenday wt>rshipers of Tenrpus 
spill a few drops of blood (preferahly their own or a worthy foe's) and sing 
the Song of the Sword in Tempiis's honor. Regardless of barrle anniversaries, 
clergy perform at least two ceremonies each day: the Feast of Rentes at high- 
stm and the Song for the Fallen at sunset. In most temples, a senior priest 
also conducts a Smg of the Sword ceremony after dark for all lay worshipers 
desiring to attend. 

Major Centers of Worship: Tlie most prominent Tempuran temple is 
the High House of Swords and Banners (“the BloodhaH") in Ormpetarr, 
which began centuries ago as a tneecing house for the many mercenary' com- 
ptmies actis'e in the Vilhon and the lands east and became the firat shrine of 
the Lord of Battles. Its original altar, a gigantic bowd over which an en¬ 
chanted flaming iwo-handed svetird levitates and slowly rotates, still stands 
in the heart of the vast central hall. The High Htxjse now' trains warriors, for 
fees (simultaneously instructing them in the worship of Tempus), and also 
sells w arriors mounts, armor, and equipment of superior quality. Several raids 
on its fortified anrtories in the past have failed, hut such attacks ha%'e ceased 
since the warrior- priests of the High House wiped out an ore hortle 20 rimes 
their number in the Year of the Sword (1165 DR). 

Since the Time <.if Troubles, a site iif great holiness in the church of Tem¬ 
pos has been the Abbey ot the Sw'ord in Bartledale, which murks the spot 
where Tempus descended to Faemn during the Time of Troubles, The site 
wa.s located after a priest t>f the war god tollow'ed Tempus s backtrail aw'ay 
from his appearance at the battlefield of Sw't>rds Creek in Mistledale. Tl-ie 
abbey is built nn the former site of the hold of the warrior Belarus, a devijut 
worshiper of the w'ar god in times past. 

Affiliated Orders: The Tempuran church has tnany affiliated orders. 

Two of ntite are the Order of the Broken Blade and the Order of the Steel 
Fang. Tire Order ot the Broken Blade honors cl'ax'^e w arriors and clergy w ho 
are injured in Tentpus’s serv-ice and can no longer fight in the front lines. 
Broken Blades often serve in support fimctiijits at temples and shrines and 
take a per.sonai oath upon jtuning the order to defend the holy sire where 
they reside to the death as a final line of defense. The Order of the Steel 
Fang is an elite fighting order within the church wliosc members are often 
assigned to the most hazardous duties. Steel Fang units are led by battle- 
hardened members of the clergy. Many mercenary' companies and knightly 
fighting orders ot crusaders also avail rheutselves of a connection to the 
church. One badge of the god seen amtmg his affiliated mercenaries is a 
rusty hri>w'n dagger, shown diagonally with its point to the upper right, 
dripping four drops of blixid. No knightly orders of paladins serve Tempus, 
ImwevLT, 

Priestly Vestments: When not in battered armor, clergy' iif the W'ar god 
wear helms or steel skullcaps, rhtxigh they are careful nex'er to cover their 
faces, for such dose emulation of Tempus is thought to he an affront to the 
Lord of Battle.s. Stime ot the fatiatical wandering priests never remove all of 
their armor at any time, hut in the temples of the big cities clergy are rarely 
seen in annor except at ceremonies held before w'hclmoJ armies leave or a 
siege begin.s. 

The Ttihes of a priest ot Tempus alw ays sport trim the crimson hue of fresh 
hliHKi, hut vary'm ov'eratl color from place to place and rank to rank. Darker- 
colored robes are worn by those of lower ranks. Most war priests wear cere- 
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monirtl garments of brown or purple. Red or amber is worn by senior clergy> 
and yelUnv or white by those of the moat exalted rank. 

Specialty priests olTempus^ particularly chose of hiob rank, w'ear a spiked 
trauntlet as a symbol of office. The gitimtlct casts 10 gp, thou^ more claK>- 
rate and expieasiv^e ones may he found in more important churches. This 
^aunTlet is size S, a piercinft weaptin with speed factor Z, and intliccs id4 
points of damage to c rear tires of aity size. The gauntlet usually is worn only 
by specialr\' priests with some stut of authorir^—chose in charge of temples 
or leading crusades. 

Adventuring Garb; Adventuring garb is the same for both clerics and 
specialty priests of Tempus. Most W'ear the best armor they can obtain, 
though it is hattlc-w'om and battered as it is for use, ntit show. They prefer 
full plate armor or plate mail A full helm is usual, hut it is worn with either 
an open face plate or no face plate. 


Specialty Priests (Battle^uards) 

Requirements: Strength 14, Wiselkun 12 

Prime Req.: Strength, Wisdom 

Align m ent: CG > OI, CE 

Weapons: All bludgeoning weatKins (wholly Type B), the spiked 

glove, plus one other weapon of choice 
Armor: Any 

Major Spheres^;: .Animal, chaos, tombat, divination, elemental, healing, 
necromantic, protection, war, weather 
Minor Spheres: All, guardian, summoning, sun, wards 
Magical Items: Same as clerics, plus magical versions of individual 'Aho- 
sen"* weapons 
Req, Profs; None 

Bonus Profs: Armorer, hlind-fighting, charioteering, weaponsmithing 

• Battleguards can incite a berserkcT rage in themselves and others. The 
rage lasts for 10 rounds. During this rime, the recipients have a +2 bonus 
to attack, damage, and all saving throws. A haitlcguard may use this abiU 
icy once a day and can affect one person per each of his or her experience 
levels, bur must affect himself or herself first. The berserker rage lasts a 
full 10 rounds. If recipients run out of enemies to fight, they must either 
attack the closest living target in the area (ev-en a friend) or suffer 5 
points of damage for each of the remaining founds. This is a conscious 
choice ot the berserk character. 


• At initiation, I'Katrleguards each chtwse particular weapons as their cho¬ 
sen weaps^ns. Tliis weapim is one specific weapon, not a weapon type. 
This chosen weapon may he of any type. A hattleguard is then able to 
fight with chat weapon type normally, but when using that p^rticuktr 
uva/?on, she or he gains a + l bontts to hit and damage in addition to any 
other benefits m effect. Should the chosen weapon be lost or destroyed, 
the battleguard must reconsecrate a new' w^eapon at a recognized temple 
of Tempus in a ceremony ot meditation and fasting which takes a tenday. 
If a two-handed w'capon is taken as the chosen w^eapon, no shield may 
ever he used by the battleguard. 

• Bartleguards receive Constitution hit point adjustments to their Hit 
Dice as if they were warriors. 

• No missile weapon can K- taken by a specialty priest as a chosen weapt>n 
unless it can also he used as a melee weapon (like a spear). 

• Rattleguards can determine the workmanship, potential magical ability, 
and actual magical pluses (thotigh not any v^ther special or magical abili¬ 
ties) ot :u\y w^^aixms that they are proficient with, including their weap¬ 
ons oi choice, by handling the weaptms. 

• At kil level barTlcguarLls are able to cast iircutcfoixi and uxifcr once a day. 

• At 5th level hattleguards are able to cast /jraveT once a day as the 3rd- 
levcl priesr spell hut with a casting time of L 

• At 7ih level, battleguards can make three melee attacks every two 
rounds. 

• At 7th level, battleguards are able to cast create campske or hrectk campsite 
(as the kd'level priest spell) once a day. 

• At 10th level battleguards are able to create a heroes' feast (as the 6th- 
levcl priest spt-II) once every three days. 

• At I ith level, hartleguards can make tw'o melee attacks pet round. 


Temptjj'an Spells 

3rd Level 

Holy Flail (Alteration, In vex at ion) 
Sphere; Combat, Creation 

Range: Touch 

Climponents: V, S, M 

Duration: I round/level 


Casting Time: 6 

Area of Effect: I nonbladed weapon or the casterA tioly symbol 

Saving Throw: None 

This spell allows the ca.ster to tjansft>rm his or her holy syrnibol or any non- 
bladcd weaptm wielded by another being that the cleric touches into a mag¬ 
ical hdy flail. The holy symbol or transformed weapon becomes a snake like, 
flexible field of force aitaclied to a rigid hand-hold. This invisible, crackling 
spectral /loil has a +2 attack bonus when wielded in battle and b considered 
a magical w'eaptm lor attack purpose.^. The spell also conveys prtfficiency in 
the use of the Aaly fhil upon the/bifs widder, provided this does not violate 
class restrict tons. 

ANtrike from a htiN fkiil inflicts ld6+l points of dami^ge. If a holy flail is 
wielded by a priest of the same religion as the casrer, a hit inflicts an addi¬ 
tional 1 point of damage per expenence Itn el of the caster to all undead 
creatures and to any creature of opposite ntoral stance (goixJ vs. evil—law^tll 
vs. chaotic does not matter) to the caster, if the caster Is neutral, the align¬ 
ment-oriented damage does not 

A holy fkdl created from a holy symbol can only be wielded by a priest of 
the same deity as the symbol, i>r it vanishes. If /bil is cast upon a weapon 
held by a creature of opposite moral stance to the casting cleric (see above), 
the flail Joes not form. A hoN/loil vanishes if it is transferred from one 
wielJer to another unless the recipient is the caster or another priest of the 
same deity. A holy /loi! does not need continued concentraTion to he main¬ 
tained and can be dropped to enable spellcasting or thrown as a weapon 
W'ithout vanishing. 

The material components of this spell are the holy symbol or nonbladed 
weapon (which are not consumed by the spell) and a pinch of powdered 
gemstone. 


4t!i Level 

Reveal (Divination) Rei^mtbfe 

Sphere: Divination 

Range: Touch 

C2bmponents: V, S, M 

Duration: 4 rounds 

Casting Time: 7 

Area of Effet t: Up to 120-foot ran ge of vision 

Saving Throw- None 

Reveal allows the caster or another creature to which the ointment spell 
component is applied to see clearly the location and outline of symhoh, 
ghpfis of wardiug, magically concealed inscriptions, and Jwcomets ex bring 
upon surfaces that are view^ed even if these are not yet activated (such as 
magic mouth, Mordenkrunen's faidi/ul hound, Lcamund s trap, Nystul's magic 
aura, hidluctnauiry U-Train, leaH of force]. No due as to the precise nature of 
the magic is given by the spell, hut protective circles, symbols, and glyphs can 
all be scrutinized in detail and might well l.xr identified by someone familiar 
w ith them or recorded for later study. (Spellcraft proficiency checks might 
be applicable to determine that a marking is a glyph of uardtng and w hat its 
identity b, for instance.) 

Reveal shows the presence of active or inactive gates or other links be¬ 
tween planes, including the presence of an astral silvery^ cord, but does not 
reveal astral, ethereal, or iiimifcle creatures or things. Unlike true scemg, the 
auras of creatures are not shown; nvir arc polymorpheJ or magically changed 
things shown for what they tndy are (although the dweomcr of an illusion, 
for example, would be seen). 


The spell requires an ointment composed of four drops of wine, two drops 
of w'ater, two drops of giant squid sepia, a pinch of powdered eyebright (an 
herb), a large powdered blue sapphire worth at least 1,000 gp, and a pow'- 
Jered carbuncle (a deep-red garnet) w^orth at least 500 gp. The caster mixes 
these in a ceramic ot stime htwvl, .speaks the w'ords of the spell w hile holding 
hb or her holy symbol over the paste, and then applies it to the eyes of the 
recipient. 

The reverse of the spell, conceoi, ma.sks all the above things from any 
creature to whom a different ointment is applied for one turn per level of 
the caster, (This ointment is composed of a pinch of powdered monks¬ 
hood, six drops of onion juice, a pinch of dust, and seven drops of water, 
mixed and enspelled as above.) If during this time the affected being em¬ 
ploys true 5cemg, deiea magic, or equivalent magic, these spells appear to 
work, hut the phenomena listed above are simply not seen by the affected 
creature. Awake, mobile creatures unwrilling to have the ointment for ei¬ 
ther version of the spell applied to their eyes must he touched by the caster 
twice (two successful attack rolls required), but w'ashing out the eyes or 
any means short of dispel magic or a limited u?!sh dtjes not prevent the oint¬ 
ment from working. 


r 
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6th Level 

Dance of the Falfen (Evocation, Necromantic) 

Sphere: Giiiirtlian, Necromantic 

Range: SO yardi 

Components: V, S, M 

LXjtation: S rounds/level 

Casting Time; 9 

Area of Effect: 5-foot- to 60-foot-diameter cylinder that is 5 to 20 feet 
high 

Saving Throw: Special 

Dance of t/ie /nfien is often used to capture, disarm, or force to flee or sur¬ 
render fcx>s to whtjm the caster has no wish to do lasting harm. Dance of 
the fallen is ver>^ similar to hiade harrier, except that it creates a wall of 
body parts, not of edged weapons. A dance of the fallen calls up a whirling 
cloud of severed limbs, some tnniy and some still bearing flesh, bur all cu¬ 
riously bloodless. These remains are said to be summoned from recent 
battlefields, and they rotate at high speed around a central point, forming 
an immobile barrier. The plane tjf rotation of the body parts can he hori- 
rontal, vertical, or any angle in bemeen the two. The area of effect of the 
ddnee of tlic /affen is set mentally by the caster upon casting the spell (frtim 
as little as a 5Tcrnt-diameter cylinder that is 5 feet tali ot thick to as large 
as a 60-fwt-diameter cylinder that is 20 feet tall or thick) and cannot be 
altered thereafter. 

Any creature try ing to pass through the barrier suffers 4d6 points of 
damage and must make a Constitution ability check to avoid being struck 
senseless. All fragtle w'orn or carried items must make a successful item 
saving chrow^ vs, crushing blow or he destroyed. Beings who insist on try¬ 
ing to cross through the dance of the /aWen and are not rendered immedi¬ 
ately uncor^cious take ld3+2 rounds to cross through the area of effect 
and must take damage and make Constitution checks each round. 

Beings within the barrier's area of effect when it forms muse make a 
saving chrow^ vs, spelL if the saving throw succeeds, they escape the bar¬ 
rier by the most direct route and suffer no damage. If they saving throw' 
fails, they suffer the full damage of the dance of the fallen. Any other in¬ 
tended action; than leaving the area when the harrier is formeJ—such as 
a charge toward the caster—invites the full effects of the dance of the 
fallen. 

Only 25% ot the damage done by dance of the /alien is permanent; the 
rest is temporary- and returns after IJ4 hours are spent resting. Beings re¬ 
duced to 0 hit points or lower by this spell are rendered unconscious and 
ejected from the area oi eftecr. They regain consciousness in ld6 turns or 
more quickly (ld6 rounds) if a successful healing proficiency check is 
made upon them. The cloud of limbs remains until the spell expires and 
then fades silently aw-ay, Ir can also he dismissed instantly by the caster at 
any time. 

The material component of this spell is a handful of bone shards or 
hair of any type. 


7lh Level 

Bladebless (Necromantic) 

Sphere: Combat 

Range: Touch 

Components: V, S, M 

Duration: Permanent 

Casting Time: 1 round 

Area El feet: One blaJed W’eapon 

Sin ing Throw: None 

By use this spell, a priest heals a specific w-ound by Iwstowing a blessing 
o'n the w'capon that caused it. This magic works only upon a nonmagical 
bladed weapon, which the caster must touch and hold as he or she in¬ 
tones the After this is d^me. the last wound caused by that blade 


to any living thing within one turn per experience level of the caster in¬ 
stantly is fully and completely healed, even if the blade was poisoned, a 
disease conferred, t>r a limb or head severed, buch healing occurs even if 
the affected creature is several planes distant at the casting of the hfodeb- 
less. It the w oimded creature died because it failed a system shock roll or 
poison sa^'ing throw caused by this blow, then life is restored; however, if 
the wounded creature died due to cumulative hit point loss, life is not re¬ 
stored. The healed creature need ni>t he seen, touched, or even known to 
the caster 11 such a wound has already healed or been magically healed, it 
is unaffected, and the h/adeWess is lost. 

The material components for this spell are the w-eapun in question, the 
caster’s holy symbol, and a drop of holy or unholy water, depending on 
the casrer's alignment. 


Sacred Link (Alteration, Evocsition) 

Sph ere: Creation 

Range: Touch 

Components: V, $, M 

Duration; Special 

Casting Time: 2 rounds 

Area of Effect: Two identical or nearly identical objects 

Saving Throw: None 

To bring abctut a sacred link, a priest must hold in his or her hands the two 
objects to be linked and then cast the spell. The two items must be fash¬ 
ioned of the same macenal(s) and he roughly the same size. They cannot 
he living creatures, and ideally they should be nearly identical {matching 
swords, scrolls, statuettes, etc.). The sacred imk spell causes an invisible 
magical bond to be created between the two items. After the spell is cast, 
both radiate a very faint dweomer. and what befalls to one item alst) mysti¬ 
cally happens to the other stmuitaueously, even if the rwo are separated by 
myriad planes or any distance. For instance, if a scroll joined to a duplicate 
by a soaed Imk is sold to an enemy and the march for it is retained, several 


days after the sale the retained copy could be burned and the enemy's copy 
would also he consumed, regardless of its location or situation. The fink 
lasts until one of the items is destroyed or until a diipel magic by a caster of 
at least 15th level is cast upon one of the items, negating the link. 

By means of this spell, a weapon could be damaged or destroyed by af¬ 
fecting its twin—nr conversely, an item ctmld be imprtwed by placing w'irh 
gold, adorning with gems, or careful carving. This spell can be used to link 
identical magical items. Recharging or activating one linked item would 
then idencically affect the other, hut there is a 1% cumulative chance per 
use of the link (which is involuntary and not under anyone’s control once 
the spell is cast) that one of the items shatters or exphxies (discharging all 
of its functions or charges) and ends the link. 

The material components for this spell are the two items, the caster's 
holy symbol, and a strand of fine ware, human hair, or spider web. 


Torm 


(The! True, the True God, the Brave, the Foolish, 
the Loyal Fuiy) 

Lesser Power of Mount Celestia, LG 

Port folio: Duty, I oy a Ity, obed i ence, pa ladi ns 

Aliases: Nijne 

Domain Name: Mcrcuria/Trueheart 
Supfrior; Tyr 

Allies: Tyr, Helm, 11 mater. Red Knight, LachanJer 

Foes: Bane (now dead), Bhaal (now dead). Cyric, Mask 

Symbol: A right-hand metal gauntlet held upright, palm open 

and toward the viewer, or a silver or gray metal shield 
bearing the open-handed gauntlet device with three 
black amws embedded in the shield 
WpR. Align.: LG, NG, CG, LN 

Torm (TORM) is the patron of paladins and those w-ho 
face danger for a greater good. In life, Torm w-as the 
most faithful of warriors, obeying all the commands of 
his king regardle.ss of personal danger. Today he is the 
war ann and champion ot Tyr, Lord of Justice, deliver¬ 
ing justice to chose who are evil, deceitful, and destruc¬ 
tive, and acting to keep law-, order, and loyally eveiy - 
where. The Loyal Fury is unflinching in his duty and 
judges his faithhi) accordingly. He is stern, righteous, and unyielding, yet 
his heart is filled first and foremost with goixlness, and he can be a kind 
and gentle power when dealing with the young, the weak, and faithful 
friends of all sorts. 

Together, 11 neater, Ttirm, ;md Tyr are sometimes called the Triad. Torm 
and IImater see themselves serving a.s opposite sides of the same coin and 
arc close allies and friends. Torm and Helm have always been allies, al¬ 
though their folkmeis are often riv'als. At Tyr's urging, Torm has begun to 
cultivate a close relationship w ith the Red Knight in the hope of draw ing 
her ii'tto the fold ot justice and away from war tpr its ow'n sake. 

Torm figured significantly in the struggle over the TaW«?ts of Fate during 
the Time of Troubles, Prior to his battle with Bane, Lord of Strife, Torm dis¬ 
covered a great evil being dtme in his name by his then-current high priest 
(named Tenw ealth). Tlie followers of Torm had ahvays dominated the reli¬ 
gious and political activity ofTanttas, but during the time of Torm's Com¬ 
ing, they began to actively persecute all “unbelievers"* (in other words, fob 
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lowers of other gods). With the aid of the fallen cleric of Sune named Adon, 
Torm implicated the chief conspiiators and accused them of their crimes. 

Wlien the avatar of Bane marched across the Dragonreach to seise the 
Tahiei 0 / Fate hidden in Torm s teinpk- (wirhout the Lord of Duty's knowU 
edge), Torm absorbed the souls of maiiv of his rrue worshipers, including 
the heretical leaders of his clergy, and assumed the torm of a monstrous 
liondteaded man. He then battled Banc in a battle of mutual destruction, 
in the process desmiying the besieging Zhentarim navy and creating 
many dead magic areas. 

Because Torm died in ser\ ice to his own ethos (following orders) and 
Torm's native plane was the Prime Material itself, he was reinstated by 
Lord Ao. Stion after, Tyr rewarded his faithful paladin with elevation to 
lesser |x>wer status. In the Year of the SwofLl. the Lonely Ciiadel, an iso¬ 
lated single-'turreted tower of massive size that crowned a rocky spire in 
the remote Ice Mountains north of Citadel Adbar, vanished in a burst of 
divine radiance and reappeared on the flanks of Mt. Cdcstia as Torm as¬ 
cended to the Outer Planes, it now forms the heart of his realm, True- 
heart, on the layer of Mercuria. 

Torm was also active in the battle against Cyric 10 year^ after the Time 
of Troubles. TlTie Lord of Duty assisted Mystra, Oghma, and Mask in de¬ 
throning Cyric as Lord of the Dead, although Cyric was not destroyed. 
Torm's actions have earned him and his followers the undying hatred of 
Cyric, Prince of Lies. 

Tonn still frequently stalks the Realms in a^'arar form* as He did when 
he was a demipower, battling legendary monsters and evil incarnate, in 
the liturgy of the Tormish church, it is said that Ttirm veil I perish in the 
final battle of the gods, saving the Realnis once and for all from Cyric's 
madness by his self-sacrifice. 

Tbrms Avataf (Paladin 30, Crusader 30) 

Torm can choose to appear as a helmless, 12-foor-tall man in ancienr full 
plate armor stained dusky purple, who is possessed of an eternal calm. 
Somciimes he appears as an aging warrior with gray-white hair who has 
withstood uncounted evils without breaking, and at other times as a 
handsome, blond, young man of incredible personal magnetism, self-con¬ 
fidence, and quiet enthusiasm. When entering combat. Torm often shifts 
form to appear as a lion-headed man. In any form, the Lord of Duty hm a 
stern voice and manner, unwavering courage set in his square jaw, the 
light of righteousness flashing in his striking, deep blue eyes. Torm can 
cast spells from any sphere, but he favors spells from the spheres of com¬ 
bat, healing, guardian, law, and protection. 

AC MV 15; HV 207; THACO -9; 'AT 5/2 

Dnrg Id 10+ 13 {Dime's f?(W, + J1 Str, +2 spi-c. Kmus in all swords) 

MK 75%; SZLdZket) 

Str 25 , Dek 19 , Con 21 , Int 18 , Wfs 23 , Cha 25 

Spells P; 13/12/12/12/11/10/8 

Saves* PPPM 1, RSW 5, Fp 2, bW 2. Sp 4 

•IntluJes +2 Kaiiis lo saving thriWs lo ;i mmimum of 1. 

Special Att/Def: Tium is totally fearless and radiates a calming aura 
in a lO-fo(U radius that dispels all normal and magical fear, including 
dragon fear, in his allies. In Torm’s gauntleted hands can appear any 
weapon or weapons he desires to wield; they vanish from his hands when 
he wills them to* Torm is considered pridicient u4rh any weapon he uses, 
hut he is only specialized in the use of all swords. He can attack with any 
weapon or pair of weapons, but he typically wields Duty's Bond, a massive 
tu'fi-kaudcd /luly tti-enger +5 with all the powers of a sim Hude as svell. He 
can target a different tippimenr w-ith each attack if he wishes. 

Torm sometimes attack.s with his gauntleted fists, particularly wben he 
does not w ish to kill his opponent* Each fist does ldl0+J1 points of pum- 
meling damage if Torm wishes, only one-quarter of this dafivage is real, 

Torm s lion-headed fi>rm can roar once per round in addition to his 
normal attacks with an effect equal to a s/iuiU (similar the Sth-level 
wizard spell detailed in Pages Fmtti fJte Miiges and the Forootten Realms 
.A dventures hardbound, w ithour any of the negative effects). In addition 
to his normat attacks, Ttirm can hurl up to three spirituai fiammers per 
round. 

It Torm wishes, he can stand guard over any being, dtxx, or opening. Al¬ 
though he can tmly attack twice per rt>und when s<> doing, his form enveltips 
the K'ing or spot tv> lx* Jefen^lcd and protects it Irtim all harm unless or until 
Torm is destroyed. A protected being can see hear, act, and move fredy, can 
readily step out of and back into Tormk protection, and can launch magic i>r 
employ weapon.s without harming the gtid tx his protect ii>n. 


Other Manifestations 

Torm often appears as a floating, flying metal gauntlet of gigantic size (up to 
12 feet in length) that glows with a wbite aura and is surrounded from time 
to time w irh arcs of lightning* It can point, speak with Tarm's voice, carry 
beings or even quite tiny, fragile items, and smite w-alls, doors, or creature-s 
(at AC-1, 75 hp, MV 15, the same magic resistance and sav ing throws as 
Torms avatar, and THACO 1, dealing 5dl 2 points of damage at a blow plus 
4d8 points of electrical damage if Torm desires)* Torm also occasionally 
manifests as an animated weapon (usually a twtvhanded swoid) or a shield 
that aids Ttirmk faithful or causes. 

Torm is served hy gold and silver dragons, ki-rins, lammasus. pegasi, she- 
dus, watchghosts, xavers, and the Ghost Guard; the Ruih of the most loyal 
W’anior^ wbo ever lived, w'hn live on as einheriar or similar beings who ride 
pegasi across the sky into battle at Torms direction. He occa.sionallv mani¬ 
fests his favoT as a blindii:^ white diamond set into a diw or stoiie wail, dte 
image of a ^undet^ shield, or sw^ord burned into fabric, or as'a pure w'hire 
rose growing in a castle gate or narrow mountain pass. 

The Church 

Clergy: Clerics, specialty priests, paladins, crusaders 

Clergy’s Augn.: LG, NG, CG 
Turk Undead: D Yes, SP: Yes, Pah Yes, Cru: No 
Cmnd. Undead: C: No, SP: Yes, Pah No, Cru: No 

*All clerics, specialty priests, and crusadeis of Torm receive religion (Faeriin- 
ian) as a bonus nonw'eapon proficiency. 

Torm's pt>pularit>' is increasing, particularly in the wake of the events of 
the Time of Troubles He benefits from an enthusiastic following of wor¬ 
shipers who appreciate his unswen'ing devotion to ser^'ing mortalst-un- 
usual for a deity—and a number of fighting oiders and paladins w'ho have 
devoted themselv^es to the Tme God. Priests and lay wnrshipers of Torm to¬ 
gether (that is, anyone of his faith) are known as the Tormish. Tlie members 
of the priesthtxjd are known as Tormtar. Most Tormtarare human males, hut 
both sexes arc w elcome with in the faith—and as the numbers of the elf and 
dw^art peoples dw indle and they increasingly see the vital need for law- and 
order among human, communities to ensure their own survival, people of the 
Fair Folk and the Stout Folk are embracing the True Faith and the Unbend¬ 
ing Way of Torm in ever-greater numbers. 

The followers of Torm organize themselves into a three- level hierarchy of 
worshipers. Length of and quality of service and rank are of particular im- 
pt>rtance to the follow'ers of Tonn and form the basis of the hierarchy. Spe¬ 
cialty priests, called holy champions, make up 40% of the priesthotid and 
often serv^e as the leaders of the faith. Clerics, crusaders, and paladins make 
up 30%, 20%, and 10% of the remaining clergy' members, respectively. 

The top lev el of the hierarchy in Tonn's faith is ctimprised of the Totm- 
tar, who are arranged in their ow^n strict hierarchy. The hierarchy among 
Torm's disciples ascends from the Unproven (novices), to the Andurans 
(confirmed priests of lower ranks), Fairhhlades, Wardens, Vigilants, Watch¬ 
ful Venturers, Loyans, Enforcers, Guardians* KnighrSt Vanguard iers. and 
Champions. These ranks are separate from duty-titles such as (in ascending 
order): Tatrtil Captain, Revered Messenger, Doonvarden, Seneschal* Tern- 
plemaster. High Priest, and Priest inqiiisiror (the teachers and intenial disci¬ 
plinarians of the faith). 

The second level of the hierarchy of the faith is comprised of the knightly 
orders dedicatcvl to Torm. Members of these groups serv'e as the adventuring 
and wanior branches of Ti>rm's clergy' and go on many quests in the sen, ice 
of Torm, The meirtbers of this tier are known as the Swords of Torm, and 
most (if not all) of the Swords are crusaders and paladins in variou.s knightly 
orders, such as the Order of the Golden Lion, that are allied with the derg>' 
members hut not under rheir direct command. 

Tile third tier of the hierarchy of the faith comprises the lay follow'ers of 
Torm. Tonn’s faithful include many warriors and government officials, 
amiing others. Following the Time of Troubles, many have made pilgrimage.'s 
from all over the Realms to the Temple of Torm's Coming in northern 
Tantras* Torms followers arc expected to make yearly tithes to the local 
temple of Tonn as they are able. In addition, rhey must follow' the general re¬ 
ligious tenets of Torm as espoused by his clergy. 

Temples of Torm are typically citadels of righteousness and are con¬ 
structed as impregnable tortresses, often high up on mountain's flanks 
where they ctunmand an impressive view of the surnjunding terrain. Such 
castles are often built tif white granite and radiate a conrinuouSt pure light. 
Statues of lions and arrrmretl knights line the halls* and the badges of knights 
who tell in the line of duty' decorate the walls. 

Dogma: Tonn's is one of the most ethically pure of ail faiths in that it is 
devoted to loyalty and obedience. Tltis is ntit a blind obedience, and a ser- 
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varit wtirking for an evil master is responsible to a higher authority in his 
loyalty. The Tormish believe that salvation may be found through service, 
that ever>’ failure diminishes rhe Lord of Duty, and that ever>- success adds to 
his luster. They strive to mountain law and order and to obey their masters to 
their utmost power with alert judgment and anticipation. The Tormish 
stand ever alert against corruption and arc expected to strike quickly and 
hard against any rot in the hearts of mortals. As the sword arm of justice, the 
Tormish are expected to bring painful, quick deaths to betrayers. Tliey are to 
question unjust laws by suggesting improvement or aStematives, not addi¬ 
tions. Their fourfold duties are to faith, family, masters, and all gjx>d fellow 
beings of FaerCm, 

Following the Time of Troubles, the religious hierarchy of Torm's faithful 
was completely overhauled. Incensed by his followers persecution of other 
goodly religions under Tenwcalth's misguided direction, Tomi has dictated a 
series of responsibilities and obligations for his followers to atone for their 
collective failings. Tlicse *Vlebts” are collectively referred to as the Penance 
of Duty, detailed below. Tormtar are required to actively implement and co¬ 
ordinate ettorts ani.1 actions dictated by the Penance of Duty in addition to 
lollowing the normal tenets of their faith, Tormtar are required to follow^ 
the Penance of Duty without fail. and. at least once every other level, serve 
in some fashion that helps alleviate one of the debts mentioned in the 
Penance of Duly. The Penance of Duty is as follows: 

l>ebt of Pmeewtion: To repay their persecution of other religionSt 
the truly faithful must aid other goodly religions in reestablishing 
themselves. 

Debt of Derelkiion: To atone for their abdication of duty to guard 
against strife, the Tormish must expend all possible effort to elimi¬ 
nate any surviving cults of Bane, as well as to opp^^se ail efforts of 
Cyricists, Xvimists, and the Zhentarini, 

Debt o/Desmtetion: Followers of Torm are obliged to relieve the 
destruction to the magic weave incurred during the Time of Trou¬ 
bles. All dead magic areas are to be reptxted and repaired. In addi¬ 
tion, all pennanenr results of the imgical chaos of the Time of Trou- 
hies are to he similarly undone and all wild nuigic areas rept>ned and 
eradicated. 

Day-to-Day Activities: Tormish provide training for, give sanctuary to, 
and lend support (moneys, gear, mounts, armor, and weaponry) to 
guardians, orders of paladins and loyal knights, and loyal courtiers across 
Faerun—and send ftjrfh agents to ferret out corruption in such groups and 
in all courts and organi^tions, particularly thtise who set themselves up as 
righteous or having a sort of superiority or moral authority. They also watch 
for impending trouble (from ore hordes and warlike realms, for instance) 
and young folk who could he recruiied into the sen-ice of Torm or into po- 
sititms a« loyal warriors or bodyguards. On rare occasions, they act militar¬ 
ily against forces of evil, disloyal citizens readying coup attempts, and thiev¬ 
ing or tjutlaw organizations. 

A few adventuring Tormiar are permitted more leeway in their penH>nal 
deeds than other clergy of the faith, hui in return for this personal discre¬ 
tion as to their activities, they are pledged to tithe heavily (60% or more, 
plus payment for magical aid) to the church and to observe and report hack 
on all they can of regions, beasts, and concerns their brethren seldont see so 
that the church of Torm can knmv Faerun as well as possible (despite the 
static demands of guardianship), Tonn himself often speaks to his clergy 
members to prt>vide guidance and to reassure kloubtful priests that a fellow' 
Tormtar who is an adventurer is allowed to act thus and so in Torm's full 
favor (or that T»rm is displeased and the following penance shall he placed 
on the individual). 

While the gods Helm and Torm may he on goixi terms, their priesthoods 
are not. The two faiths Imve long been engaged in a rivalry', and its friend¬ 
liness has been waning over the years, particularly since the Tine of Trou¬ 
bles. Tormtar now' keep a close eye on all faithful of Helm they encounter, 
anticipating herrayal at any time. 

Holy Days/Important Ceremonies: During the year, the TLirmish 
celebrate two great festivals (and an some yeais. three): the Divine Death 
tm the rkh of Eleasias (commemorating Torm’s death in battle just north 
t>f Tantras during the Tme of Troubles, when he and Bane destroyed each 
other), the True Resurrectiort on the 15th of Marpenoth (when Torm re¬ 
turned to his povvers. at the end of the Godswar), and the Shieldmeet. 

The Divine i^eath is a solemn ceremony of remembrance for all the 
fallen who died for just causes, while guarding others, or in the holy ser¬ 
vice of Tirm. After prayers and a huge feast. Tormtar go at dusk to the 
graves or battle sites where departed ones dear to them fell or now' lie, light 


special candles, and pray through the night, recounting the deeds of the 
fallen to Torm so that none who fell may truly be forgotten. Tonn often 
sends comfortittg dream visions to Tormtar on this night—hut it is said 
among the faithful that if one sees Torm’s death in a vision, it means that 
person’s death in hL*; serv ice in the coming year. 

The True Resurrection celebrates Torm's rise anew' to power and is a 
joyous feast and revel where laws are set aside just for this one day and 
night so that the Tormtar can stray from the principles of law' and order 
once a year. Most use this opptirtunity merely to shock others by speaking 
freely or by enjoying sensual plea.sufes w'tth their fellow- Tormtar—but a 
few every year employ ir to bring vengeance dovvn on someone. (For ex¬ 
ample, a noble protected against all physical punishment by the law's of a 
realm hut who ordered others mutilated might himself be mutilated on the 
night of the Resurrection.) Torm traditionally sends inspiring visions into 
the dreams of all his faithful in the sleep that follows this festiv al—and 
grants the Loyal Boon to a few. as a mark of his appreciaritm for their out¬ 
standing service: A new prayer is placed in their minds, granting rhem one 
chance to cast a new spell they would otherwise not be able to cast until 
they rose in experience by another lev'el. 

Shieldmeet celebrations are rituals expressing loyalty and renewing 
oaths and pledges. Tormtar prefer to marry, perform marriages, and finalize 
apprenticeship or training agreements on this day. 

Throughout rhe year, faithful of Torm ate expected to pray to the True 
God at least four times per day: at noon, dusk, midnight, and dawn. 
Prayers to Torm are uttered in a prescribed litany, w'hich sounds like a 
rolling chant, and ask for guidance from the Lord of Duty. Loyalty, and 
Obedience. Since the Time of Troubles, the Penance of Duty has been in¬ 
cluded as part of the litany. To tlicse rituaU and prayers are added special 
prayers said when a follower of Torm needs extra inner strength to follow 
orders, to do a necessary but unpleasant task, or ro support an ally or 
friend. 

The faithful of Torm need practice only three special rituals: Torm's 
Table, Investiture, and Holy Vigil. Torm^s Table must be observed at least 
once every tw'o montlts. To perform this ritual, a T>rmtar purchases or pre¬ 
pares a grand meal and then turns it over to a stranger (tisually a l-icggar or 
citizen in need) to consume while they fast, waiting on rhe table. Within 
three days after the feast is done, the priest must confess any personal sins, 
failings, or shortcomings to another Tormtar priest and report on his do¬ 
ings to a supcrii>r. 

irtvestiture is the solemn ceremony w'herein a novice K'ct^mes a priest 
or priestess. It is the duty of every' Tormish priest or holy warrior within a 
day’s ride of rhe announced place of ritual to attend. The supplicant (only 
one priest is inv^ested at each ceremony) prepares beforehand by rolling in 
mud or dust and then donning rhe oldest, filthiest clothes they can find or 
beg for. Thus attired, she or he fasts for a day and then in rhe evening 
(alter the gathered priests have feasted) is brought in to the temple and 
washed clean w ith water by the visiting Tormtar. The supplicant is for¬ 
mally introduced to the presiding priest and accepted into the service of 
Torm—provided she or he passes the Holy Vigil Al\ the clergy then join 
in a hymn of hope, and withdraw, leaving the supplicant locked in the 
temple sanctuary alone to complete the Holy Vigil. 

The Holy Vigil is repeated ev'cr>' time an individual advances in rank 
within the priesthood. Before departing, the presiding priest solemnly 
raises a naked bastard sword from the altar and casts it up into the air. By 
the grace of Tcirm (and a secret spell cast beforehand), the blade rises up 
and moves to hang a man's height above the supplicant’s head, point 
downward. The mtire the supplicant gives in to fear or slumber or dw'elts 
on any dotihts abtiut his or her faith in Torm, the lower the sword slips. 
Though such sw'ords move slowly enough that they rarely seriously injure 
when they touch the priest below them, the magic is broken if the sw'ord 
draws blood, and the shame of being found w-ith a fallen sword the next 
morning is extreme. If a Vigil is thus failed, the presiding priest prays to 
Torm for guidance and follows the True God's dictates; The Vigil may he 
repeated on the next night, or the tailed one may be cast out of the church 
or charged with a penance or quest. 

Major Centers of Worship; The Temple of Torm's Coining in 
Tantras. where Torm appeared during the Time of Troubles, is a scarred 
and severe battle-fortress frowning down over i|s white granite w'alls (and 
extensive granary cellars below the ground) on the city lxd<nv. The temple 
stands hard against the inside of the north w'all of the city atop the city's 
highe,st hill Here High Priest Barriltar BhandradJon leads a wealthy and 
ever-grow'ing group of clergy members and congregation in the worship of 
Torm. Barrilrar’s temple sponsors knightly orders Faerunwide and spreads 
the values of obedience and loyalty to all who will listen—and in crow'ded 
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urban areas^ isuch folk who ilream of Ireedom h<im lawlessness, thievery, 
and rowdiness are many. 

Temples of Torm may also be found in Eajrle Peak ithe Citadel of the 
Rampant Eagle) and Procampur (the House of the Hand) and within 
temples of Tyr (such as the Halls of justice in both Neverwintcr and Sund- 
abar), among other places* Shrines to Torm arc located in Hillsfar, Ravens 
BlufI, Scomuhei, and Urmlaspyr, among other cities, 

*4fniiated Orders: Following Torm's rebirth, the church founded a 
new order of paladins, known as the Order of the Golden Lion, to serve as 
holy warriors of Torm, Led by Firsr Champion of Torm Sir Dylan Lions' 
hand, these ht,ilv warriots are specially dedicated to actively serving the 
Penance of Duty, and they wander the Realms in Torm*s service. (For eX' 
ample, the Champion Reixjm, Sir Gwydion the Quick, K^rv^es Torm by es¬ 
corting Rinda the scribe w'ho beais the Cjnrmisixad.) Many members of the 
Older of the Oolden Lion are found guarding the temples of a wide variety 
of peaceful faiths, w'hile others embark on quests to recover lost relics of 
various goodly gtKls* Failure to actively serve the letter and the spirit of the 
Penance of Duty by any member of this order results in the loss of paladin- 
hood, reclaimahle only through the casting of an aumement spell and the 
completion of a difficult quest in the serv'ice of Torm set according to the 
goals of the Penance of Duty* 

Knights of the Order of the Golden Lion cannot advance in level with¬ 
out serving in some fashion that helps alleviate one of the debts men¬ 
tioned in the Penance of Duty, Torm rcw'ards this faithful devotion from 
time to time by bequeathing a minor quest spell known as the lion's roar, 
equivalent in effect to a grem shout (as the Sthdevel wizard spell urf/i all 
the attendant penalties). The ceremonial costume of the Order of the 
Golden Lion is the same in the field as in the temple^—a full suit of well- 
polisbed battle armor with an ornate helm. The armor polish used is a 
bright golden color. 

Priestly Vestments: Priest-s of Torm wear clean, bright, smotith-pol- 
isbed plate armor (or robes, a breastplate, and bracers), ornate helms, and 
gauntlets inscribed with the Penance of Duty^ The hue of the armor (or 
robes) denotes the rank of the wearer: Unadorned metal is for the Un¬ 
proven, dark crimson is for AnJurans, rose red is for Faithblades, deep 
amber is for Wardervs, sunrise orange is for Vigtlants, bars'est yellow is for 
Watchful Venturers, pale green is for Loyans, dragon green (bottle green) 
is for Enforcers, sky blue is for Guardians, twilight blue (deep, metallic 
blue) is for Knights, amethyst is for Vanguardiers, and dusky purple is for 
Champions, the most holy priests of the faith, as well as the greatest heroes 
of Torm. 

Adventuring Garb: In potential combat situations, Tormtar always 
wear their best armor and weaponry. They are expected to keep their 
armor clean and brtghrly polished even in the worst ctinditums, except 
where ,such activities wi>iild intedere with the execution of their duty. 


SpRcijIty IViests (Holy Clianipions) 

Rboijiremknts; Ginstituticm 12, Wis,kim 15 
Prime Req.: Constitution, Wisdom 

Alignment: LG 

Weapons," Same as clerics 

ARMtm; Any 

Major Sfheress: All, astral, comhai, divination, guardian, healing, law, 
pn itec I ion, s u m m i ng, su n 

Minor Spheres: Charm, elemental, necromantic, travelers, w'cather 
Magic A l I te ms : Same as c I e rics 
Rty. Profs: Etiquette 

Bonos Profs: Heraldry’, land-based riding (horse) 

• Although it is frowned on within the elf and dwad’ communities, elves 
and dwarves may he hidy champions, as may the i,)ccasional centaur 

• Holy champions mvist tithe 25% of their iricome to their home temple 
or shrine, may only employ giHid henchmen, may only keep enough 
w'ealth to support them in a modest manner (similar to paladins), and 
may not personally pt)ssess more than 10 magical items (the same as pal¬ 
adins—though special items loaned them by their church do not count 
against this limit). 

■ In addition to being able to turn undeud, holy champions may decide 
instead to comiriand rhe untlead to perform certain specific tasks, such 
as guarding a passagew-ay, w'ithtHit endangering their alignment. 

• When turning undead creatures, lioly champions are not I imiteJ to only 
one attempt. If they are unsuccessful on the first attempt, they may not 
try' to turn again. However, if they are successful, they may ctmtinue to 
turn once a round until they laiL This does not apply to attempis to 
command umlead. w^hich are carried out under the nonnal rules. 


• Holy champ ions tec e ive Cbnsci cu t ion h i t point adj usrments to thei r Hit 
Dice as if they w^ere w'arriots. 

• Henchmen lollowing holy championii. treat them as if their Charisma 
scores were 18 for purposes of determLninig loyalty, prov'idedl that those 
henchmen worship, or at least respect, Torm, 

• The duration of divination and protection sphere spells is doubled when 
they are cast by holy champions. Of couree, a permanent spell is still 
permanent and an instantaneous one still instantaneous. 

• Holy champions are able to cast command (as the Ist-level priest spell) 
once per day; they gain the ability to cast an additional command at 5th 
level. 

• At 3rd level, holy champions are able to cast bold |)orial or moimt (as the 
1 St-level wizard spells) once per day* 

• Ar 5th level, holy diai’upions are able to cast Cfjtn/jri (as the 3rd-level 
priest spell ) once per day* 

• At 7rh level, holy champions can make three melee attacks every two 
rounds* 

• At 7th level, holy champions are able to detect lie (ajs the 4thdevel priest 
spell) once a day. 

• Ar 10th level, holy champiom; are able to dispel evil or flatna strike (as the 
Sth-level priest spells) once a day* 

• Ac 13th level, holy champions can make Vwq melee attacks per round. 

• At 15th level, holy champions are able to speak umd. stim (as the 
7th-level priest spell) or pouter fefmd (as the 8th-let'el wizard spell) 
once a day* 

• At 20rh level, holy champions are able to speak a holy word (as the 7th- 
level priest spell) once a day. 


Tormish Spells 

3rd Level 

Com pe I (Enc han rnie n i/Ch arm) 

Sphere: Charm 

Range: 30 yards 

Components: V 

Duration: 2 rounds 

Casting Time: 1 

Area of Effect; 1 or 2 creatures 

Sa V i ng Th n iw: None 

This spell enables the caster to command one or two creatures w'ith a single 
word* For the spell to be effective, it must be uttered in a language under¬ 
stood by any creature to be affected. Like the I sr-level priest spell command* 
targets obey to the best of their ability if and only if the commantl is clear 
and unequivocal. Similar to the command spell, a compulsion to "Die!"' 
causes a rwo-round cataleptic state, not death. Typical compulsions are 
back, halt, flee, tun, stop, fall, go, leave, surrender, sleep, and rest. 

Undcad are unaffected by this spell, hut any tw-o living creatures within 
range w-ho are seen and mentally selected by the caster as the spell is cast 
are subject to its effects. Beings having either an Intelligence of 1 5 or 
greater or 8 or more Hit Dice or experience levels (or both) are allowed a 
saving throw' vs. spell that is not adjusted for Wisdom. If this saving throw' is 
successful, they are unaffected by the magic. 

A compel governs two ctmsecutive rounds. If the caster desires, a second, 
dihferent compid.sion can he uttered in the second round. If this is not done, 
the initial command is follow'ed for both rounds* Note that Torm regards 
use of this spell to render k>es defenseless so that they can be slain on the 
spot to he a sin of the gravest sort. No priest of the True God w-oiilJ dare to 
do so for tear of instantly being the target of a /lame strike. In addition to the 
normal effects of that spell, this divine /lame strike strips them of all their 
spells, casting them out of the faith. 


4th Level 

Hand of Torm (Evocation) 


Sphere: 

Range; 
Components: 
Duration: 
Casting Time: 
Area of Effect; 
Saving Throwf: 


Guardian 
40 yards 

V S, M 
I btiur/level 
7 

12-iixK-radius sphere 
Special 


Tl’iis spell is an improved form of the u-yverri uatek magic. It was developed 
king ago by priests of Torm and is often used to defend sacred areas, such as 
the treasure chambers in the temple in Tantras. 

A hand of Torm creates a shimmering, translucent image of a gigantic 
gauntlcted human hand that i.s cupped sii as to define a spherical area, k is 
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rypically used to guard that area against intrusion. Any sighted creature ap^ 
proaching the image readily sees it. Any creature bearing a symbol sacred to 
Torm can to pa:^ through the hand and the sphere it defines vvitfiout effect. 
Any other creature who approaches the guarded area feels a warning prick¬ 
ling in the air^ an aimosi electric tension. 

If the guarded area is entered, rhe intruding creature leels a solid force 
resisting its forward min'ement. The creature must make a successful saving 
throw vs, paralyiation at a -3 penalty to continue forward into the pro¬ 
tected area and a second successful saving throw' vs, paralyiarion at a -J 
penalty to pas^ out of the guarded area at any other point except at the one 
entered. Failure of this Strength check causes the creature to he paraly-zed 
for one trim per level of rhe caster or until freed by the caster* whichever 
ticcurs first. 

Any creatuR' with<jut a holy symbol of Tonn whi> attempts to pass an area 
guarded by a hjiind of Ttirm is also slovved so as to require 2 rounds to enter or 
exit. Regcirdlcss of rhe results of the saving throw- vs. paralyiation, the intruder 
must also make a saving throw vs. spell for each of these rounds. A successful 
suving ilirow means no damage is mtlicted on the intruder. Failure indlcares 
that a crushing, constricting force squeezes the intruder for ld6 points tif dam¬ 
age in that ri:>imd. Oliservers see the image of the hand ck)sing about the in¬ 
truder, hut this is a sisual effect only; a hand of Tonn can constrict and hamper 
the progress tjf nitire than one creature wathin its confines at any one time- 

Any number iT creatures can he affected by a fuind of Torm w-ithout dis- 
sipating or exhausting it until its duration expires normally. A successful 
dtspd magic destroys it instantly. 

The material compiment of the spell is the priest's holy symbol (which is 
not consumed in the casting), 

6th Level 

Bolt of Glory (Invocation/Evocation) 

Sphere: Combat, Sunimiining 

Range: 20 yards 

Compiments: V* S, M 

EXiration: Instantaneous 

Casting Time: 9 

Area of Effect: One creature 

Saving TltrtJW: 

By casting this spell, the priest channels a bolt of divine energy against one 
creature. No attack roll is needed. Creatures stmek suffer varying damage, 
dcix.'nding on their home plane of existence and nature. 

A saving throw' vs. spell is allowed tor half damage. For denizens of rhe 
Low-er Outer Planes (fiends)* undead creatures, and Negative Material 
Plane creatures, such a saving throw is made with a -2 penalty'. 


CreatureHome Plane Damage 

Prime Material Plane 5J6 

Elemental Planes or C3uter Planes of Neutmlity- 5J4 

(Arcadia, Meehan us, Acheron, Ysgard, Limbo, Pandemonium) 

Positive Material Plane or Outer Planes of Good None 

(Mount Cekslia, Bytopia, Elysium, the Beastlands, Arborea) 

Outer Planes of Evi I, u ndead crea tu res 10d6 

(Baator, Gehenna, the Gray Waste, Carceri* the Abyss) 

Negative Material Plane 15d6 

Astral or Ethereal Plane 4d6 


The material component of this spell is a small amber rod banded with 
hronze. 


Swordward (Alteration, Evocatum, Necromancy) 

Sphere: Protection, Necrtiinantic 

Range: 5 yards/level 

Cvimponent.-ii V, S, M 

t\iration: I rt>und + I round/level 

Crsting Tune: 1 round 

Area of Effect: 5 to 60 square feet 

Saving Tl’irow': None 

Tins spell creates a guardian eftect in a clearly defined area of shimmering 
silver-gniy air. Within its confines, all points of damage done to foes by the 
attacks of Liwdul gootl-aligned beings are gained a.s extra (or replace lost) 
hit pivints by the attacking lawful gixsd lieings. Morcxiver, all edged w-eapons 
w ielded against law-ful gtHxl individuals strike at a -3 penalty on attack rolls 
and a penalty to every die rolled for damage rolls (for example, 2d6+3 
becomes 2d6+3-6), The caster can chot^se to make the su-orduard fill any 
area betW'een 5 and 6C square feet, but its potency is unaffected by the size 
of its coverage. 


A smirdward cannot coexist with a Node barrkr. If either spell is case so as 
ro come into contact with any part of the area of effect of the other, both 
spell effects vanish instantly in a thunderous explosion* and all beings in the 
former areas of effect of both spells rake 6d I2 points of blast damage; this 
damage is halved if they make a successful ^ving throw vs. spell. All items 
in the same area in such an event must make successful item saving thmws 
vs. magical fire or he destroyed. Any heinga located in the overlap area 
where the tw-o spelU met are allowed no saving throw, and items in thiit area 
must make successful saving throws vs. disintegration, not magical fire. 

The material components of a suwdu'ord are an edged weapon or a frag¬ 
ment of a blade from an edged weapon that has drawn blood in hartle, a 
piece of lodestone* and an amethyst of at least 5 gp value. 

Tymora 


(Lady Luck, the Lady Who Smiles, Our Smiling, Lady, 
Tyches Tair-Haired Dau^,hter) 


PORTKILIO; 

Aliases: 
Domain Name: 
Supebjor: 
Allies: 


Symbol: 

WoR, Align.: 


Intermediate Power of Arborea^ CG 

Gtxjd fortune, skill, victory'* adventurers, and adventur¬ 
ing 
None 

Olympus/Brigh ewa te r 
None 

Lathander, Selune* Shaundakul 
Beshaba* Bane (now dead), Moander (now'dead) 

A shining, feature les.s disk of .silver 

Any 

Tymora (Tie-MORE-ah) is sometimes called Tyche's 
fair-haired or fair-tressed daughter or Beshaba’s 
bright sister* but these are more poetic tides than 
designations of her maternal lineage or her hair 
colon In actuality, Tymora is half of the deity' once 
known as Tyche, with Beshaba being the other half. 
Tymora inherited Tyche's grace and kindness when 
that goddess split into two beings in the Daw'n Cataclysm, a w-ar among the 
g(>ds that long preceded the Time of Troubles and is said to have heralded 
the Fall of Myth Drannor. Beshaba garnered more of Tyche's wanton, willful 
nature, sensual side, and restless energy-. 



Tymora's faith is one of the most common in the Faerun, in particular 
since it caters most heavily to a highly mobile* relatively wealthy* and in¬ 
trinsically powerful group who live by their wits and by their luck: adven¬ 
turers. Tymora is tickle bur playful and never vengeful or malicious. She 
likes a good joke and has been known to play an occasional practical joke 
on some of the more straight-laced FaerCinian deities* such as Helm and 
Tyr. She is reputed by sages to have had short-lived romances with several 


ot the gixid male deities of Faerun, but these ended amicably on Nith sides 
after a short while. She likes merriment and festive occasions and rumors 
aKnind at gaming houses throughout Faerun of people who sptjtted her at 
the rabies during one holiday or another, laughing and having a good time 
writh all. 


Tynioras Avatar (Cleric 32 , Mage 28 , Fighter 15 ) 

Tymora rarely walks Faerun in avatar form, hut w'hen she does appear, her 
looks vary. Before the Time of Troubles, she appeared as a boyish* crafty- 
faced, brunette tomboy. Since appearing in rhe Udy’s Hotise in Arabel dur¬ 
ing the Gojswar, she has preferred the form of a tall, thin, graceful woman 
with long* flow ing, unbound, platinum blond hair and eyes like blue-black 
stars in a kind and regal face. Her v^jice is musical and never rises or be¬ 
comes harsh. She draw-s her spells from any school or sphere* but w'hen a 
spell is reversible* it one of the two forms has a beneficial or healing effect, 
Tymora can only cast that form of the spell. 


AC -4; MV 15. FI 24; HP 1 9 }; THACO 0; ^AT 5/2 

Dniig 1J8+6 stumi +3, +J StR, +2 spec, hontis in tong sw'orJ) 

MR7ff)h-SZL(l0tker) 

Str 16* Dex 25* Con 20* !nt 2!, Wis 22, Cha IB 
Spells P: 13/13/13/12/11 /9/8, W: 6/6/6/6/6/6/6/6/6 
Saves PPDM 2, RSW 3, PP 5. BW 4. Sp 4 

Special An/Def: Tymora arms herself with a blade of silver that flow-s as 
a silv^er tear from her eye and then shapes itself into 2 long swwd +3 in 
midair when she so desires. On the rare occasions that she lends one of her 
swords to a mortal who is performing her a seiv ice or undertaking a great 
quest in her name, the sw-ord functions as a su'crd -f J * luck hlade with no 
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more than three u hhei. I t disappears when the last iws/i i$ used or wlien the 
undertaking is successfully accomplished. 

Tymora never misses a saving throw and spells cast upon her or with her 
in their area of effect automatically do mini mum damage. Once a roundi, she 
can either make herself automatically strike tor maximum damage or have 
one of her spelb do maximum damage, last for maximum duration, and ah 
feet the maximum number of targets. Her voice can carry a hundred miles or 
more when she wishes. Within 100 yards of her avatar, all games of clrance 
are won hy ridiculously improhable combinations of scoring or against enor¬ 
mous odds, any accidents that happen turn out to have been fortuitous cx:- 
currences after all, and beings of her faith receive a +1 bonus on all saving 
throws and a 5% magic resistance {or % bonus to any magic resistance tliey 
may already have). 

Tymora is immune to ail illusions, charm spells and spell-like effects, and 
P^iwers that would dominate her mind or control her will or emotions. She 
is also immune to all priest spells from the spheres of numbers* thought, 
chaos, law, ami time and all wild magic wizard spells, which when cast in 
her presence she is automatically ahle to twist to having wild surges with 
beneficial or healing effects on her or her allies and no beneficial effects on 
or for the caster w'hacst^ver. 

Other Manifestations 

When manifesting on Faerun, Tymora often takes the form of a silver bird 
or a silver fH;gasus. She also sends servant creatures to aid mortals in these 
shapes, as well as those of einheriar, faerie dragons, foo lions, swan mays, 
and unicorns. When showing her favor for a particiilarly blessed gambler, 
she lias sometimes been known to manifest as a silver glow' about a gambler 
that is evident only to that person and nor those around him or her When 
this happens, something favorable will happen in regard to the wager, 
whether it is the wagerer being more likely to win or even the best being 
forced to be called off, in cases wl’iere the bet w'as rigged by the opposition. 

The Chureh 

CLERt:V‘ Cleric.s, specialty priests, mystics 

Clergy's Align. ^ N, CN, NO, CG 
Tu RN Un DEA d: C: Yes. SP: Yes, Mys; No 

Cmni>. Unoead: C: No, SP: No, Mys: No 

All clerics, specialty priests, and mystics of Tymora receive religion 
(Faeriinian) as a bonus nonw'eapon proficiency. 

Tymora is an extremely popular goddess among adventurers, and her 
Temples may be h>und wheren er there is a strong adventuring p<.ipulation. 
Lidy Luck is beli>vet:l ot thtjse who live tir w ork in tlanger, for she rcw'arJs the 
faithlul and others who live in the manner she deems proper—daring all and 
tnisting to chance—wirh her favor: gixid luck. Tlte Lady's w'ays may seem 
fickle to rhe uninitiated t>r nnnhelievers, for by her veiy' nature the support 
she gives^ is uncerrain in all particulars. ‘‘The joy ot the d^iuht and the danger,” 
also known as the Lady's Joy and the Lidy’s Way, is that which is most dear to 
her tme toUow'ers, Many piiy her lip sen-ice in times of need: her answers then 
seem tnily random, for the Lady helps thtise who help themselves. 

Tymora s priests are the first choice of a badly wounded adventuring party 
dragging itself into towm, and as a result, the church is relatively wealthy. 
With that wealth comes a strong independent streak among the different 
churches tjf Tymora. Each Tymoran temple is its own tnJependent operation 
with its ow'n clergy', and each temple reflects the tastes of its high priestess or 
priest. A large netw ork of shrmes and temples to Lady Luck has spread 
throughout the heartlands of Faerun. While rhe shining, featureless disk 
that is Tymt>ra’s sytv’iKil miwt tiften marks these houses of worship as belong¬ 
ing to the Lidy Who Smiles, in some temples, Tymora s symbol is repre¬ 
sented as a floating, randi^mly and slowly turning sphere of ei'Embrigftf silver. 

In the face of the independent tradition tif the organiieJ Tymomn faith 
has come an attempt in the recent past to unify the church under a grand 
patriarch in rhe manner tjf the old faith of Oghma. Leading this suggestion 
is I.)aramos Lauthyr, High Priest ot the Lady's Htiuse in ArabcL h w'as in 
Laurhyr s temple where Tymora manifested during the Tune of Troubles, 
and she remained there, protecting rhe city with her power, during the 
worst ot that time. Tire other churches have been extremely resistanr to 
proclaiming the Arabellan church rhe center of Tymiiran faith. 

Both sexes and all races are equal in the eyes t>f Tymora and her clergy, 
though in practice human wtimen tx^cupy mtist of the more exalted ranks of 
the priesthixid. Of the nonhuman races, a few elves and half-elves have de¬ 
cided to become Tymoran clergy even in the face of the chilly reception 
such a calling receives in elv'en society. Mystics of Tymora serve both 
within temple ranks and as itinerant serv ants of the glHlT^ss who report to 
none but her (though Darnmos W'oulJ like to change this), 

1 


Tlie Fateful Coin 

Id tales tftU that luck plays a cajciat rde in each persons life. When each 
nesv-bom bal>y enters into tl>e Rbairns,Tymora flips a ooinfbrm«ifefinni 
the remnants of the ordinal ^joddess of fuck, Tyche, Beshabs calls it in 
the air—the moon (heads) or the cloak (tails). If Beshaba is r^ht, that person is 
cursed with mrsfbrtiune for the rest of his or her days. If she's wroqg, Lady Luck 
smiles on that ohifd fer the rest at his or her life. For some rare beir^^ the coin 
lancfe eej^ on— and these luckless few can ffjuge their own fetes, fer they have 
more fineedbm over their destinies than, the powers themficlves. 

Among rhe followers of Tymora titles are used and changed wuth ea.se 
and informaliry, hut ”Lord Priest'' "Lady Priestess” are respectful formi 
nt address that apply tc3 all, and "High" is added in front of this for clergy' se¬ 
nior in years or in Jemonscrated power, who are rd’erred to as "the High." A 
"favored of Tymora" is a being chosen by the goddess to enter her clergyv A 
'Tallen of Tymora" is one who has left her sePi'lce and spunied chances for 
atonement and forgiveness. An "Atahira" is a priestess of Tymora whose 
body has at some time or other been directly possessed by the goddess so as 
to act and speak for her, which u.siially changes all body hair to a deep blue, 
and the pupih of the eyes to bright silver. 

Dogma: Tymora's faith teaches that one should be bold, for ro dare is 
to live. The battle cry of the followers of T^nnora is "Fortune favors the 
hold," A brave heart and w illingness to take risks beat out a carefully 
wrought plan nine times out often. One must place oneself in the hands of 
fate {meaning in the hands of Tymora) and trust to one's own luck. 

Tymoran clergy are told that the Lady’s own luck never fails. If she ap¬ 
pears to mortals as a victim of mischance or misfortune, she is doubtless 
causing this state of affairs as a deliberate test. Clergy members should 
know this, hut nor speak of it to those not in the Lady's ser\ ice. Priests of 
Tymora should bear and conduct themselves as their own masters, showing 
their gimd fortune—and acceptance of bad fortune—as a confidence in 
the Lady and in themselves. Lady Luck bids that each mortal chase his or 
her own unique goals, and it is in this chase that the Lady aids. Those who 
have no direction or goals sLxm kntiw the embrace ot the Lady's dark sistot, 
Beshaba, for those on no set course are at the capricious mercy of misfor¬ 
tune, which is no mercy at all. 

Day-to-Day Activities: The clergy of the Lady go throtighout Faerun 
urging folk to take chances and pursue their dreams, and to not spend all 
their Jays planning and daring nothing. (They do not, as some folk say, en¬ 
courage folk CO indulge in reckless whims and fric^iliiy.) Having offered 
such counsel, Tymoran derg>' are duty hound to aid those who have dared 
with healing spells and other magical aid (sometimes surreptitiously) so as 
to reinforce the message of the gtmd fortune one can win by trusting in 
Tymora. 

Holy Days/Important Ceremonies: The church of Tymora has no 
set rituals, and ceremonies and duties var>' w'idely from temple to temple— 
but the clergy headed hy Daramos Lauthyr of Arabel seem to be steadily 
organizing and imposing order on the previously freewheeling priesthoixJ 
of rhe gotidess. 

Whatever their differences throughout the years, the clergy of Tymora 
have always adhered to rituals of greeting, touching their silver disks (the 
holy symbols of Tymora) to each other (and often embracing to do so) 
after watchwords tif recognition have been exchanged. To unkntiwn per¬ 
sons and beings they know to be worshipers of Tymora, hut possibly laity, 
they say: "Life is short. Live it as Tymora means it to he lived!" This is an- 
sw^ered by: Dare uali, and trust in the Lady." The w'atchworJs between 
friends, or when feith parties know' each other to be clergy of Tymora, are 
simpler: "Defy,” answered hy "Dare much.” 

Midsummer is the most important festival of Tymora—a wild, night¬ 
long revel of reckless, mischievous Jening-Jo and romantic trysts. It is a 
time fot the wandering clergy to gather and meet with Harpers, those of al¬ 
lied faiths, and relatives. Many missions and plans are laid at such times. 

The most holy festival of Tymora is Starfall, which occurs on the 22 nd 
day of Marpenoth which is believed by the folkm'ers of Tymora—though 
not by the rival clergy of Beshaba—to be the date of Tyche's destruction 
and Tymora s birth. On this s.lace, clergy who have earned advancement 
are formally acclaimed and presented with ti>kens and_^'estments appropri¬ 
ate to their new station. 

Major Centers of Worship: During the Time of Troubles, Tymora’s 
earthly avatar appeared in Arabel (after her furious, drawn baiile W'ith Be¬ 
shaba) and stayed in her temple there, which created a great sensation in 
Ctirmyr. Ttie fact that Arabel was sparer! most of rhe destruction visited on 
Waterdeep, Taniras, and other cities during the Godsw'ar was taken as a 
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KxJn from the goddess herself With the end of the Godswar a thick fog 
covered Arabel^ am! when it lifted, the goddess had gone with it. 

High Priest Darajnos Lauthyr now leads a growing Assembly of the 
Faithful at the Lady’s HousCt the temple of Tymora in Atahcl Daramos is 
attempting to codify and record a set of rules for the clergy- using his influ¬ 
ence as the head of the temple Tymora dwelt in during die Time of Trou- 
ble^j. The rest of the Tymoran clergy are strongly resisting any such restric- 
rive regimen. Most agree to the wisdom and preeminent rank of Daramos, 
but not m a written set of laws. They are also strongly resisting Daranios's 
claims that the seat of the Tymoran faith ought to be the Lady’s House and 
its leader should head the church. 

Affiliated Ordersi Tlie church of Tymora has a continuing relarion- 
ship with the Harpers, a secret society working for good through Faerun 
and involving members of many races, classes, and Other faiths. The 
church sponsors some adv'enturing companies^ and countless adventuring 
groups have independently dedicated themselves to Lady Luck after she 
has smiled on them in a sticky situation. A special fellowship of clergy 
within the church itself the Fellow-s of Free Fate (or Trlffe. as they are col¬ 
loquially knou'o), have dedicated themselves to countering the efforts of 
Beshaba, and especially of the Black Fingers, her assassins. Any clergy 
member may join who shows experience^ dedication to the cause, and is 
vouched for by a senior Fellow. 

Priestly VestmenLsi The standard clerical dress varies from remple to 
rentple, ranging from full habits and headpieces in Arabel to simple robes 
in Shadowdale. Blue and silver are colors often seen. Personal taste of the 
mat natch or patriarch influences the dress code, as does climate (r^atural 
ai\J political) and a vailahiliry of fine clothing. The common item worn by 
all clergy is the disk of Tymora, usually carried on a small chain. 

Adventuring Garb: All adventuring or traveling clergy members w-ear 
whatever garments they please, though die colors blue and silver are still 
predominant. High btvots also seem Favorite fashion elements. Alt priests 
continue to wear Tymora's silver disk next to their skin, usually as a medal- 
lion worn around the necki however, many clergy also wear smaller holy 
symbols as anklets, bracelets, or at their hips, under their clothing. 

Specialty Priests (Luckbrin^ers) 

Requirements- IX'xterity 14. Wisdom 1 5 
Pm M E R EQ.: Dex tc r i ty, Wi sdom 

AutiNMENT; CG 

Weatons: All bludgeoning (w-htdly Type B) weapons 

Armor: .^ny 

Major Srheress: All, chaos, charm, creation, divination, healing, necro¬ 
mantic. protection, summoning, travelers 
MtNOR Spheres : Quardian, sun, wards, w-eather 
Magical It^ms: Same as clerics 
Req, Profs: None 

Bonus Profs: Gaming 

• The faith of Tymora is popular among halflings, in particular halfling 
adventurers. Haifltngs may become luckbringers. 

• Once per day, a hickhrtngcr may raise one die roll of any type by one (a 
I becomes 2, 17 becomes ly, etc.). This rntydificaiion mitst (v finnouuceii 
hefine the dice are ndleJ, The mcidifieJ result is considered the inie num¬ 
ber nil led. 

• At 3rd level, luckbringers have the ability to cast momcni (as the 2nd- 
level priest spell) once a day, 

• .At 5th level, luckbringers have the ability to cast favor of Tymora (as 
the 2 Old-level priest spell) once a day, 

• At 7th level, luckbringers have the ability to cast feat (as the 4rh-level 
priest spell), IrrohahiUty contml (as the 4thdevel priest spell), or fnujer re¬ 
sistance (as the 5th-level w izard spell) once a Jay, 

• At lOrh level, luckbringers have the ability to cast hickhdr (as the 6th- 
level priest spell) once a day. 

• At 15th level, luckbringers have the :ihilir>- to automatically succeed at 
one saving throw that would avert an unfortunate or damaging effect 
for themselves once a day. They must declare the use of this ability 
rather than n>ll for the saving thri-iw-. 

Alternatively, through the use of this ahiliiy, they may obtain a sav¬ 
ing throw of I 5 for such harmful effects that do nor normally allow sa\-' 
mg throws. Success indicates half damage if rhe effect generares dam¬ 
age and negation of the effect if it dt>cs not; if rhe effect generates dam¬ 
age an^l special effects (.such as 6d6 points of damage and paralyzacion), 
the damage is halved and the special effects negated. Note that in the 
main, this allows for saving throw-s against spells, magical item effects, 
and s|H,4l-like ahilities that do not normally alW saving throws. How¬ 


ever, it can also be used to give a luckbringer a saving throw vs, the life- 
draining effect of one successful attack of a life-draining creature. If 
successful, no life drain occurs. 

• At 20th level, luckbringers have the ability to ask Tymora for divine in- 
SpiVatmn (as the ?th'level priest spell) once a tenday. 

Tymoran Spells 

Znd Level 

Favor of Tymora (Abjuration) 


Sphere: 

Range: 
Components: 
Duration: 
Casting Ttme: 
Area of Elfect: 
Saving Throw': 


Protection 
Touch 
V,S 
Special 
5 

One living creature 
None 

This spc'll (al^^i known as '^Tymora’^s Smile") confers a protection upon a 
single liv ing recipient creature that cannot be ended by cfcpel or other 

magical efiects. It lasts until the death of the recipient creature or until its 
power is exhausted by use. The church of Beshaba employs a reversed form 
of this spell knowm as the bane of Beshaba. The spells favoi of Tymom and 
bime of Beshaba automatically cancel each other out if cast on the same 
creature, regardless of how many saving throws the first spell to be cast has 
affected. 

A priest of Tymora must physically touch the spell recipient with a hare 
hand CO cast tbU spell, requiring a successful attack roll if the teetprenr is m 
battle or unw'iliing. The favor of Tymora confers bonuses upon the saving 
throws ot the recipient it affects. The first saving throw made by the recipi¬ 
ent after the spell is successfully cast is made at a +4 bonus* even if it takes 
place later in the same round as the spell rook effect. The second saving 
throw' after the spell takes effect is at a +3 bonus, the next at a +2 bonus* 
and the following one at a +1 bonus. After the four enhanced saving throws 
occur, the magic is exhausted. 

Tymora dt>es not allow her favor to be granted to the same creature more 
than once in any day unless there are exceptional circumstances, such as a 
character championing TymoraV cause in open hattle. Any attempt to cast 
Tymora’s favor more than once a day on a nonw'orsbiper of Tymora auto¬ 
matically fails. 

Creatures faithful to Tymora are lot iked upon with disfavor if they re¬ 
quest the bestow'al of a favor of Tymora more than tw'icc in arty tenday; to 
rely directly on the goddess is not to trust in her luck. This includes priests 
of Tymora, who may have to atone for any itse of this spell on themselves 
that exceed.^ this rate, 

4th Level 
Feat (Alceratum) 

Sphere: .All 

Range: Touch 

Q^mponents: V, S 

Dunition: Special 

Casting Time: 7 

Area of Effect: One touched creature 

Sas'ing Thn>w: None 

Tills spell allows the caster or another touched recipient being to success¬ 
fully carry out one extremely difficult action or single-step task—in other 
w'ords, any necessary ability checks and those proficiency checks not in¬ 
volving protracted activity (such as say, constructing a suit of armor) auto¬ 
matically succeed. The magic does not perform the activity for the being 
and docs not protect the being from any risk or damage associated with the 
task, but merely guarantees that the specified thing to be done will be car¬ 
ried out. Even if rhe spell recipient dies in the attempt, his or her IxRjy will 
complete the action. Typical feats include swinging or leaping through a 
small specific window' or opening, catching a small thrown object, falling 
into a stream or hole or other particular location, firing an arrow through 
a keyhole, and such. The act must he performed on the round follow'ing 
the casting of the/ear for the magic to w'ork; othenvise, the magic is wasted 
and lost. 


6 th Level 

Luckbolt (Corijiiration/Suminoning, Evocation) 
Sphere: Combat, Protection 

Range: 10 yards/level 

Components: V. S 

Duration: 4 rounds 
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Casting Time: 9 

A tea of Effec t : One bei ng 

Saving Tlirow: None 

This spell can be used by the caster directly or tired at a chosen creature as 
a silvery^bhic bolt that cannot mUs and can follow around corners, 
through teleports and the like, and so on to any location on the same 
plane. If the recipient lieing is not the caster, the recipient must Ise viewed 
by the caster^ either directly or through stime means of scrying, as the /wck' 
hoil is cast. If a priest casts (uckboit on himself or herself, it surrounds the 
priest with a silvery'-bluc aura for 1 round, in addition, lucfcbrit affects the 
spell recipient as follows; 

On the round after contact, the affected being automatically strike® for 
maximum damage plus Id 10 points in all attacks it launches diat success- 
tully hit, and the spell recipient is successiiil in all ability checks, profi¬ 
ciency checks that can be ctimplcred in a round, and saving throws^ 

On the second round, the affected being receives a +6 bonus on all at¬ 
tack rolb and deals maximum damage plus IdB points. The spell recipient 
also receives a +4 bonus to all saving throws, proficiency checks that can be 
completed in a round, and ability checks. 

On the third round, the affected being receives a +3 bonus on ail attack 
rolls, a ld6 bonus on all damage done, and receives a +2 bonus to all saving 
throws, proficiency checks chat can be completed in a round, and ability 
checks. 

On the fourth nrund, the affected being receives a +2 ix>nys on all attack 
rolls, a ld4 be>nus ot\ all damage done, and a +i bonus to all saving throws, 
pri>ficiency checks that can be completed in a round, and ability checks. 

It is considered a sin for a priest of Tymi>ra to use a kwrJcboff as a personal 
aid when companions—particularly other worshipers of Tymora —are in 
greater danger, 

Tyr 


{Th« Even-Hand(;d, Grimjaws, the Mairne*-J God, 
the Blind Overlord, the Wounded One, thejust God) 


Greater Power of Mount Celestia and Ysgard, LG 

Portfolio: Justice 

A liases; Anac h t yr (Cal i mshan) 

13omain Name: Lunia/TTc Court and Ysgard/Asgard 
Superior: None 

A LLi es ; JI ma tc r, Torm, Lat h ander 

s: Mask, Ta U is, Ba ne (now dead), Bhaal (now dead}, Cyric, 

Talona 


SvMhkJL: 

Wi JR. Align.: 


A balanced set of scales sec upon the head of an upright 
war hammer 

LG, NG, LN 


When he is depicted in religious art. Tyr (TEER) ap¬ 
pears as a noble warrior missing his right hand, lost 
CO Keret the Chaos Hound in proving his resilience 
and strength of spirit. In recent years, he has been 
shown hlindetl as well, a fatality tif the UTath of Ao 
during the Time ot Troubles. Tyr's symbol show,s liis 
natiire: justice through benevolent force and armed 
vigilance. He opposes all i>eings who deal in trick¬ 
ery', rulc'hreaking, and unjust destruction or misdeeds. He is said to he a 
latecomer among the powTTs of Facrun, appearing over a millennium ago 
hut after most other Realm.s ptHvers had established themselves. His faith is 
ptipular, as ever\'one knows exactly what Tyr expects his faithful to do and 
every'one can trust Tynans to be honorable, hiinesr, just, and righteous. 

Tyr is rather enigmatic to those outside his faith. He represents such stem 
justice that it is difficult to see the more suhtle qualities of the god. He is a 
couragei^us father ligure to his faithful and stniggles contiriually to achieve 
for his followei^ a pamJisiacal state of affairs in Faerim that he knows will 
never come in an imperfect world. In his more affectionate mtHxis, he some¬ 
times refers to his ahtide in Lunia as thejust Htiuse, and one sense.s from him 
at times an odd sort of longing to want to be able to deal with troubles as one 
could among a perfect lainily: with love, courage, and the knowledge that 
every'one will try their best and not betray their fellows because of a special 
bond that all share. Unfoitunately, he also knows that this will never hap¬ 
pen, and St) emirs an undercurrent of stem sadness for what can never be. He 
is terribly procecci\ e of bis priesthixiij, and because of this, he i.s mvtre likely 
to manifesr in some form ui aid them than many other powers. 

Tonn and IImater serve Tyr, and the three deities are sometimes called 
the Triad. 



Tyr s Av^atai* (Fighter 38 , Cleric 25 ) 

Tyu: appears as a tearless, burly, bearded warrior in light armor who is miss¬ 
ing his right band. He does not disguise or bandage the stump and is al- 
w^ays armed w-ith a magical long sword or war hammer. His ey^» are a fierce 
steel-gray when he first appears, hut always hide away 10 leave black, 
empty sockets before he vanishes. His brow is continuously sunoiinded by 
an imperial white radiance that marks him as divine to ail. He can cast 
spells from all spheres except the reverse forms of necromantic sphere 
spells. He casts all spells from the law sphere at triple normal eftcct in all 
respects and a -3 penalty to any applicable saving throw's 

AC ^5; MV 15; HP 231 ' THAGO -10; -AT 5/2 or 2/1 

[)mg !d8+14 or ld4+13 (LagsitwiigJ^dLir|>iieJs +3, uiarhflmTik'r +3, +9 Str, +2 ^pcc. 
biinus with bug sword) 

MR65%;SZL(lCftet) 

Stti22, Dex 19,Con21,!nt19,Wis IS.Cha 1? 

Spelb P;l l/n/J0y 10/9/8/4 

Saves PPDM 2, RSW 5. PP 4, m 4, Sp 6 

Special Att/Def: Tyr recognires mortals of the rogue class for what 
they are on sight. He can also see invisible objects or pciiple, knou^ align- 
meni, and detect fie at will. These rhtce abilirle.s are also possessed by his 
sword, a bng sword of sharpjie.ss +3 said to have been disperLsed to him by 
Ao or Tyr's predecessor, w4io had Mystra assist in its making. His war ham' 
mcr +3 works as a mace of dLsrupibn: against undead creatures. He is im¬ 
mune to all illusion/phantasm spells and magical effects and to any sort of 
fear or emotion-control magic. 

Other Manifestations 

To denote his favor or the occurrence of important deeds, decks ions, or ut¬ 
terances, Tyr frequently ntanifests a.s the echoing stroke of a gong, accom¬ 
panied by an exultant wordless chord sung by unseen male voices, T> r als^r 
shows his will through the image of an upright, gU>wing war hammer ac¬ 
companied by ttdcfeinc.sh effects that demonstrate the gtxl's intent and feel¬ 
ings. Tl\e hammer may also move, point, strike, or emit spells to further the 
w ill o^fTyr, In additii^n, Tyr sometimes acts through extremely obedient, in¬ 
telligent, large, and w ell-groomed war dogs that appear out of now'here. 

The Church 

Cle rut; Specia I cy priests 

Clerov's LG 

Turn Undead: SP: 

Cm NO. Undead: SP: No 

All specialty priests of Tyr receive religion (Faeriinian) as a bonus non¬ 
weapon ptoficiency. 

While some paladins preferring a straight black-and-white choice re- 
S'ere Tyr, he is most popular wuth the bureaucrats, judges, and merchants 
who make the entire system move efficiently. Worshipers of Tyr see the 
world in clear-ctit moral terms; they like to see Faerfin firmly cleansed and 
ordered by laws that are evenly and diligently applietl. They are iwit vx'^ry 
tolerant of other world views and do not find parody, mockery, or cv'cn 
questions about their faith amusing. Tyr survive,^ very well in the civilized 
world, and most ot his temples are in larger cities. He is also vvorshipcJ on 
the R(>ck of Bral, rumored to he one of the Tears of Selune. 

Tyr had no specialty priests for ov'er 10 years after i he Time of Trotihles. 
Sages theorize that he vvished to fav'or nijne of his clergy members over the 
others. Recently, all clerics of Tyr receiv^ed astern vision ftom their god in 
which he stated that he bad seen that other faiths were mocking the hard 
w'ay of justice with their divinely granted special favors and that the 
Tyrran church had served nobly and struggled valiantly against the weight 
of such ixlJs. In reward tor their perseverance under such ctmditions, Tyr 
declared that henceforth all clergy of Tyr wx>uId have special powers to aid 
them in their enforcement of justice. All priests of Tyr are therefore spe¬ 
cialty priests after the Feast of the Moon in 1369 DR. 

The Church t>f Tyr is a highly organized, formal priesthood that main¬ 
tains internal rules and a system of fortified temples. At TvTran temples, 
the faithful can find lodging, fresh mounts, healing, spell aid, weapons, 
gear, and holy advice. If a w-orshiper or priest know's that she or he has 
stinted in service to the Just One, confession and pcipnce are also avail¬ 
able. Level titles used by rhe clergy in recent years, in order tjf ascending 
rank, are: Acolyte of Law.s, Solemn Brother/Sister, LawLeeper, Sword of 
Tyr, Hammer of Tyr, Vigilant Watcher, Just Captain, Avenger, Master 
Avenger, Abbot, High Lord Abbot, High Avenger, Knight Commander, 
Hammer Li>rJ, Defender of Jusrice, and Keeper of the Balance. Maverick 
titles are ftwv indeed, as this is a closely regulated priesthiHid. 
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Dogma: Novices of Tyr are charged to: “Rev^eal the truth, punish the 
gutlty> right the wrong, and be always true and just in yotir actions." Tyr 
and his foikiwers arc devoted to the cause of justice, to the righting of 
wrongs and the deliverance of just vengeance. This is not necessarily 
equality or fairness, as some make the maimed gtxl our to represent, but 
rather the discovery of truth and rhe punishment of the guilty. Tyrrans 
tend to be SEifl-necked about rheology and to see matters in black and 
white terms. 

Clergy of Tyr are sworrv to uphold the iaw^ wherever they go, and to 
punish those wronged under the law. They are to keep complete records of 
their own rulings, deeds, and decisions. Through these records, a priest's 
errors can he corrected, his or her grasp of the laws of all lands can grow 
and flourish, and lawbreakers can be identified by others. No known injus¬ 
tice done hy a Tytran priest must go unhalanced. Priests of Tyr should also 
always be vigikinr in their observations and anticipations, seeking to see 
what U>rces and which beings intend or will cause injustices and threaten 
law and order in the hiture. They should then act to prevent such chab 
lenges ro justice in coming to pass. In short: Abide by the laws, and let no 
others break them. Mete out punishment where lawbreaking occurs, 

Day-to-Day x4ctivttjes: E’riests of Tyr ser\-e as judge, jury^ and execu- 
rioner in wilderness areas where there is no law hut that of the sword. 
When doing st>, their code cleaves lairly close to "an eye for an eye, a tooth 
fi>r a tiHuh," hur Jiies adhere to common trade custom leavened by "the 
mercy of ignorance,” This last means that if a being is rruly ignorant of the 
proper behavior, minor transgressions can be forgiven once with a warning, 
an explanation of the proper law—and a record of the warning being writ¬ 
ten down in the priest's Book of Lawgiving for later distribution to other 
Tyrrans so that the particular being will not be forgiven a second time. 

In civiiired areas, Tyrrans (inevitably called "tyrants" behind their 
backs by nonbelievers) become legal experts and serve as the lawyers of 
Faerun by dispeiasing advice and "speaking for" accused persons in trials. 
The fees they charge go to the Church of Tyr, 

Tyrrans often go about lecturing others on ihetr shortcomings as to fol¬ 
lowing laws, rtile.s, and regulations, but they also serve ro fearlessly take 
complaints about such formalities to the authorities who make such rules. 
No Tyrran wilt enforce a law that contradicts other laws or can be sho\\m 
ro he unjust, Note the concern is not that it is unfair, hur imjiisf—^Jefined 
in the Tyrran church as out of compliance with the principles and defini¬ 
tions adhered to by other laws in the body of legal dtxtrine of w'hich it is a 
part. Priest.s of Tyr also have the iliity of delivering just vengeance as pun¬ 
ishment on rhe part of those who cannot <lo ir themselves. Tyrrans under¬ 
take formal missions to do this, making promises to those to he avenged 
and forcing open confrontations with those the vengeance is to he visited 
upon, rather than working behind the scenes or employing intrigue. 

Holy Days/lmportsmt Ceremonies: The priesrht>od of Tyr folltiw^s a 
monthly cycle of high rituals, beginning w ith Seeing justice on the first 
day of each month, the Maiming on the thirteenth day of the month, and 
the Blinding on rhe twenty-second Jay of each month. TT^c.se major rituals 
invtdve chanted prayers, thunderously sung hymns to the god, and con¬ 
jured illusions: a gigantic war hammer that glows hlinding white hanging 
o\'er the heads of rhe ctuigregaiion at Seeing Justice; at the Maiming, a gi- 
ganric right hand that hursts into view’ ahove the congregaiitm surrounded 
hy a ciimbus of burning blood, then tumbles away into darkness and fades 
from view; and two eyes rhat hurst into fountains of flaming tears until 
they have entirely spilled away and are gone at the Blinding, Early in the 
ceremony t)f the Blinding, symbolic blindfolds of diaphanous damask are 
huunJ over the eyes of the celebrants hy clergy to remind the wt>rshiper,s of 
Tyr s blindness. 

In addition ns the high rituals, Tyrrans celebrate daily rituals of prayer 
to the god, which take the form of a sung invitation, a series of responsive 
prayers led by seiiiO'r cleric, a short sermon of instruction or reading of 
wasdom from the Sacred Jiklgmenrs of Tyr, and a rousing closing anthem. 
In tcmple,s and ahhey.s dedicated to the god, such rituals are celehratcd 
every two hours around the cliKk, with the most important offices taking 
place at dawn, highsun (noon), the evjuivalent of six o'clock, and the 
equivalent of nine oclc^k. The dawn ritual, The Awakening, is a gentle, 
uplifting renewal of faith. The niMUiday ritual, rhe Hammer at Highsun, is 
a stirring, exultant expression of the church’s vigilance and martial might. 
The evenfeast ritual, High Justice, fs a stern, proud celebration ofTyr’,s 
commandments and the church's purpose. The evening ritual, rhe Re¬ 
membrance of the Just Fallen, is a haunting, softly chanted reverence for 
those who have laid down their lives for justice, both Inside and outside 
the faith—a ritual of quiet dignity and re.spect that always leaves many 
w'ltne.sses, even rlTiOse who do n<jr frdlow^TyT, in tears. 


Major Centers of Worship: The Fortress Faithful in Tethyr, stiuth of 
Zazesspur, is probably the most important temple of Tyr at the moment, as 
clergy of the Just God are converging on it to Kelp restore law- and order to 
war-mrn Tethyr They work in large, svell-armed patrols sent out of the 
casde-abbey. 

More holy, older, and supreme in the well-ordered hierarchy of the 
chitrch of Tyr, however, is t he House of Tyr s Hand in Milvaru ne, in Thesk, 
The House is the home of the just Knights, heavy cavalry' w^hose gleaming 
armor and lowered lances are the last sights many an invading warrior of 
Thay has seen. Some sages have called this superb army “the Simhurs least 
likely yet staunchest allies" because of their efficiency in hurling back 
Thayan annies over the years. 

Also of note is the one known Tyrran temple in Realmspace not on the 
surface of Aheir-Toril. The Tyrran church on Bral (one of the Tears of 
Selune) is know n as the Pantheist Temple of Tyr, Its clergy’ and ceremonies 
conft>rm to the standards of the Torilian faith, but its priests worship Tyr as 
a warri<ir god as well one of justice. They consider Tyr the patron of all gtxxl 
warriors. Pantheistic priests of Tyr recc^ke any lawful gtxid deity of justice 
or war as an avatar of their deity and often gain access to spells in many 
crystal spheros that do not know Tyr by that name. As a deity of justice, Tyr 
i.s not very popular in Bral, which is kni>v\ n as a pirate haven. The priests of 
the ternple feel obligated to take on crime and injustice wherever they find 
it, and this has led to several small, crusading wars. Priests of Tyr and lawful 
good warriors from any crystal sphere find a warm w^elcome at the Panthe¬ 
ist Temple of Tyr, although they may have a hard time adjusting to the idea 
promoted here that Tyr goes by different names in different places. 

Aff^ted Orders: The church of Tyr has many affiliated knightly or¬ 
ders. Individual temples often have special orders or companies attached to 
them or supported by them, such as the just Knights of the House of Tyr's 
Hand in Milvarune, mentioned above. Two church-sponsored orders of pal¬ 
adins are the Knights of Holy Judgment and the Knights of the Merciful 
Sword. The first order tends ro attract those who emphasize the “lawduP* in 
their alignment, and the second the '^good." Knights from either order may 
join an elite order of paladins (of 7th or greater experience level) kntwvn as 
the Hammers of Grimjaws. 

To join the Hammers, a paladin must he nominated by a member of the 
Hammers, and his or her nomination must be seconded hy a senior priest of 
Tyr. If both these requirements are met, she or he must stand vigil in the 
holy sanctuary of a temple of T>t all night. If the paladin is judged worthy 
by Tyr, Tyr sends the paladin a vision of his war hammer. If no vision ap¬ 
pears, the paladin is deemed yet too inexperienced, but not a failure, and 
may be nominated again after some time has passed. If Tyr sends a vision of 
his sword, the paladin has knowungly or unknowingly failed Tyr in some 
way and must immediately complete a quest to atone. If the quest is com¬ 
pleted, Tyr i.s pleased and forgives, and rhe knight is admitted into the 
Hammers. There is no quitting a quest under the.se conditions; either the 
paladin succeeds or dies tryung. 

Priestly Vestments: The vestments of Tyr are blue and purple robes 
with a white sash. A white glov^e or gauntlet is worn on the left hand and a 
black one on the right to symbolize the loss of the god's right hand. 

.Adventuring Garb: For everyday use, most priests of Tyr wear armor or 
practical clothing adorned on the shoulders and back wirh the symbol of 
the hammer and scales of Tyr. 


Sptjciillty IViests (HolyJtHtkres) 


Requirements: 
PutME Req.: 
Alignment: 
Weapons: 
AaMOR: 

Major Sfheress: 


Strength 9, Wisdom 9 
Strength, Wisdom 
LG 

All bludgeoning weapons, long sw'ord* and bastard sw-ord 
Any 

All, astral, charm, combat, creation, divination, 


guardian, healing, law, necromantic, protection, sum¬ 
moning, sun, wards, w'ar 
Minor Spheres: Elemental 
Macucal Items: Same a.s clerics 
Req. Profs: Etiquette 

Bonus Profs: Local history, ancient history' (of their native land) 

* Holy justices know' the laws and legal ctxles of the land they live in and the 
land they were raised in (w'hich may he tw'o different lands). They auto¬ 
matically know' all commonly known and uncimmunly known informa¬ 
tion w ithin that htxJy of law and its attendant pnxedures. If asked to call 
to mind an incredibly obscure pt>int of the law' of their homeland or native 
land, they may make an ahility check against their Wisdom or Intelli¬ 
gence, whichever is higher, to recall the point in question. They must 
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triiike a similar ability check to know the common laws of other lands; to 
nrcall the uncommon lep^al practices or obscure legal points of oiderof for¬ 
eign lands, this ability check is at a—3 penaln' ora -6 penalty, respectively. 

• Saving throws against spells or spelMike abilities from the law sphere 
cast by a holy justice are made at a - 2 penalty^ 

• Holy justices are able to hold |jersnn (as the 2nd-level priest spell) once a 
day. 

• At 3rd leveU holy justices ate able to cast scrtmgdi of one (as the 3rddevel 
priest spell) once a Jay, 

• At 5ih level, holy justices are able to niemc3T? (as the 3Td'level priest 
spell) once every three days and impose the need for jm/jeclmg fjemtssjcm 
(as the Sthdevel priest spell) on another once a tenday. 

• At 7th level, holy justices are able to detect he (as the 4th4evcl priest 
spell) at will. 

• At 7th level, holy justices can make three melee attacks every two 
rounds. 

• At iDth level, holy justices arc able to tmpjse kgtd thoughts (as the 6th- 
level priest spell) once a day 

• At 10th level, holy JuvStices are able to speak a holy word (as the 7th-level 
priest spell) once a day. 

• At 12th level, holy justices are able to deteci mvisibiliiv (as the Inddevel 
wizard spell) at will. 

• At i3ch level, holy justices can make two melee attacks per round, 

Tyrran Spells 


2 nd Level 

VVolfiaws (Alteration, Necromancy) 

^^phere; Combat, Necromantic 

Range: 0 

Components: V, S, M 

Duration: 1 rou nd/level 

Casting Time; 5 

Area of Effect: TlYe caster's right hand 

Sa V i ng TlYrow: N i>ne 

This spell turns the priest's right hantl into a pair of pcwerful wolflike jaws in 
memory' of the way' that Tyr li>st his right hand to the monstrotis wolf'-like 
being Ke^el the ChatYS Hound. These jaws deal 2iJ4 points of damage to all 
opponents the priest successfully attacks with them. The spell allows the 
caster to strike with the jaw's twice per round and to gain a +1 h<mus on all 
attack rolls with the jaw's or another weapon while the spell is in effect. A 
wolf jaws spell vani.shes it its caster attempts any other spd leas ting, hut a 
priest can wield a weaptm or trigger a magical item in his or her left hand and 
use a u'oi/jdtis, thus gaining multiple attacks normally denied to him or her 
without affecting the spell in any way. 

The caster can end a wdfjaws instaiYtly at will. When the spell ends early 
in this manner, the caster can also spell remove the damage dealt by the last 
bite of the wolf jaws, an ability that the priest can use to bargain with a 
w'<mndeJ fix^ or to correct cases where an ally has mistakenly been attacked 
by the priest. While wdfjaws is in effect, it prtn ides its caster with complete 
immunity to all hostile magical or psionic sbupc: ebunge and hold clfccts- 

The material ct>mfxmenc ftjr this spell is a bit of wolf fur or a ttxith from 
any type of mammal. 


5ih Level 

Hammer of Justice (Divination, Illusion/Phantasm) 

Sphere: Divination 

Ri^nge: 5 yar<is/levcl 

(Components: V, S, M 

L>jrarion: I round/level 

Casting Tune: 8 

A rea of Effect: Spec i a 1 

Saving Throw': None 

This improv'ed variant of a detect I/e spell creates a glowing illusion of an up¬ 
right w’ar hammer, vvhich is normally steel-gray in hue. but blares white 
w^hen cnjth is spoken, black when lies are rold, and bloixi-reJ when true hut 
Jeceiv'ing phrases are Litterci.1. It canmit lx* made m lie by any knowm means, 
the power vif Tyr, this spell indicates aI’^olute truth. Il a questioned being 
answers w-irh a lie that the being believes to Ix' the truth, a lie is still indi¬ 
cated by the hammer hue (and vice versa). 

The illusionary hammer appears wherever the caster desires (wathin 
range), and thereafter iiuives to maintain the s:ime distance from and orien¬ 
tation to the caster. TlYe spell range refers to both how' distant the hammer 
can initially he from the priest and how far from the hammer any quesrioned 


being can be for its truth-indicating ability to function. If !H>meone ques¬ 
tioned is out of range, the hammer grows dim, but the spell does not end. 
The caster can ask questions of any number of beings one at a time, and the 
telltale hammer is bright and visible to all, 

TIyc hamiiYet cannot be made to disappear before the spell expires even by 
its caster. Tlie illusory hammer cannot be contacted or disturbed by any 
know'n magical or ph^^jiical attack. Though magical barriers of 6th or greater 
level can ward it away from a given area, there is no known means of destroy¬ 
ing it. Dispel magic ha^ no effect on a hammer of justice. When the spell dtx^ 
end, the Irammergoes dark and seems to fall befon: it fades away entirely. 

The material compuiYent for the spell is a miniature war hammer fash¬ 
ioned from diamond, obsidian, ivory, glass, or another pure, single-hued, 
black, white, or red, nonliving substance (evYSt varies w ith materials, hut av¬ 
erage is 25 gp). 


6 th Level 

Sword and Hammer (Evocation) 

Sphere: CtYmbat 

Range: 10 yards/level 

CompiYnenis: V, S 

Duration: i mund/level 

Casting Time: 9 

Area of Effect: Special 

Saving Throw*: Special 

This spell creates a shaJow'y sw’ord and war hammer of twice normiil size. 
These are animated magical constructs rather than tangible items. They tly 
about within the spell range, which is centered on the caster, at MV 30 (A), 
striking once per round at THACC 4 at a being or object mentally chosen by 
the caster. The two weapons can attack the same target or each strike at a 
separate target. TlYey can change targets as often as the caster desires. The 
sword inflicts 4d4 points damage, and the hammer deals 2d4 points. If they 
both attack the same target, there is no solving throw* to avoid the damage 
they inflict, but a creattire facing i>nly one of the spell we.apiYns is allowed a 
saving throw vs. spell to suffer only half damage. 

The weapons are considered sufficiently enchanted to hit any sevrt of foe 
(such as those hit only by w'captms of +5 enchantment). They automaiically 
continue to attack the same target they did on the previous round if the caster 
is slain, departs, or turns his or her attention to other speilcasting, (When such 
a spell is finished being cast, the caster may return his or her attention to the 
and hainmer and reassign them to other targets if desired.) 

The magical constructs, created by sutird arid luimmer strike silently, ate 
non metallic, cannot he fix^led by illusions, and cannot be magically con¬ 
trolled by anyone other than the caster Tltey vanish in a tw inkling of lights 
w hen the spell expires or earlier if the caster wills the spell to end. 


rtii Level 

Resplendence of Renewed Youth (Alteratitm, Necromancy) 

Sphere: Necromantic, Healing 

Range: Touch 

C2nmponents: V, S 

Duration: I year 

Casting Time: 1 hour 

Area of Effect: One creature 

Saving TlYrow': None 

This spell allow's a creature to rap into its spiritual strength in order to bring 
its Kidy back to the peak strength of youth for one year. In a human, this 
would mean that the alfecteJ body would return to the shape it had w'hen 
the recipient wa.s around 25 years of age. Recipients of this spell lose ail the 
negative aspects of old age, such as lost hit points, levels, or ahility score 
points, and so on, as well as gaining immunity to all disea.scs for the duration 
of the spell only. 


This spell functiotLi only on characters who have shown exceptional w'is- 
dom and piety during their lives, and then only it they have an exceptional 
fexus that their current condition prevents them from ctimpleting. Casting a 
quesf .sjxdl is thus mandatoiy before attempting this spell. Dropping this qiresr 
me:Yn-s forfeiting all advantages of the respletideTtct! spell. 

Characters can benefit from this spxll only i>nce in a lifetime. When the 
spell expires, the recipient s body returns to the state it v^xild ha\'e normally 
for its years. The spell heavily drains the body of the recipient, and so adds 
an additional Id 10+3 years to the recipient's true age w'hen it expires. 

This spell is one of the secrets of the church of Tyr and is used sparingly, 
i>nly W'hen it needs the help ot a great hero in dire circumstances, k is ru¬ 
mored that the church of Sune has many times tried tti leam the secret of 
this spell. 
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Umberlee 


(The Bitch Queen, Sea Queen, Queen of the Deeps) 
intermeJiate Power of the Abyss, CE 


Portfolio: 
Aliases; 
Domain Name: 
Superior: 
Allies; 

Foes: 

Symbol: 


WoH. Alu:n.: 



Oceans, currencs, waves, ica winds 
None 

13th levcl/Bl^x>d Tor 
Talo& 

Aurih Malar. Talos 

SelCmc. Valkur the M[ijj»htv, Chnuncca, Sune 
A Kirked Wue-green wavCi curling in breakers to both 
left and right, on a background of black streaked with 
vvhire 
Any 

Umherlee (UTrt''her'LEE) the Bitch Queen rules 
irom her warery lair in a fitxxied level of the Ahv^ss. 
I She is wiirshiped by inosi our of fear as opposed to 
I adtiration, though some few—such as most were- 
■ sharks, who she created to try ro undermine 
Sehlne—find her ethos to their liking. Ship crews 
toss her gems over the sides of their vessels to calm 
stomvtossed waters She has a large number of shrines in coastal cities, and 
sailors often leave flowers, candles, small candies, or coins on her altars in 
hopes that Umlserlee will spare them on the ne?cr v<>yage. Others who pay 
tribute to her include merchants sending gtKxIs Isy sea, port cities, and island 
nations and settlements who would be devastated by her wrath and have not 
a [x>werful patron deit^^ to counter her menacing viemands. 

Umberlee comtnually contests with SelEine, in whom navigators trust to 
guide their ships safely home. Of late, she has also felt the heavy presence of 
her own painm, Talos, who is try ing to pick up violent nature in all its forms 
as his personal portfolio. Tlunigl^ Umberlee flirts with him on csccasiun, she 
would gladly end his e.xistence and become stde deify of destruction herself 
it she liad the power. Unfortunately, her ambitions are limited by her inahil- 
ity to directly aliect the land, so she hides her rime and plays the eexyuette. 
Together Audi, Malar, Umberlee, and Tains ate knowrt as the Gods of Fury, 
Umberlee is jusr plain malicious, mean, and evil. She breaks agreements 
on a whim when she teels that she has not gsitten the besr part of a deal and 
lakes great pleasure in both watching her sharks tear shipwreck victims to 
sivreds and watclung i>rhers die slowly i>t iLlmwning. She is also vain and ex¬ 
pects to be flattertxL It she has any weakness, it is probably her incessant 
greed for power and her intoxication with exercising it, 

Umherlee spent the Time of Troubles uy the Sea of Fallen Stars, wreaking 
destruction on otte pirate isle after another. Tlte sea has remained stormy 
and rnajhled since that time, though it has calmed somewhat in the last two 
to three years after an organised efKsrt ti> ap|>ease her privmoted by certain al¬ 
lied merchant costers said to he parr oi t>r in league with the Iron Thnme. 


Uniberlties Avutijr (Ma^e 31* Cleric 23, Fij'hter 20) 
Umberlee s avatar mmly appears. When she dkies, it is as a temale hlue^green 
torst) with taloneJ hani,is, elhow' fins, eyes of pale pearly death, aiiLl hair of 
kelp. In this form, rising alx>ve lire uaves, she aims to impress imd usually 
towers ahove siiik^rs on the decksiif a Jtivimed ship. She uears giant shell jew^- 
elry and a cape made from a million mauve jelly fish. Her voice hisses and 
h*x>ms like txiean breakers, and she laughs cruelly :rs she tlings watery death 
and destruction on those who view her. She can cast spells Irom any priest 
sphere except elemental earth, elemental fire, sun, thought, and time. She 
can cast spells from all wizard schcKils except elemental earth and elemental 
fire. She cannot cast any spell with a fiery manifestation. She casts all ele¬ 
mental water sphere and scfaxil spells at triple strength in all resjX'Cts and tar- 
gered creatures receive a -3 penalty to their siiv ing throws against such spells. 

.‘\C MV 15, Sw 4W; l ir 208; THAGO I: MT 5/2 

Dmg ] 17 (mdiTit + v, 4^ M Srn, -i-i sfxe. honu> m irkleni) 

MR 75%: SZ H (20 feet) 

Str 23, Dex 17, Con 23, iNT 20. Wis 19, Cha 19 
Speil. P: 12/11/1 l/lO/V/7/5, W: 7/7/7/7/7/7/7/7/? 

Saws PVm 2. RSW i PP 3. BW 3, Sg 4 

Special Att/Def: When she uses a weapon, Umherlee strikes with at m- 
ikm +3 that in her hands wi>rks as a rridcJtf u/ subrnhsiViu and a rndem iff fink 
commiiiid. She can summon 2d4+4 sharks or ld4+ I giant sharks to do her 
bidding ev ery halt In nir. For the most part, these sharb try^ to attack or swal- 
lew creatures in the water she indicates tvi them mentally. She can alst> sum¬ 
mon three 8-1 ID water elementals, two 12-HD water elcmentals, or one 16- 
HD water elemental tt> do her bidding once every 12 hours, Tliese creatures 


never become uncontrolled. Umberlee can also contnd the w4nds over the 
seas or the actions of the waves as indicated under Other Manifestations, 
below, while present. 

Other Manifestations 

Rather than sending her avatar form, the Sea Queen prefers to manifesr as 
wind or weaves. Either torm of manifestation is often accomi>anied by Urn- 
berlee's cold, cruel laughter ora hissed message. Umberlee's powders are wan¬ 
ing, and she can now manifest as wind only four rimes a day. Ft>r 2d4 rounds, 
the Queen of the Deeps can send a gale blast of wind that smashes into all 
things in its path for 5JI0 jx>ints of damage per round 

Umberlee prefei^ to titanifcst in a form that remains unlimited: us an un¬ 
seen underwater presence that caax aim and hurl waves. Waves are hurled 
one per round, rolling out in one of two forms. Either they strike beings 
within 160 feet for 4J4 points of damage and force them to make :,uccessful 
saving throw- vs. death magic or drown, or they strike one spot, aiming to 
WTest certain item,s away from a ship, swimmer, or aquatic creature. The spe¬ 
cific, targeted type of wave strike dties 2d 12 points of damage and forces a 
being to make a successful Dexterity ability checks for all items it wants to 
retain, Umberlee can even snatch rings off fingers in this way (or remove 
gauntlets and then snatch the rings from fingers); unattended items are au- 
tomatically carried off. 

Umherlee also acts through the appearance or presence of sen monsters of 
all stilts, especially sharks of monstrous she that are sent to devour swimmers 
or shipw-Fecked sailors, krakens, and all types of aquatic undead including 
(inland) undead lake monsters. 

The Church 

Clergy: Clerics, specialty priests 

Clergy's Align.; N, CN, LE, NE, CE 
Turn Undead: C; No, SP: No. 

Cmnd. Unoead: C: Yes, SP: Yes, Specialty priests may command only un¬ 
dead formed from creattires killed at sea or that are 
aquatic by nature. 

All clerics and specialty priests of Umberlee receive religion (Faerunian) as 
a bonus non weapon proficiency. Ail clerics of Umberlee receive swimming 
as a bonus non weapon proficiency and can breathe w-ater automatically. 

Umheriant priests are a varied, disorganized lot, much given in dueling 
with hooked, sicklelike knives to settle differences of primacy and rank, 
(These dueling knives represent Umfaerlee's reapings of those who sail the 
seas.) Umheriant priests roam coastal cities, liv-ing primarily ofr the offerings 
left by fearful sailors. In addition to the traditional lit candles and small can¬ 
dies, Umberlants are increasingly demanding more real coin be left on the 
altars. When there are no worshipers present, Umheriant priests then re¬ 
move the offerings from the stone block altars at Umberlee'^s shrines and 
sluice the altars with buckets of sea water containing seaweed to signify' that 
the Sea Queen ha,s come for what is rightfully hers. Umherlants are also paid 
handsomely to travel on ships from port to port, for their presence (it is 
thought) guarantees that UmlxTlee will not destroy a vessel. 

There is little in the way of an tYrganizeJ clergy of Umberlee. Tliose who 
relish her pinver and potential become her specialty priests. Specialty priests 
make up most of Umberlee^s clergy, since the advantages of the faith prove 
to be quite haixly when superstitio^us saikirs want to dump a priest overboard 
at the first sign of a storm. A fevv clerics have made some prtjgress in status in 
the faith, and mast of them work in the adventuring order of the church. 

Novice priests are known as the Untaken, but once Umberlee has con¬ 
firmed an intlivhdual as a j'<riest, she or he is entitled to take offerings, lead 
prayers, and bestow blessings in her name. Full Umberlant priests can adopt 
any of the folknving titles (regardless of true rank and powers): Fltxxl Tide, 
Dark Breaker, Puissant Undertow-, Wav-e of Fury, Savage Sea wind, and 
Wa\-c mis tress or Wave lord. Specialty clergy- are known as w-aveserv-ants or 
tme servants of the wa\-e and use the Sitme titles as other Umherlants w-ith 
the addition of the word "Dread” in front of them. 

Dogmai The Umheriant faith has no set ethical outlook save that the sea 
is a saY'iige place and thtsse w-ht> travel it had best ht- willing to pay the price 
of challenging Umberlee's domain. The doctrine of Umberlee declares that 
all shiXild know Untherlee and tear her, for the svinJ and the wave can reach 
everyufec. Fair offerings bring fair winds to travelers ov^r the waters, hut for 
thiYse who do not pay their respects, the sea is as cold as UmKTlccs heart. All 
w-ho travel the seas are warned that the dead ser\-e Umberlee moM faithfully. 

Umheriant no\Tces are charged to: "Spread word of the might of holy 
Umberlee, and let no serv-ice be performed in her name w ithout price. Make 
ftdk fear the w-ind and the waves, unless a priest t>f Umherlee be present to 
pfi^tect [hem. Finally, slay any w-ho ascribe sea and shore stLsrms to Talos.” 
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Day-to-Day Activities: More folk fear Umbertee than revere her, hut 
she cares not why they worship, only that they do so. She rarely corners to 
favor individual morrals, hut she J<.)es do a little extra for those whii faith- 
fully make offerings. To pain favorable winds fora vtiyage or to deliver them 
alive from storms, sailirrs sacrthce valuable cargo to her by piping it over' 
Ixtard: playing ttines Jedicatc<i to Umherlee an mouthpipeii while heaving 
the cargo over the side. They usually ensure that the cargo contains some¬ 
thing alive if their peril is great. If a ship nins aground or founders and an 
Umherlarvt priest is aK>ard, the furious sailcjrs usually try- en masse to murder 
the priest before they are themselves drowned. Corpses of Umherlant 
priests have washed ashore transfixed by as many as ^0 cutlasses, 

Umlx’rlant clergy' are charged tti spread respect for UmKTlee by preach¬ 
ing of the dix>m she has wrought in the past and the storms to come in all 
coastal cities and settlements. AU>ng the way^ they seek to build up favor 
cnougli to he teleported ashore by the gcxJdcss if they are ever in danger on 
the seas and to enrich themselves hy accepting offerings, selling the safety 
of their own presence on shiphi>ard, or hy castiiig certain spells. For a long 
voyage down the Sword Coast Ixftween Waterdeep and Calimport, an Um- 
herlant priest may charge as inuclt as 500 gold pieces to an average mer¬ 
chant vessel or up to three times that to a large, neW', well-armed cog or car¬ 
avel carrying valuable cargo. If a priest oi:i hoard hiLs to use magic to defend 
or protect the ship, she or he charges hy the spell and may well dicker over 
price on the spot! 

Reytmd the healing magics common folk hire priests of most faiths to 
perform* two spells used hy Umherlants are the most popular: srorniciook 
ain,i •ipeok u'itk the tlrottTied dr'iid. Pirates often hire Umherlant clergv' cu cast 
s/K'ok U'idi the droumed dead becausct hy careful phrasing of a question* they 
can learn directions to a sunken ship or treasure. 

Holy Days/lmportant Ceremonies: Umherlee U to he worshiped 
daily w ith offerings, prayer, and self-anointing on the hraw* hands* and feet 
w'ith sea water. In addition, the faith has a few' special rituals, most notably 
the Drowning* First Tide, and StormcalL 

The Drowning is a private ritual, an^I only clergy members may w-itness 
it or take part. In the Drow-ning* an Untaken becomes a tnjc priest of the 
gtxidcss* The supplicant lies het<,>re an alruT arid is surrounded hy candles lit 
to the gtxldcss, each placed w'irh an intoned prayer hy a Jifterent Umber- 
lant priest. The attending clergy' then withdraw', and a senior priest casts a 
spell that cause.s sea water to floiKi the room in a huge ha^aking W'av'e and 
then ftivw away. Supplicants who survive are confirmed in the service of 
Umherlee and warned that if they should ever betray the Queen of the 
LX'eps, drow ning is the fate that a^vaits them. They w'ere spared during the 
Drowning and so can be taken by the Sea Queen at any time to come. 
(Clergy w'hom the Sea Queen feels have failed her go to sleep one night 
never t<j aw'aken, dying during the night of drowming, their lungs mysteri¬ 
ously filled w ith sea water) 

The public rituals of Umherlee induJe First Tide and the StormcalL 
First Tide is celebrated hy a flute-anJ-Jnim parade thrt>ugh the streets of a 
city by the clergy when ihe ice breaks up in a harbor. In a cold-hearted and 
brutal ritual, the clergy carry a live large animal dt>w'n to the shore to he 
tied to a rock and hurlei.1 into the water If the creatun* somehow' w-ashes or 
struggles ash(ire alive, it is freed, tended* and magically healed hack to fitll 
health. It then becomes a sacred animal with the rank of an Umherlant. 
(This custom began in ancient times when Umherlee often selected her 
clergy from among human sacrifices hy unbinding them beneath the 
water.) 

Stormcall is a mass prayer in w hich worshipers call for Umherlee to send 
a .sti^rni to dev astate a specific harbor or ship or to turn aw'ay an approach¬ 
ing storm or one that has already broken upim the W'orshipers. Worshipers 
kneel around pools in which lit candles flixit on fragments of driftwix^d that 
have been carefully collected and dried hy Umherlant priests for this pur- 
fxise. Sacrifices of precious goods are thrim n into the pinds, hut the priest-S 
must carefully /ci’itate the candles through the magic of the ceremony as 
this IS diTne to keep them alight—for a candle doused is a sign of Umherlee's 
anger. 

Major Centers of Worship: For years, the House on the Cliff near 
Marsemher lit Cormyr was the richesf, largest, and most influential tetnple 
of Umherlee* but cither because of the work iif a rival god or through the 
displeasLire of Umherlee, it wms utterly destroyed during the Tune of Tnuo 
bles. No one house of the Sea Queen has risen ro uuqiicsritincd pneminence 
since, hut contenders for this honor include Shipsgrave Tnver in Velen, 
where Wavelord Darjast Stirnden rules a loyal complement of ex-pirate, 
hartle-lvardened clergy; the C.'ove of the Queen on Mintam, a hidden har¬ 
bor w'bere pirates are led hy Umherlants who serve Wavemistres;* Royal 
Qalbess Frosty I; Stiurmhaven Htiuse on Orlumbor* governed by I ligh Tri- 


denr Thaery'Id Namagul; and the Seacavos of the Roaring in Tcshhurl* a 
brge and pn^perous place adomeJ w ith gold w-here priests under the gov¬ 
ernance of Deep Wavenmter UIrKo Maclatar sell small, smooth, stone 
storm tokens guaranteeing safety on a voyage (for the individual carrying 
them only) to Calishites w'ho are fearful or cannot swum. 

Al^liated Orders: Tlie Umherlant faith does not have many affiliated 
orders. The only one of note is the idventuring order of the fatth, the Sea 
Queen’s Breakers* whtch pursues treasure-hunting and recovery operations 
beneath the waves or adv'entures on land when the promise of gold seems 
to outweigh the dangers of an Umherlant priest working long away from 
water. 

Priestly ’Vestments: The ceremonial garb of the priests of Umherlee 
consists of a skin-tight blue or green body urocking worn w'ith a voluminous 
cape of blue or green trimmed with white fur (to represent foaming break¬ 
ers). A tall collar, similarly trimmed, rises from the back of the cape s neck. 
A popular badge of rank is the magically preserved skeletal hand of a 
drow'ning victim. 

Adventuring Garb: All clergy members w'eat whatever they desire 
from day to day* so long a.s something of mottled blue and green is worn 
(usually as a sash or scarf)* Mlwi Umberinnt clergy members carry a ht>oked 
dueling knife. (These dueling knives cost 3 gp* weigh 2 lbs.* are size S, In¬ 
flict damage type S, are speed 4, and do Id4+1/ld3+l points of damage.) 


Specialty' Priests (Waveservants) 


Constitunon 15* Wisdom 13 
Constitution* Wlsdoti’t 
CE 

All bludgeoning {w'hoily Type B) W’eapons plus the tri¬ 
dent, harpoon, and Umherlant dueling knife 
All armor types up to and including leather armor and 
shield 

AH, chaos, combat* creation* elemental w'ater* healing, 
necromantic* summoning, weather 
Animal* charm, elemental (all other aspects)* guardian, 
protection, sun 
Same as clerics 
None 

Swimming, modern languages (pick two from: dragon 
turtle, sea elvish, koalinth* kuo-toan, ItKathah, ttereid, 
merman* morkiirh* sahuagin, triton) 

* Wiiveservancs may not turn or command normal undead. They may 
command undeaJ that W'ere killed at sea or ate aquatic in nature, such 
a^. iacedons or skeleti,in> of pirates, 

* Waveserv ants may hreathe water automatically, 

* At 5rd level* w aveservants arc ahle to casr tiuuhkr (as the 3rd- 

level wjrarJ spell) once a day. 

• At 5rh level* w'avcservants are ahle to uaier walk (similar to the 4th- 
level priest spell) at w'ill. Tliis ahiliiy cannot he conveyed to withers ex¬ 
cept hy the casting of a u-aier walk spell as ntirmal, 

• At 7th level* wavesen ants are ahle to summon up a striking wave (as the 
4th'levL'l priest spell) once a day, 

• At 10th level, waveservants can move through water as if they w'ere 
wearing a ring of free actum. Should they acquire such a ring, it provides 
noadJititmal Kmefit under water* but otherw ise W'orks ntxmally. 

• Abo at iOth level, w'uveservanr.s may control ueaiker (as the 7th-lev'el 
priest spell) once per day. Waveser\'ants may move the conditions to 
any worse condition under the same prevailing heading (as per the 
chart in the spell description). Waveservants can never use thcit abili¬ 
ties to improve the weather conditions. They may only perform these 
actitins w-hen at sea (fresh or salt w'atcr)* or at the shores of an ix:ean or 
large take. Large ponds and rivers are not sufficient to allow the ti.se of 
this Lihility. 

* At 12th level, wavesen- ants cun call and control IJ4 sharks once per 
day in areas where they normally exist. The sharks arrive in Idh rounds. 
They respond to the wuveserv ant^s cimtmands whether spoken under 
water or above water. 


Requirements: 
Prime Req*: 
Auunment: 
Weapons: 

Armor: 

Major Spheres: 

Minor Spheres: 

Macucal Items; 
Req. Profs: 
Bonus Profs: 


Um be riant Spells 

3rd Level 

Speak with the Drowned Dead (Necromancy) 
Sphere; Elemental Water, Divination 

Range: Special 

Compiments: V, S 


Duratii>nt Vanes 
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Casting Time: 6 

Area of Effect: Special 

Saving Throw: Special 

Upon casting wrth thie droivried the priest or another designated 

person within 3 yards ot the priest is able to ask two quesrions of a creature 
who died by drowning v^ho is called on hy name, (Complete names are not 
necessary^ although naming information sufficient to distinguish one indi- 
vidual from another is,) The body of the drowning victim need not be pre¬ 
sent* The answers are phcftsed in normal speechu not merely ‘*yes**^ and '*no’* 
replies. Questioned creatures cannot lie* but they can be as misleading and 
evasive as possible within that constraint. 

The awareness and memones of the drowned one end at death. Ques¬ 
tioned creatures cannot know w'hat events befell after they dn^wned and will 
say $o if asked* wasting an answer. 

Drowned creatures of different alignment than the caster or of higher 
level or Hit Dice than the easterns level receive a saving throws vs. spell. A 
drowned creature that succeeds at this saving throw can refuse to answer 
questions, ending the spell. 

4th Level 

Striking Wave (Alteration, Evtxation) 

Sphere: Elemental Water 

Range: 5 yards/level 

Gnnponents: V, S* M 

Duration: Varies 

Casting Time: 1 round 

A rea of Effec t: Spec ial 

Saving Throw: Special 

This spell causes water to rise up into a single directed strike of massive force. 
A large btxfy of water must be present (in other words, a pond. lake, or the 
sea) or the spell ts wasted. It cannot create water out of nothing, nor can it 
cause the contents of a tub or small, ornamental pool to do more than rise up 
in an impressive manner and crash back dowm again, splashing things nearby. 

A SEriktrigume varies from 10 feet to 100 feet wide as rhe caster directs, 
moves in the direction its caster directs and can change direcrion in re¬ 
sponse to the caster's silent concentratitm* bur it must travel at least 60 feet 
in a straight line before it can do harm; ntherwi.se, items in its path simply 
ride up along its swell and are unharmed. The priest must be in contact with 
the water to cast the spell, although this coniact can he as little as a hand or 
roe dipped into the wetness. The range t>f the spell applies to how distant 
the wave can form from the caster, nut htiw tar it can travel If unhindered 
by impact t>r obstacle* the atrikmg uate travels several miles before subsiding. 
If cast in a confined area* such as a harbor, so that it strikes a sea vvall or 
other tmmohile obstacle w^irhin 100 feet of its fomting, it rebounds hack to 
where it w^as formed, doing dt>ubie damage to creatures: and items hetw-een. 

A smkitig nave smashes into immobile objects for i0dl2 points of dam¬ 
age. Floating objects are allowed a saving throw vs. spell; if alive .and swim¬ 
ming or free to move m the water, fliiacing creatures are also allowed a sec¬ 
ond saving throw vs. spell. Each saving throw that succeeds remtw'es three 
dice of damage, s<^ swimmers who make both saving throws suffer only 4J12 
points of damage. A rebounding wave must he saved for separatciy both 
times; one set of sav'ing thri>ws Joes not govern both strikes. 

Sfnking may attack tatgeis on the shore; hovvfev’er, they lose force as 
they do stJ. For ever^' 10 feet up the shore rhe wave travels, idl 2 of damage 
IS lost from the U'uve. 

Ships suffer structural damage frvan a scriking nave as follows: A ship au¬ 
tomatically loses 10% of its seaworthiness it at anchor or tied up dtickside, 
but only 5% of it if floating freely; small oj^en boats suffer double this dam¬ 
age* Open boats and barges may wxdl he capsiieJ by a Sinking The 
Dungeon Ma.srer must adjudicate such situations. The DM mu.st also deter¬ 
mine damage done to wharves ;^nd other structures; however, such damage is 
rarely extensive unless the buildings" construction was not intended for ma¬ 
rine or shore use. 

The material component of this spell is a drop of water blessed by Um¬ 
ber le e or hy a senitir UmbcTlant in the name of the goddess. 


Oars to Snakes (Alteration) Reversible 
Sphere: Plant 

Range: 50 yards 

Comixments: V, S, M 

Durririt>n: \ nninds/level 

Casting Time: y 

.^rea of Effect: 1 i^ar/3 levels 

Sa V i rtg Th row: None 


This more powerful variant of the sticks to srmkes spell transforms the oars 
aboard a ship into giant sea snakes. It may be cast in one of tw'o rntnles: de- 
fensiv'c or offensive. 

Using the defensive mode, the caster essentially Uansforms the oars of his 
or her own vessel into sea serpent defenders. These serpents remain within 
rhe oarkxrks of the vessel which bore them, but may attack beings outside of 
the ship who are nearby* such as boarders* Each serpent can attack one 
boarder once a round with a THACO J1, inflicting 3d6 points of damage for 
each successful strike. The serpents remain until the spell expires or they are 
slain; they are 10 HD creatures of AC 5. 

This spell may also be cast offensively* In this mode, the oars bect>me ser¬ 
pents of similar Hie Dice and THACO to rhase above, but rather than at¬ 
tacking oursidc the ship, theit poisonous head« are aimed w ithin a ship 
within range (including the caster's ship), attacking the oarsmen and de¬ 
stroying the ship's ability^ to maneuver. Tlie poistinous bite of these serpents 
Joes ld6 points of damage, but anyone bitten must make a successhj saving 
throw' vs. poison against type C poison. Those who successfully save suffer 
only 2d4 points of additional damage; tht^ who hil their saving throws suf¬ 
fer an additional 25 points of damage. The poison has an onset time of 
1134+1 minutes. Creatures struck repeatedly must make a saving throw every 
rime they are bitten. 

While the spell continues, the ship does not have the use of those oars 
rumed into serpents, and thus its speed may be reduced. The serpents turn 
back into usable oars when the spell expires, although those which were 
“killed” are broken and useless. 

The reverse of this spell, .mokes lo oars, changes giant sea snakes to oars 
for the same duration or negates the oars tosniikei spell according the level of 
the priest countering the spell (for example* a I2th-Ievel priest casting 
snakes fo oars can turn four sea serpents back into oats). 

The material components of this spell are a small piece of wcxkI and the 
scales from a sea snake. 


I Water, Protection 


Stormcloak (Abjuration, EvtKacion) 
Sphere: 

Range: 

Components: 

Duration: 

Casting Time: 

Area of Effect: 

Saving Throw': 


Elementa 
Touch 
V* S, M 
I year 
7 

One living being 
None 

Smrmclook sets up a condition that* w'hen the spell is activated at any time 
tor up to a year after being cast by speaking a secret word aloud, the spell re¬ 
cipient cannot die as a result of a storm at sea that she or he is CLirrently ex¬ 
periencing. Once activated, the spell guarantees that by so^me assortment of 
coincidental cim Jit ions (as far-fetched or commonplace as need be), the 
spell recipient w ill not drowm, be srmck down by flying debris, die of being 
hurled ashore against rtx:ks, etc. from that particular storm. 

Umberlant priest-s cannot cast this spell on themselves. 

The material component of this spell is the holy symht>i of the Umher- 
lanr casting it (which is not consumed in the casting). 

6th Level 

Waterspout (Alteratiim, Evocation) 

Sphere: Elemental Water 

Range: 10 yards/level 

Components: V* S. M 

Du rat kin: 1 turn 

Casting Time: I round 

Area of Effect: Special 

Saving Throw: Special 

This spell causes water to rise up into a whirling* cylindrical column. A large 
Kidy of w'ater must he present (in other words* a pond, lake* or the sea) or 
the spell is wasted; the magic cannot create water, A imter^pimt created hy 
means of this spell is 10 feet across, rises 80 feet akwe the water, and re¬ 
quires a depth of water of at lea.'st 20 feet beneath it. If sufficient space is not 
available for the spout to form* the spell is w'asfed. If it later encounters in¬ 
sufficient depth after it has formed, it collapses, inflicting 4J6 pomts of 
failing damage to all beings within it as rhe only damage it deals in that 
round and ending the spell, 

A umeTulmut is a destructive vortex of water which flails and sucks m 
creatures and objects it contacts and waterkirne items within 10 feet of ir- 
:^*lf (hclow' and on all sides), whirling them up to its trip before flinging them 
free. The caster can direct the watcrspotit to travel horizontally 10 feet per 
round. It Wall claw' akmg the sides of large immobile objects such as castle 
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walls or isIsuiJs thrtt ir is sent cigainsr and smash rhumgh flimsy harriers. 
When rhe spell expires, it sinks slowly dow^n. doing no harm to creanires and 
items it is carrying that round 

Items struck hy a uatcrspotiE must make item saving ihixiws vs. crushing 
blow once per round or he shattered and destroyed. Structures and larger 
items may well suffer strucuiml damage as determined by d\c DM. 

CreatUR's struck hy a u’cners/joui are sucked inro it the hm round. They 
are then helplessly Nvhirkxl about for 6d8 points of damage per round for twij 
rounds; they must a 1st) make a successful saving throw vs. death magic each 
rtmnd tu dmwn unless able to breathe in water by natural or magical means 
or hold their breath {a successful Strength and Omstitution ability check 
each round tir a succc^ssful swimming proficiency check each round. Final I y. 
they are flung free at the end of the next rtiund. taking only 3d8 points of 
damage during this round. (They need not make saving throws vs. death 
magic this round.) Being flung free typically hurls a creature IDO feet or 
more horizontally (in the midst of a mist of water) and bestows 6d4 points of 
lalling damage on creatures if they land in water or a swamp or as much as 
12d4 points of damage if they are hurled mio tree?, buildings, rocks, or other 
solid objects. Items still miraculously attached to a flung creatures body 
must make a stJc cess fill saving threw vs. cnishing blow when their wearer 
lands or K‘ destroyed; magical items receive a +2 htums to this iia\ ing throw. 
Only on rhe rouriLl of being flung free is a creature able to use magical 
means, such as an item or tjuick s^vll. to escape rhe effects of the u^armprnrt. 

The material component <jf this spell is a drop of water blessed by Um¬ 
ber lee Of by a sunioT Umberlant in the name of the gixldess. 


7th Level 

Maelstrom (Alteration. Evocation) 

Sphere: Elemetual Water 

Range. 10 yardi/level 

Components; V, S, M 

LXirarion: I turn 

GistingTime: 1 round 

xArea of EfTect: Spec i a 1 

SaV i ng Thmu^: Spec i a ] 

This spell cau-se-s a large bixly of water (a pon«.i having a 60'tdot-deep area 
that is itself 120 feet across or larger, a lake. t)r the sea) to sink and whirl into 
a sucking, drowning cone. The miu^htrom created hy this spell h a destruc¬ 
tive. descending vortex of water that suck-s in creatures and objects, whirls 
them aroutul atul dou n, arid thrusts them out i^f its bi^rtom deep underw^ater. 
Waterborne items arxl creature* wiihin 50 feet i»f the rniiehtTom's edge are 
drawn in to u at a rate of 10 feet per round until they enter the cone— 
whereupon they are whirled around and anDunJ. descending for four rounds 
before being expelled at the bottom on the fifth. Tlie machn'OTTi is 60 feet 
deep and 120 feet in diameter. 

Crearures able to swim and boats being rowed or under sail can fight 
against the pull of the ukiehtrom. making Strength ability checks each round 
thar if successful skiw' their progress into rhe cone to 5 feet. Vessels receive a 
Strength check based on a Strength score etpial to that of their strongest 
row er plus 1. 

Once drawn into the Tiuiehmuu and descending, creatures take 2d6 
points of buffeting damage per round hut trai'el in a fairly .stahle path. No 
spells requiring a material com|xmenr can be* cast, and imly items already in 
hand can he used, k>n each round, descending creatures must make a suc¬ 
cessful saving throw v s, death magic or drown unless able to breathe water 
by natural magical means or hold their breath (a successful Strength and 
Consiuiition ability check at a - I penalty each round or a successful Swim- 
[uing ]>rotickncy check at a -1 penally each round). 

On the fifth round (that of expulsion), the damage is doubled to 4d6 
points, and the saving throw vs. death magic is maile at a -2 penalty (-2 to 
holding one's breath). From the 604'ixii depth at the center vtf the cone, rhe 
creature is expelled 40 feet kii>wtiw ard and to one side. If a rocky bottom or 
any solid tjbject is struck during this forcible journey, an additional 2d4 
points of damage is taken . Tliereafter. the beitig is free of the mfteisrnim’s ef¬ 
fects hut 1 .S ICO feet helow' the surface of rhe water and w'il] drown unless 
means of breathing in water are available or an immediate ascent is made. 
An ascending creature must succeed at three swimming checks or three sets 
of Strength and ConsritiUion checks. If any iif these tolls fail, Ul4 points of 
damage are taken per failed roll. 

Items drawn into a ntficlsEmm are buffeted and then expelled just as crea¬ 
tures are ;m*.l must make successful item saving throws vs. acid for each of 
the four rounds of descent plus the round of expulsion or he destroyed. If 
rhey strike Kttiom when they are ex|x;lled, an additional item saving throw' 
vs. cnishing hknv is forced upon the item. If it is failed, the item is destroyed. 


Buoyant items that sutAuve all this slowly ascend to the surface. All others 
settle to the bottom wherever the inue(sm»T) hurls them. 

When the spell expires, the miichmjiti slows and becomes more shallow. 
Us central waters rise to the surface and carr^' all items and creatures up with 
them in an ascending, undamaging spiral. From the moment the spell ex¬ 
pires. no damage is dealt by a maeistrrjm; things not yet expelled from its biit- 
totn are txjme back to the surface m the described manner. 

Tlie material component of this spell is a drop of water blessed b\' Urn- 
berlec or by a senior Umberlant in the name of the goddess. 

Waukeen (Missing) 


(Merchants' Frrend) 

Li^sser Power of the Outlandsi N 

Portfolio: Trade, money, wx^alth 

Aliases: None 

Domain Name: Formerly: Outlands/The Marketplace Eternal; currently 
missing and presumed adrift in the Astral Plane 
Superior: None 

Allies: Lliira. Gond 

Foes: Mask 

Symbol: A guld coin displaying the face of the goddess facing to 

the sinister 

WoR, Align.: Any 


Waukeen (Wau-KEEN) is a relatively young deity. 
She appealed to the rising merchant in the 
Realms, and her ivorshipers included shopkeepers, 
members of trading costers, wealthy merchants, car¬ 
avan guides, itinerant peddlers^ moneychangers, 
and smugglers—many of whom may return to her 
fold yet, depending on bow events trampire. 

Waukeen Is a vibmnt and vivacious deity’ with a 
will to get things done. She loves wealth not for the sake of money itself but 
for the comforts, conveniences, and opporrunities it brings her and her fol¬ 
lowers, She likes the fast-paced bargaining and the give-and-take of the 
marketplace, and legend holds that she has been recognized many times by 
worshipers jiLst after she and her follower had finished a spirited bargaining 
session over an item for sale in a town market. (She always won the best 
deal, but the merchant was usually well satisfied w'ith the tenns also.) Wau¬ 
keen is willing to try oi]d methods to accomplish her goals when tried and 
true ones are just not working. This oiTcnness to innovation has led her to 
embrace many of Cond s ''new -fangled gadgets" long before other deities 
thought them wise. How'cver, while she is open to different metht.>iJs of 
prohlem-soh ing, she is also stubborn about having her way and very persis¬ 



tent. in fact, it is a combination of these virtues and flaw-s that led to the 
dire predicament she is in now'. 

Ft>r over 10 years now, Waukeen has been unheard from in the Realms 
and thought destrt>yej or dead. When all the powders of the Realms were 
confined to ToriFs surface, she w'as never Spotted by monals, and w hen the 
Godswar ended no avatar came forward to take over her portfolio. Nor 
even Cyric and Mask, responsible for the death of Leira and Bhaal, claimed 
her portfolio or claimed to have killed her. Her priests were deprived of 
their spells, and many of her worshipers and churches turned to other 
faiths. Pandemonium reigned among her clergy. Finally, in 1365 DR. a 
prophet of Lliira appeared with a revelation that was interpreted to mean 
Waukeen was dead and banished from the Realms and W’uuld not return. 


The prophet appeared at the gates of each of the temples of Waukeen in the 
Realms on a series of days, transported by magic, Ac each stop, the prophet 
said that Lliira wxjuld hold the portfolio of Waukeen in trust as its regent 
and grant spells to the worthy. Tlie Waukcenar temples, already battered by 
a loss of respect and w’orshipers, readily agreed, and the faith of Waukeen 
was smotirhly folded uito the worship of Lliira, with dissenting Waukeenar 
moving tti the faiths ot Tymora, Lathander, Shaundakul, and even Ekshaha. 
Lliira gained extensive power in the move. 

But w hat reaffy happened to Waukeen? 

Waukeen was indee^i confined to an avatar on the surface of Toril just as 
all the other piiw ers were when the Tunc of Troubles began. Just like many 
other powers, she wanted beyond all else to return to her home realm and 
from there to marshal her restmrees to resolve (dr help resolve) the turmoil 
in the Realms—preferably to her best advantage, Waukeen was fortunate 
in that the first avatar she encountered on Toril w'as that of Lliira, Tlie tw'o 
goddesses had previously been on good terms and saw no reason to change 
that state ot aflairs; in fact, fhey chose to travel together. Like many of the 
powers. Waukeen knew of rhe Celestial Staircase in Shadowdale and dc- 
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cideJ to rry^ to cliiob it (much as Mystm attempted later). Once Waukeen 
got to the top, she intended to bribe Helm with whatever his heart's desire 
was to let her and Lliira pass on to the Outer Planes* However, this plan 
quickly proved unfeasible, since Waukeen and Lliira prtKeeded no more 
than a quarter of the way up the Celestial Staircase before being menac¬ 
ingly challenged by Helm. He proved to l?e unbrihahle, a response m>t alto¬ 
gether unexpected from the god of guardians. 

So, Waukeen and LUira descended and retreated into the forest of 
Cormanrhor to plan. Watikoen. being the goddess of trade of all kinds, 
both licit and illicit, hit upon another plant She wotiid smuggle herself olf 
die Realms* To do this, she wotild have to use the netwt>rk of contacts she 
had deveiijped in her time as a gixidess and her extensive knowledge of 
trade and smuggling routes from the Realms mio the Outer Planes and 
from one plane to another She planned to mov'e along a circuitous course 
through the Lower Planes and approach her realm indirectly, so as to 
have the hest chance of sneaking past s wafclidogs into her realm. 

Waukeen, through a convoluted route, managed to contact Celestian, 
a power of long-distance and inrerplanar travel from another crystal 
sphere who owed her a favor* Celesrian agreed to repay the favor by trans¬ 
porting Waukeen off of Toril and into the Astral Plane and shielding her 
temporarily from Ao, hut there was one sticking point—Ao was prevent¬ 
ing all Realms deities from leaving Toril. In order to leave the Astral 
Plane and enter the Outer Planes, Waukeen would have to give up being 
a goddess. Because of the peculiar restrictions Ao had forced upon the 
powers in their avatar forms, Waukeen was able to shed her mantle of di¬ 
vinity, reducing herseli to no more than an extremely powerful, but ex¬ 
tremely knowledgeable, mortal. She left die mantle of her divinity with 
LI lira for safe-keeping, since Celestian adamantly would not risk offend- 
mg such a ptiwertul being as Ao by tr>'ing to transport LI lira, a gcnldess he 
did not even know, in addition to Waukeen. Lliira promised to guard 
Waukeen's portfolio and godly power until she returned for it, and Celes- 
tian transporteJ Waukeen to the Astral Plane withvnit incident. 

Once on the Astral Plane, Waukeen had arranged to he met by powerltil 
minions ot an underworld contact she had in the Ahyss—Grai’zr, an 
ahyssiil lord. Grar’rt's minions appeared as promised, and Waukeen accom¬ 
panied them CO A-ragmt in the Ahyss, There she Wiis to pay Graz ’-1 well ioi 
his help by revealing the hiding places (on the Prime Material and other 
planes) of the amounr of treasure they had agreed on would serve as pay¬ 
ment for Graz zts aid. Once in Graz'zt^s palace, however, Waukeen was 
trapped an^l hermyed. Graz'zt wanted to renegotiate the contract they had 
made, and Waukeen was to he his guest—indefinitely—so that he could 
benetir from her wealth of kiKiwIedgc—or rather, her knowledge about 
wealth. Since this time (to this ver>' day), Waukeen has been trapped in the 
4^th, 46ih, an^.1 4/th layers ttf the Abyss, shurried between the Argent 
Palace in Zelatar, where she Ls infrequently invited for tea and interroga¬ 
tions hy Gra: zi, and the habitation of Maretta, the Latly of the Counting- 
Hiuise who watches over the revenues from the pacts Grar'^t has made with 
mortals. (Maretta lives in Samora, a city of vice whose dwellings are built 
with an eye towarti cxcessiv^e tirnamentation.) Once Waukeen ev'cn es- 
capt\| her escorts and fled into the Viper Forest ol Z tin tor, only to tt'an6.ler 
lost for a tenday hetorc being lietniyed again to Grai’zr hy several tanar’ri 
whose tear i4 his wrath overcame their greed lor the riches promised to 
them for getting Waukeen to the Outlands. 

While Waukeen was gone, the Godswar was resolved, and Ao restored 
accu,s,s to the Outer Planes from Toril and removed his peculiar restric¬ 
tions on the pinvers' avatar forms. Rut Waukeen was nt>t there to benefit 
from this renewed access, and her divine power rested (ar least temporar¬ 
ily) in another being, so her form was not changed. Lliira became increas¬ 
ingly worried over her friend s failure to reappear, but wa,s unable to locate 
her cither. Divinations hy Waukeen’s own faithful failed to work, gave 
confusing readings due to the muddled state of her divine power, or mys¬ 
teriously cross-con nee ted with the Abyss and drovx' ilie Llivinets insane. 
Lliira saw Waukeen s church disintegrating before her eyes and felt the 
only way to pre.serve what was left for her friend's rettirn tvas to take con¬ 
trol of it lienself before a more basely motivated power mo’k'ed in to take 
over. She instructed her prophet as to whitt to say and transported him to 
the gates of every temple to Waukeen, as described above, TTic prophet 
was to emphasize W'aukeeiTs uncertain status and the regency of Lliira, 
but the Waukeenar, already in a panic-stricken stale after receiving no 
new spells for years, immediately heard what they thought they were 
going to hear and recorded that Waukeen was dead. 

Campaign Effects of Watikecn^s Status: Ongoing Forgotten 
Realms setting campaigns can make what they wish of this revelation of 
the fate ot Waukeen, Three suggested possibilities are: 


Wmikecu r5 Still /m|>risoTied- This is the official state of affairs and main¬ 
tains rhe current Realms status quo. However, n is likely that at some 
time in years to come an intrepid group of adventurers may discover in¬ 
formation that allows them to attempt to rescue Waukeen. This entr^* 
contains sufftetent information to enable campaigns to integrate a re¬ 
vived church of Waukeen. 

Wawkeen is Dead: Events occurred as detailed above, bur Waukeen 
died recently in the Abyss. Lliira retains Waukeen's divine power and fi¬ 
nally incorporates it into herself. She becomes the next lesser power of 
the Realms likely to become an intermediate power. Shaimdakurs cara¬ 
van and trader worshipers continue to expand, and he becomes a candi¬ 
date for the next major god of trade and money in the Realms, w'orking in 
the sendee of Lliira* 

Waukeen Escapes: E\'ents occurred a^i given above, hut Waukeen es¬ 
capes immediately or at a time convenient to the DM's ongoing cam¬ 
paign. Most of rhe Waukeenar who joined the churches of LaihanJer and 
Lliira return to Waukeen, although rhe Tymorans and Shatindakiins do 
not, Shaundakul develops a dose relationship ivith Waukeen as the two 
powers work out the new boundaries of their ponfoho^. If Waukeen ever 
rises to the status of intermediate power, Shaundakul will serve her as the 
deity of traders and caravans. Alternatively, Shaundakul may experience 
a sudden waning of his power as Waukeen experiences the first Rush of 
power on her return and he once again diminished to rhe status of a 
demipower, only to take up service with Waukeen as rhett relationship 
becomes closer 

WaiJkeen's Avatar (Clerk 30, Mage 22) 

Waukeen appears as a young, beautiful, slim woman whose hair is long, 
luxuriant, and the hue of spun gold. Her eyes are two golden orbs. She 
wears a gown of gleaming strips of various precious metals studded with a 
wide variety of precious stones, a cloak of linked gold coins, a sash of 
cloth-of-gold, and gold-soled hoots of linked, laced pearls. She can use 
spells from any school or sphere. 

AC -2; MV 15. FI 1 5; HP 166; THAGO 2; -AT I 
Dmg IdiO 

MR 75%; SZLCIO feeil 

Str 15, Dm 19. Con 19, Int 24. Wis 21, Cha 24 
SfH4L P: 12/12/12/11/1LW&. Wr 5/5/5/5/5/5/4/4/3 
Saves PPDM 2. RSW 3, PP 5, BW 7. Sp 4 

Special Alt/I>ef: Waukeen can walk on air. levitating at will and then 
striding about. (This is reflected in her movement rate.) She can spray 
Id 100 gold coins per round from her hands at will in a 6-inch-wjde, 60- 
foot-long stream as either a helpful gift or as a weapon. Tlie stream strikes 
with her THACO and iji>cs 4d6 points of damage of bludgeoning (Type R) 
damage per round. The coins remain after she ceases the spray. 

Waukeen can cause a /kme strike or spit molten gold in addition to her 
normal actions each round. The /lame strike is made of roaring flames 
wrapper! in a whirling helix of gold coins that \ anish with the end of the 
conflagratictn* TTiis /lame strike inflicts 6db points ot damage uptm any one 
creature within 100 feet. (A successftil saving throw halves the damage,) 

She can spit molten gold up to 6 feet honzonially. The metal does 4d4 
points of heat damage if it falls onto a living creature while still smoking 
from hot lips. Vt' hen cool, it can he collected to he used as any precious 
metal is. (It is very pure and thus very soft and easily scraped up with a 
tool.) 

Waukeen is immune to electrical and lightning damage, ckarm spells 
and spell-like abilities, and illushins of any kind. 

Other M a Hi testations 

Waukeen usually manifests as a glowing shower of gold coins that materi¬ 
alizes from nowhere and undulates like a serpent or orbits a chosen being 
or item the goddess wants attention draw n to before the light dies and the 
stream of coim collapses in a spray of bouncing, rolling coinage. The 
coins are real and can be snatched up hy anyone pre.sent* Waukeenar al¬ 
ways try^ to grab them it possible, seeing them as '^divine essence of the 
godde.ss. She also appears a.s a pair of gleaming golden eyes (in dreams, 
often only halt seen), watching from an impenetrable riiadow'. 

Waukeen also acts through the appearance or presence of ferrumachs 
and plumachs* Mtwe commonly she sends money w here none is expected 
to he found (such as a face-up copper piece on a path), palomino horses*, 
golden cats, golden lions, kick lurkers, lilaftodils, clirine.s, pyrite, gold 
nuggets, and eagles (especially golden ones) to show her favor and a.'i a 
sign to inspire her faithful. 
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The Church 

Clergy: Clerics, specialty priests 

Clergy's Align.: NG. LN. N, CN. NE 
Turn Unuead: C: Yes. SP: Yt^ 

Cmnd. Unde ADI C: Yes, SP: Yej^ 

All clerics and specialty priests nf WaLikeett receive religion iFaerOnian) as 
a hottus Dt>nweapi>n proficTency. All priests of Waukcen must pay a tithe of 
25% of the money they make to the chiiich. This does not included 
church-bestowed w'agus or stipends or money collected for casting spells 
uptm worshipers w hile working at a temple or shrine (since this money goes 
CO the church, nor the priest), hut does included profits from investments, 
trciisure gained while adventuring, rewards, fees* etc. 

Most of the former priests of Waukeen are now' Lliiraclsts, eirher fully 
taken w'ith the power of the faith oi worshiping Lltira as Waukeen’s godly 
regent, rh(’>ugh some also joined the churches of Tymora. Lathander, Be- 
sliaha, and ShaundakoK The (remaining) clergy members of Waukeen are 
known as Waukecnar, hut n\ost other faiths call them "coinspinners." This 
name comes from the fact that they are not misers, but w'ild spenders, dis¬ 
playing the bounty nl ibe gtxJdess to all. The church is appniximacely 40% 
clerics and 60%i specialty priests. It is organized in a ltx>sely hierar¬ 
chical manner, and all temples of Waukeen m Faerun an- _ 

sw er to one head of the church, w hti holds the title of 
Holycoin. Specialty priests of the faith are 
kmswn as goldeyes because their pupils turn 
that blazing hue due to the touch of the 
goddess, Goldeyes are among the most 
successful prospectors and rnmh-rrea- 
surefinder^i in Faerun. 

Novices are knowm as Telchar 
amtmg Waukeenar. In ascending 
order, the ranks a priest may 
rise thrtmgh after she or he is 
confirmed are: Com, 

Ahreeant, Qxinter, Trahbai. 

Investor, Halanthi, Lender, 

Syndo. ManycoinSt Grand 
Trahbar. Spender, Grand 
Syndar, Ovcrgold (a general 
term tor high clergy), and 
Holycoin. 

Temples ot Waukeen are 
built in many architectural 
styles, hut a preference for or- 
nateness and ornamentation is 
prevalent no matter whether the 
building is a sijaring cathedral or a 
classical fempte featuring a large 
pt>rtico and tnany columns. Decora¬ 
tion in Waukeen's ten’tples covers the 
iLH>rs walls, rot>t pillars, and ceiling if pt>S' 
sible. The dcciirarive elements are kmique. 
intricate, brightly colored, and feature as much 
preciou-s metal and as many gemstones as can be 
logically or tllogically fitted into the design. 

Dojinia: Waukeen teaches that mercantile trade is the best 
road to enrichment. Incrca.sing the general prosperity of all buys ever-gteater 
civilization and h;ippine,ss for intelligent folk Faemnvvide. bringing ever>’i>ne 
closer step hy step to the Golden Age that Waukeen says lies ahead—if 
people conduct rheinselves nghtlv It is the duty of all who belje\'e in the 
Merchants" Friend lo destroy no trade got ids, raise no restrictions to trade, 
and pnipagate no mallcioiLs mmors that may barm trade (such as saving that 
grapes from Chessc'iua are pvasoned or that Cormyreun carved furniture con¬ 
tains Ixvring worms that Cormytes are try'ing to export to the lan^k of ctim- 
petitors). Indeed, such mutots are to be challenged when heard ami refuted if 
pi>ssible. 

Fairhtul of Waukeen shi>ukl give money freely Ki beggars and businesses 
alike, both to demonsmite the botinty <if the goddess and the wealth to be 
gained by serv'ice to her and to increase the free coin in everyime s hand.s. If 
evervtme has more rhatr enough coin to speukl, the tendency ttj hide and 
hoard b less and the urge to buy this or that all the greater—and more 
things are Ixnight. and every'one is the richer. Tlirough riches the lives of all 
are miule herter, and the Golden .^ge draws nearer. 

Telchar oi Waukeen are charged: "Worship me, and you shall know 
wealth. To guard youv hinds is to venerate Waukeen and to share them well 


seeds your future success. Call on me in trade, and 1 will he there. The bold 
find gold, the careful keep it— and the timid yield it up." 

Day-to-Day Activities: Waukeenar travel the world aiding merchants 
or staff temples in large cities that serv-e as moneylending and changing 
houses, safe STorage warehouses, and (covertly) fences for stolen goods—all 
in exchange for fees. Temples also provide w'ealtby merchants w ho give 
generous tithes to the temples suinpniLius priest-guarded accommodations 
in town during rheir stays. 

Waukeen's clergy members are under orders to invest in a!l enterpn^ies 
that ha ve any reasonable hope of succeeding if they are run hy devout 
worshipers of the goddess and to consider other investments if ap¬ 
proached by entrepreneurs willing to make substantial offerings to the 
goddess. Waukecnar are not above manipulating trade hy means of ru¬ 
mors, buy-ups, hired border brigands, and the like, but strong public criti¬ 
cism of such unsuhtle tactics in the past has led the church to officially 
deny undertaking such things—and to order its priests to Jo such work 
only with the greatest subtlety', so that no one whn suspects their hands at 
work will he able to prov e anything. Personal enrichment is the sign of a 
wise priest, but this must be done through arms-length investmencSt i>Dt 
openly unlawfril acts. 

_ Holy Days/lmportatit Ceremonies: The usual altar 

to Waukeen is a plain stone block or wooslen table on 
which is set a blessed golden bowl. As gold coins 
and other riches are added to it, the bowl rises 
off the table, levitating due to an enchant¬ 
ment that becomes stronger in direct 
prtipLsrtion to the nonorganic w'eighr 
added to it. (Such a bowd can be 
rowed ahour without the mover 
having to take the weight of its 
contents and used to shift heavy 
stone blocks, rocks, or furni- 
ture. bur no use of it is ro he 
made that allow's nonclergy 
members of Waukeen to see it 
in secular operation.) All rit¬ 
uals Co the goddess center 
around offerings made by 
worshipers into this bowd, 
and if a member of the faith¬ 
ful ever vi ishes to make his or 
her nightly prayer and is not 
within reach of such a K>wl, a 
single coin must he cast into 
water (such as a stream or 
pond) and left there as the sup¬ 
plication is made. 

The first ritual of high holiness b 
the Cleaving, wherein nonhehevers first 
entering the faith, people entering their 
novitiate, novices becoming priests, or priests 
rising in rank dedicate themselves to the goddess. 
This involves entering the church covered with dirt, 
and in this state going to the altar on ones knees, carrying 
or dragging (use tjf a sledge and body harness is allow'eJ) one's 
ow'n weight in gokl. The gold is placed on the altar, the howl is then kissed hy 
the supplicant, and as a hymn to the gtKldess is sung by all, stone covers in the 
flixx ToW hack to reveal a warm bath of spiced w tne. As the supplicant enters 
it, the offering bowl levitates and ptiurs out its contents of liquid gold (actu¬ 
ally holy water laced with flecks of gold) into the waters. The supplicant 
bathe.s until clean but sparkling w ith gi,ilJ as hymns to the gcxldess continue. 
Priests then come forw ard to allow the person to mcvdcstly he dried and 
clothed in new grand, gaudy garh. After this, a feast hegins. 

The best'known ceremony tvf holiness js the bestowal of the Mark of the 
Lady, a gold chevron in the form of a giant coin of Waukeen. Tlris is done to 
reward priests or faithful worshipers the gLxldess who have achiev'ed great 
succe.ss or distinction in their endeav ors (in either words, vvho have enriched 
the church and/or their communities, not mereW theniselves). The Favivred 
One ends up with the coin on a sash, and all who attend such a ceremony re¬ 
ceive a single tiny gold coin. (Some people have three or more of the heavy, 
fragile, highly prized giant coins, which cost 450 gp or more due to the gtvld 
that goes into them.) Thieves are warned that Waukeenar seem to hav e a 
spell that allows them rti trace such coins. On two txcasjons when the gift 
coins were stolen, clergy memhers unerringly to!lowed the thieves and re- 
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covered the wealth Oi’i one case from a ver>' elahorate hiding place) before 
slaying rhc thieves for their temerity and sacrilegious behavior. 

The church of Waukeen holds many festivals, mid such holy rituals as 
the Cleaving and the bestowal of the Mark are usually performed at one of 
them. Other features of such gatherings alw'uys include assembly at a spot 
where hymns are sung to the goddess joften a pond or w-ell where faithful 
worshipers can throw m their coins and pray), a pamde in full finery from 
that place to the temple (accompanied by musiCt and sometimes hy un¬ 
wanted pranksters who throw' stones, eggs, and refuse at the gaudily-dressed 
clergy), and a solemn sernum, any holy rite scheduled, and then a feast chat 
goes on into the wee hours. If no holy rite is scheduled to be celebrated, 
then one is nor held and its place in the service is taken hy a public Prayer 
CO the Lady Waukeen, given hy the senior priest present. The feast is in' 
voltes much merriment because of the freely flowing drink and is always 
accompanied by hired entertainment— jugglers. Jancens, musicians, story¬ 
tellers, contortionists, trained animals with their keepers, and hedge wl:^- 
atJs who do sleigh t-of-hanJ cricks and minor cantrips. 

Each temple can add its own festivals to the roster for whatever reason, 
but all important communities of Waukeen-w'orshipers celebrate the dozen 
High Festivals: Cold Counting Comfort, Great Weave, Highcoin, Spheres, 
Sammardach (SAM-mahr-dock), Brightbuckle, Simyn (SOR-mhn), Hub 
dark, Spryndalsiar (SPRIHN-dahbstar), Manhtvnn, Tehennteahan (Teh- 
HEN tee-ah-han), and Otbar. 

Cold Counting Comfort occurs on rhe 15th of Hammer and is named 
for the accounting that gtres on in many businesses during this dow-n time 
at rhe height of the harsh w inter. Great Weave is celebmtcd on the 20th of 
Aliuriak and is named for the t apes try- W'cavlng practiced in all wealthy 
househtdds throughout the winter and the rextile-inaking to w'hich cloth 
merchants devote this month. 

Highcoin is celebrated on the 30th tif Ches, It is a grand feast when spo¬ 
ken accolades, acctimpanieJ hy trumpet fanfares, hail rhe wealthy for 
amassing such worth and offerings are amassed for the next festival, 
Spheres. Spheres is held on the 10th of Tatsakh. During this festival glass 
spheres filled w irh gems and coins are paraded around a city and then 
lobbed into the atr hy catapults to fall into the city, shatter, and spill out 
their contents at random for the general pipulace to snatch Lip. 

Sammardach occurs on rhc 12th of MinuL Tins ohsen ance is named for 
rhe richest benelacrorot the early church, a merchant so rich that he once 
bought a city -now^-v^anished Tsahran, which stood just SLHitheast of Air- 
spur along the Cliesscntan ct>ast, and gave it with all its properties and busi¬ 
nesses to the Waukcenar. Brightbuckle is held on the 2lsr of Kythom. The 
advent of gotid weather i.s marked hy a parade in Hnery of all who wish to 
attend a Waukeenar church least, ol whatever fatth—and Waukeen's 
priests give inspirational talks Libout the growing wealth of rhe lands around 
and show recent works tif the Lady through (hirtxf) illusion spells in hopes 
of eticouraging new worshipers lo join the faith or the priesthotvd. 

The 3rJ through the 5rh of Flamemle is Siimyn, a festival marking the 
time tor platining, the making vif treaties and agreements, and the receiving 
of envoys from utiknown f,inH.ls and traditional ft>cs. Much wine is <.3runk at 
this three-day occasion, when ‘^my enemy is like a brother to tue." Huldark 
is celebrated on the 17th of Elesias. h is a feast wherein the bounty of the 
land, which feeds and sustaitis us all, is celebrated, and faithlLil of Waukeen 
plant new fruit trees or vegetable plants. 

Spryndalstar occurs on the 7ih of Eteint. Spryndalstar recogni:es bow 
magic and the ideas of those whti work with it have enriched us all: Wau¬ 
keenar sjxinsor mages in their endeav ors anvl hire wizards to cast spells to 
awe and entertain folk in public spectacles. The 1st of Marpenoth marks 
Marrhoon, the church s recognition of the vigilance and work of soldiers 
and guards in defending the wealth and the seCLirity of tlwise who genenite 
it. During Marrhtvon, such folk are feasted and giv^en gifts of gold—and 
each major temple sponsors one lucky warrior into retirement hy giving 
him or her 10 times his or her weight in common coin and a steading to 
enjiiy it on. 

Tehennteahan is held on rf^e 10th of Uktar, It is known as the Night of 
Hammers atitl Nails and is a day-ltmg feast in which Waukeenar salute the 
inventions of simple folk—^smiths, crafters. and those who work with their 
hands and not magic—and htnv their works hetiefit us all. New innovations 
are deniLinstrateJ. shops are shut so that their keepers can join in the feast- 
ing, and the church buys all rights ro certain inventions for a nxim full of 
gold per invention purchased. (The room has to he one in the inventor's 
house, and the church fills it tti the rafters with gold coin,) Orhar, held on 
the 25th of Night.d, rLiimds tuit rhc yearly festivals. It is a solemn remcm- 
hrance of the dark side tif wealth. Prayers are said for those driven mad hy 
gold or their miserlmes.s, those slain by thieves and brigands, those who 
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died trying to steal, or who met their ends adventuring or mining after gold, 
and like people. The public is invited to a Candle Feast w'herein well-loved 
deceased merchants arc remembered with praise, and the church reminds 
allin the community that u has the power to trace and hunt down tliieves 
who steal the wealth of those who worship Waukeen—anui will itse it. 

Major Centers of Worship: The former center of Waukeen worship, 
the Goldspires, a large fortified castle-abhey whose towci^ are adomisl with 
gilded conical rcx>fe that ri.ses high above Athkatla on its own seafront crag, 
is the only remaining large enclave of Waukeenar. This House of All Plenty 
(a term given to all major temples of Waukeen) is really a sMall fonifieJ 
city in its own right aiiiJ is said to he supported by no fewer than seven ris¬ 
ing merchant houses of .Ainn, who see tt^as their only way to true pow^ in 
the land in the face of rhe might of rhe older merchant families whii rule. 
The Goldspires is ruled hy the Holycom Voice of the Lady Tharundar 
Okhm, an aged patriarch of huge size and impressive w'hite-hnnvwi nuen. 

He is assisted hy no fewer than five ambitious, beautiful WLimen.iif various 
ages and backgrounds, the "Five Furies^b Barasta Cleeith, JJaeria Eihgil, 
Faerthae Garbluech, Halanna Jashire, and Sariila Tebrentan. These women 
are all Overgold si.'.ters who pursue a vicious game of quiet in-fighring to be¬ 
come Tharundar's successor as the supreme head of the diurcb of Waukeen 
in Faerun. 

Affiliated Orders: The church of Waukeen as no church-affiliated 
knightly orders. It readily sponsors adventuring companie.s wbt> can present 
a reasonable prospect of show ing a profir and promise a 2ri'X> tithe to the 
church, and it often hires mercenary and adventuring companies guard 
trade caravans and shipments of church trade goods overseas. Persistent 
tumor holds that many individual Waukeenar (If not the church itself) 
have long-standing connections w'ith the Iron Throne. 

Priestly Vestments: Waukeen^s clergy members are among the most 
lavishly dressed, rivaling those of Sune, Milil, and LathanJer in their rich 
robes. Waukeenar ritual garb is gaudy and ornate, w'irh white silk undergar¬ 
ments, slashed and fluted sleeves and bmrs, pince-nez and lorgnettes (if the 
priests have any weakness ol visitin), various useful items dangling from silk 
ribbons, and call gilded and begemmed miters. Tunics* trousers, hose, or 
tabards may be w'om as desired {<ir as the season makes practical), but these 
are always ot the finest, most costly fabrics and furs, dyed and arranged for 
the most vibrant display possible. The entire ensemble is covered hy a 
gilded scarlet cloak heavy with the weight of thousands of wheels, plates, 
da.sp.s. and flourishes of various precious tiietab. The costume is imished tiff 
with W'hitc gloves and a gilded rod or staff, w^hich is either magical or or¬ 
nately carved and set with gems. (Many Waukcenar carry' sta//s of ctzrmg sti 
as to heal wounds in return for substantial donations to the church. Tliese 
smffi of curing represent rhe sole major atagical energy- left in rhe church at 
the present.) High clergy' usually wear coroners with rheir miters, and out¬ 
shine many monarchs with their garb. 

Adventuring Garb: Waukeenar wear the clothing of rich merchants 
when in the streets, and annor that is gilded, white-enameled, anki painted 
w ith elaKirate scenes tvhen they ride into danger. They tise chariots en¬ 
chanted to make them float or ornate curtained palanquins. {Horse.'; still 
puli the chariots, hut the weight is much less and the tide both fast and 
smooth.) 

Spficialty Priests (Goldeyes) 

Re«ui RE,M£NTS; WisJum 14.1 ntfllisencc 12, Charisma 12 

Prime Req.: Wisdom. Charisma 

Alignment: N 

Weapons: All bludgeoning (wholly Type B) weapons 

ARMt>R: Any 

Major Spheress: Astral, charm, creation, divination, guardian, healing, 
necromantic, protection, travelers, weather 
Minor Spheres: All, elemental, summoning, sun, wards 
Magical Items: Same as clerics 

Req. Profs: Etiquette 

BtiNUs Profs: Appraising, gem cutting, modem languages (pick a lan- 

guage) 

• GtilJcyes can either command or turn undead creatures whene\'er they 
encounter them, but all creatures in any given group must be eitfter 
turned or commanded, not Ixith. 

• Goldeyes can select nonu'eapl:^n proficiencies from both rhe priest and 
rogue groups with no crossowr penalty. 

• tjt>ldeyes ha\'e the ability' to discern tme metal from lalse. They cannot 
identify metal per se, btit can determine if a supposedly gold coin is truly 
gold or a gold-plated lead fake, c^reven if ir was created magically (say, by 
a Jjimi). They do this by hefting the item in their hands and thinking of 
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whdt the material shouJd be. For mixed metals, they get a "p^rtiar result 
for those metals which arc a significant component of the alloy. 

• Goldeyes are never harmed by lock lutkers; lock Inrkers simply avoid 
them and rehise to strike them if possible. If trapped or picked up by a 
goldcye, they may be tamed and trained if rite goldeye has the animal 
training proficiency. (Lock lurkers are detailed in FRQl The Haunted 
Hulh of Evening5t«r and the Monstrous Compenohjm Anniuil Volume 
One.) 

• When they are admitted into the priesthood, goldeyes are gifted with 
maximum starring money (180 gp) and three magical items acquired for 
them through the wealth of the church. Goldeyes receive these three 
magical items for free at 1st level They must pick one item from each 
category: containens, ctmveniences, and miscellaneous. (Descriptiims of 
these items are found in the Dungeon Master Guide, the Tome of 
Magic, or the ENCYCLoPEDiA MA<ncA^“ hooks.) The church does not 
replace items later destroyed or used up. 

Containers: Heu urJ's handy hnuersack, girdle of muny poturhes, poucA 
of acci^sMUty. 

Conveniences: Crystal parrot, everhounti/ul soup kef tie, fur of 
tearmtA, ml^f tent, Murfymrs spcjon, sheet of smallness, uind/an, u-anJ 0 / 
Frtmt’ Makmal fxickef, Reglar’s gloi^es o//reedom, Skre's locks and Atdts. 

Miscellaneous: Jeuel o/^kulessness, Murdock's insect uard, Moi^ur's 
TTutrt eliJus pigmenis, oil of slip/ieririess, od of ethereolness, pouder of cortguk- 
non, sovereign glue, uniurntd solvent. 

• Once a day, goldeyes are able to contuse people they arc speaking with 
about the value of numbers as if they were wearing a fcroocA of numinT 
numbing. Victims with whom they arc conversing receive a saving throw 
vs, spell. If the saving throw is failed, the victims forget the relative 
value of numbers and cannot remember if five is greater than three or 
tens are smaller than hundreds. Further, victims do not recogni-e their 
inability to remember the values of numbers. While under the influence 
of this ability, they helieve that all niimhers are pretty^ much the same. 
They accept any claim pertaining to numbers and almost any financial 
deal ser before them. They do remember the relative value of coins 
(that gold pieces arc worth more than silver pieces), but not the exact 
conversion rates. 

Tills ability lasts only while the geddeye is present and for id4"*-2 
rums rhereaiter. Once the effect wears off, victims regain their normal 
understanding tit numbers and remember exactly what they did and said 
under the efteci of this ability, rhtiugh they do not necessarily know the 
cause of their behavior. 

• At 3rd level goldeyes are able to detect metals or minerals once a day 
tor up to two turns as if they themselves were urotids of metal anJ mmcrul 
detection. 

• At 3rd level, goldeyes are able cast gro^p (as the Istdcvel wizard 

spell) once Jay. 

• At 5tb level, goldeyes are able cast knoie citsums (as the .Ird- level priest 
spell) once day. 

• At 5th level, goldeyes are able to function as if they carried a rrjJ of 
spicmkiT for a one-day period once a tend ay. During this tiute, they are 
bestowed with an effective Charisma of 18 and their garments and 
unnor appear to be of the hnest quality and condition, through no neve 
garments are actually created. 

• At 7th level, goldeyes are able to cast fjrobaAiAiy contrul, odclitifai, or firt 
purge (as the 4th-level priest spells) once a day. 

• At 7th le\ el, goldeyes gain the ability to create fancy cloches once evei^’ 
renday. Apparel created (which cannot be armor) is made to fit the 
gtilJeye Li.sing the ability and appears upon the goldeye when the ability 
is used. The outfit created canmjt be specified exactly but always fits the 
use the goldeye had in mind when calling on the ability. Tile garments 
are nukle of the finest fabrics with adornments of fur and jewels. The ap¬ 
parel remains in existence unles.s the goldeye attempts to sell any part of 
it or any part of it is forcibly taken from him or her, whereupon all of the 
outfit immediately disappears. Except in these conditions, outfits may 
be removed and stored for later use and can be dispelled by the goldeye 
k'Ko created them at any time, hut are otherwise permanent. 

• A r 10th level, goldeyes are able to cast cloud of ptirificatkm, grounding, or 
sAriekiiig ualb (as the 5thdevcl pnest spell) once a day. 

• Ac 1 Orh leve I, gc il Jeyes gain the abi 1 i ty to create a palar ial te n t wh ich I ast s 
for a Jay t>nce eveiy' renday. Tlie cent is a huge pavilion of silk encom¬ 
passing between 1,500 and 3,000 square feet and containing temporary' 
furnishings and kxxJ suitable to the splendor of the pavilion and in suffi¬ 
cient supply to entertain as many as 100 persons. Tliis tent remains for an 
additional Jay per tw^o levels of the goldeye abiivc lOth until the goldeye 
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reaches 30t:h level, at which point the tent can temain for 10 days, the 
maximum. If summoned in other chan a mild climate and gixxl weather, 
the magic attempts to produce a tent more suitable for the weather and 
made of fine, decorated canvas, u aterproof seakkin, expertly crafted 
rushes or bark, orfuis, but such tents are smaller to better ivichstand winds 
and inclement w^eathcranJ the number of people that can be entertained 
is cur in half to 50 for rainy wither or down to 25 for cold weather. 

• At 15ch level, goldeyes may convey Waukeen's curse upon those who of¬ 
fend Waukeert or her church. To do this, they must couch oftenders or 
strike them with a thrown coin (no saving throw allowed). Circum¬ 
stances w'ill always arrange themselves to cause cursed beings to lose 
money, be robbed, suffer a disaster, be heavily raxed, be unable to sell 
their goods, and so on, until the curse is lifted. Such cursed beings nether 
make a profit at any endeavor (chough they may break even) until the 
airse is lifted by the goldeye chat imposeil it or a nemove curse cast by a 
higher-level priest of Waukeen than one who delivered \S/'aukeen's ntrse. 
If a person is nor desen-ing of the curse, Waukecn docs not allow it to be 
enacted, and the priest who attempted to bestow it must atone to the 
goddess before she or he again receives any more spells or is allowed t 4 » 
use any special abilirieS- 


Waukeen^^r Spells 

1st Level 

Tniemetal {Di v i nat ion) 

Sphere: Divination 

Range: 10 yards 

Components: S 

Duration: 1 round 

Casting Time: 4 

Area of Effect: A ^O-fotit-radius, 9D'degree arc in the direction the 

caster is facing 
Saving Til row; None 

This spell enables the casiter to detect the true consistency and comfHjnencs 
of any metal that is w ithin range and in the general directinn (90* arc) the 
priest is facing when the spell is compleied or chat enters this area during 
that round. The spell also tells whether such metal radiates a dweomer or 
not. Though this spell can be used to find concealed money or weapons or 
reveal magical weapons, it is usually employed to ferret out false coins, 
coinage containing lead or made of a thin coating of one metal over an¬ 
other, and magical or enspelled coins, since a common methixl of harming 
or spying nn a rival merchant is with magic carried by a coin chat passes 
into the rivals possession. 


3rd Level 

Sumtnon Lock Lurker {Evocation) 

Sphere: Summoning, Animal 

Range: 10 yards 

Compcinents: V, S, M 

Duration: 8 hours 

Casting Time: 6 

Area of Effect: Special 

Saving Throw: None 

Within one round of casting this spell, the priest magically conjures Id) 
lock lurkers. (Lock lurkers are detailed in FRQl TAe HaimitiJ Halls of 
Et enrngstar and the Monstrous Compendium Annual Vblttm^ One.) The 
lock lurkers appear in an area wuthin .spell range, as de.slred by the caster. 
They follow^ simple instructions of the caster, who is conveyed the ability to 
communicate basic concepts verbally to them ibr the duration of the spell 
(though the caster cannot understand the lurkers in turn). They are typi¬ 
cally set to guard treasure, small areas such as the interiors of chests, bags, or 
pouches, t)T the person of the caster. 

These creatures do nor check morale. They vanish when slain or when 
the spell Juration expires. 

The material component of this spell is a gold coin. 


4th Level 

Doublecoin (Evocation) 


Sphere: 

Range: 
Components: 
Duration: 
Ca.sting Time: 
Area of Effect: 
Saving Throw^: 


Creation 

Touch 

V,S.M 

iVrmanent 

7 

One ct>in 
Special 



























I 


This spell consumes ^ single coin nr metal disc and replaces it with two iden¬ 
tical coinfi* The coins aa" abseilutely identical, not just similar in type, and so 
scratches* special markings, and the like are reproduced. The spell destroys 
any dweomcr that may be In existence on the coins. The spell Is silent, but a 
faint, mi>mentary glow accompanies the permanenr change it causes. Each 
time the spells is cast, the caster must make a saving throw vs. spell If the 
S41A ing throvA' succeeds, the spell is executed as intended and nothing uuuy 
ward tjccurs. If the saving dirow fails, the caster suffers the permanent loss of 
1 hit pi>ini> hut gains 2d 12 additional exact duplicate coins out of thin air. 
Although rhis magic affects coinage of any size and it can only w'ork 

on metal, not on gems, w%jod trade tokens, or coinage made of a combina¬ 
tion of materials where at least one component is m>n metal lie. 

Tlic material comptment of this spell is a single coin or metal disc. 


5 th Level 

Minor Wealthtwist (Alteratiim, Necnunancy) 

Sphere: Healing, Necromantic 

Range: Touch 

Components: V* S. M 

Duration: Special 

Casting Time: 8 

Area of Effect: Special 

Saving Thrim-: None 

This spell transforms gems, trade hats, and/or coinage of a value of 250 gp 
per spell level into one of the following spells, chosen by the caster and en¬ 
acted inj^tantly on him or through his touch on another being: cure ligfit 
HYjimds, cun; b/indness or dert/ness, cure disease, cure serious wounds, or new- 
irdi^e poison, if insufficient funds exist for a chosen spell, the caster is in¬ 
stantly made aware of this, and if enough additional funds cannot be 
couched within the two rounds of the spells casting, the caster w'ill have to 
settle for a lesser spell effect or waste the magic altogether. 

This spell b (jften used by Waukeenar as a special boon to Waukeen- 
worshiping merchants who are willing to make substantial dnnati^ins to the 
church in return for some extra protection. 

The material component for this spell is the wealth needed to cast the 
level of spell desired. 


7th Ltvel 

Wealthtwist (Alteration, Necri>maiiLv) 


Sphere: 
Range: 
Comixmei'its: 
Duration: 


Healing, Necriimantic 
Touch 
V, S. M 
Special 


Cijsting Time; 2 rounds 
A tea of Eff ect: Spec i a I 

Saving Throw: None 


This spell transforms gems, trade bars, and/or coinage of a value of 250 gp 
per spell level into one of the following spells, chosen by the caster and en¬ 
acted irtstantly on him or through his touch on another being: cure ItgiKt 
u'ounds, a*re blindness or deafness, cure disense, cure seriaus wounds, neutralise 
poison, cure critical u’ounds, beat, regenerate, and dimcJision d<>or. If insuffi¬ 
cient funds exist for a chosen spell, the caster is instantly made aware of 
this, and if enough additional funds cannot be touched within the two 
rounds of the spell’s casting, the caster will have to settle for a lesser spell ef¬ 
fect or waste the magic altogether. 

This spell is often used by Waukeenar as a special boon to Waukcen- 
tt'orshiping merchants who are willing to make substantial donations to the 
church in return for some extra proleccion. 

The material comptment for rhis spell is the w-calth needed to cast the 
level of spell desiretl. 


WeaJthword (Akeratton, Necromancy) 

Sphere: Healing, Necromantic 

Range: Touch 

Comptments: V, S, M 

Duration: Special 

Casting Time: 2 rounds 

Area of Effect: Special 

Sa V i ng Throw: N one 

This variant of the wfeaftbtwisf spell transforms gems, trade bars, an J/or 
coinage of a value of 500 gp per spell level into one of the following spells: 
cure li^t wounds, cure blindness or dea/hess, cure disease, cure senoiis wounds, 
newtralite pofson, cine crinra/ umnds, heal, regenera^, and dimensirm door. If 
insufficient funds exist for a chosen spell, the caster is instantly made aware 
of this, and if enough additional funds cannot he touched within the two 
rounds of the spelPs casting, the caster will have to settle for a lesser spell ef¬ 
fect or waste the magic alrogethct. 

The priest casts iceahhwfTvd into the mouth of another being by touch, 
whispering a word of activation as she or he Jcics so. if the tongue touched 
ever speaks that word, the spell effect instantly incurs, even if this befalU 
years later. For example, a nonspellcasting merchant who has a weoJtbu'ord 
cast tin him—with the necessary loss of cash—kises an arm in a brigand at¬ 
tack years later, gasps out the secret word—and regains his arm. 

Hie spell recipient need not have any familiarity with magic, hut must 
he able to utter the word of activation to enact the waiting spell effect. 
There is no known way to remove this waiting protection from a being; dis- 

magic has no effect on it at all. 

Thi.s spell is sometimes used by Waukeenar as a special htxin to Wau- 
keen-worshiping merchants who are willing to make substantial donations 
to the church in return for some extr^i pn>tecti(ai. 

The material component for this spell is the wealth needed to cast the 
level of spell desired. 















































































































i‘ APPENDIXl: PRIEST CLASSES 


1 


T his appendix lays om the basic classes of the priest groiip in use in the Foroottin RtAUMS 
campaign setting other than the many specifically defined specialty priests dcisUkd in the 
entries for each of the deities discussed in the hulk of this btH>k. The Players Handbook 
(PHB) describes two r^^pes of priests: clerio and specialty priests. While clerics are in¬ 
tended to serve as a generic model tor an adventuring pdesi characterT specialty priests re¬ 
flect the aims and p<meis of the different deities of the Forgotten Realms setting. Tlie druid is pre- 
sented in the Piayer s HoudRiuk as an example ot a specialty priest, representing any power that stands 
tor nature—or even Nattire itself. Tins appendix describes six types of priests. Three of them—the cru¬ 
sader, monk, and shaman—are introduced in PUtlK's (■)l'TiaW^ Spells & Magic. They are repeated here 
kit those who do nor own that product, since they have been officially adopted into the ranks of the 
Forgotten Rea lms campaign setting's priest groitp. In addition, another type of "generic” priest is in- 
troduced here: the mystic. 

Clerics; Clerics are militant priests who serve as knights-templar, defendeTS of the faith, and 
guardians of a faith's holy places. Mt^re than any other kind of priest, clerics tend to become psirr iff the 
many adventuring bands that roam the face of Faetun. They have very good fighting skills, a wide array 
of spells to chtxisc from, and the ability to turn undead creatures. 

Crusaders: Crusaders are closely related to clerics, but while clerics can be described as defenders of 
the faith, crusaders are weapons againsr the enemies of the temple they serve. They ate true soldier- 
priests, skilled in physical combat and anued with spells appropriate for the battlefield. The crusaders 
detailed in this appendix and referred to throughout FtuiKs & Avatars are not the crusader class pre- 
sen ted in Warrujrs and PTfests of t/ie Reoims. The crusader class of Warritjrs and Priests of tlur Realms is 
henceforth kmiwn as the holy crusader not the crusader class. 

Druids; Druids are priests of nature. They are the protectors of the lorests and w'ild places and stew^ 
arJs tiver all living things placed in their charge. Druids are weaker in physical combat than clerics or 
crusaders, but their spheres of access include a number of powerful offensive and defensive elemental 
spells. In addition, they enjoy several unique granted pirwers. 

Monks; Monks are cloistered priests and adepts who seek etiUghtenmeni through the rigorous 
training iif mind, bixly, and spirit. Monks are extremely skilled in unarmed combat arid have access to 
several unusual spheres of spells. 

MysticSi; Mystics are individualistic, itinerant priests. Tftey believe that to serv'e their deities they 
need to experience the world, learn about its hidden nature, and loam how their own inner selves re¬ 
late to outward things. They have very' arresting personalities and can project their inner strength to 
influence others through a number tif charming powers. Mystics are relatively weak in a toe-to-toe 
battle, but have diverse resources to call upi>ii in spell magic, magical items created through mastery of 
herbalism and candle magic, healing, and charm-type powers. Because of their personal, free-iomi ap¬ 
proach Unviird enlightenment they are olten hermits, midwives, and adventurers. 

Shamans: Shamans are priests ot barbaric or savage cultures. They serve as guides and protectiirs for 
their tribes. Shamans have tair combat ability ant! spell access, but chey also command the spirits of an¬ 
imals, ancesrors, and nature. Tile shaman is a gixid choice for any priest player character who comes 
Irom a barbaric tir ntimadic culture. 



Default Class Characteristics 


Unless an exception is menritmed in tile descriptij; 
baseline abilities to the classes discussed here: 


ot thc.se classes, the following qualities apply as 



Priests use a d8 for hit points. 

.All priest classes progress in experience points as on the Expanded Priest Experience Levels table 
that follows on the next page. 

Priests gain spells as on Table 24: Priest Spell Pnigression in the PHB. For priests of levels over 20* 
consult the Extended Priest Spell Progression table in the Powers of the Realms chapter. 

Priests progress in THACOs os priests on Table 53: Calculated THACOs in the PHB. For priests of 
levels over 20, cotLSuk the Extcn^.led Calculated THACOs table in Hie Powx^rs of the Realms chaplet. 
Priests gain bonus S|x:lls if their Wisdom is 13 or higher, based on Table 5: Wisdom in the PHR. 
Priesr classes make saving throws as priests on Table 60: Character Saving Throw's in the PHB. 
Priests gain weapon and nonw'capon proficiency slots as priests on Table 34: Profidenev Slots in the 
PHB. 

Priests purcha.se nonw-eapon proficiencies from the general and priest groups at no extra cost. 

Priests may begin creating scrolls at 7th level, brewing a few' potions (mainly th^ise of the healing 
type) at 9rh level, and fabricating magical items at 1 Ith level according to the Researching Magical 
Items section of the Treiisure and Magical Items chapter of the Dungeon Master Guide. 
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Racial Class Limitations and 
Level Restrictions 

In general the Foucjotten Realms seL[ing allows a kv.' more races to be¬ 
long to certain classes rhan the core rules for the AD&D game would per¬ 
mit. Character race and class combinations normally not allowed in the 
AD&D game rules (or PLAyo's OfroN: Speih & Magic, from which some 
of these classes are drawn) arc marked in this chapter and the table below^ 
with a dagger symbol (t). Dungeon Masters are free to exclude these races 
from the given chisses. 

!n the deity entries in Ftiidis & Avamn^ some nonhuman races are ah 
lowed to be clergy members of these primarily human faiths. Unless a race 
ts one of the normal player character races troui the PHB^ clergy members 
of that race are assumed to be nonplayer characters unless the DM allows 
player characteni of that race in his or her campaign. 

It is suggestci.1 that DMs pursue the opttoinal Slow Advancement rule in 
Racial Level Restrictions section of the DMU to allow Jemihumans unlim¬ 
ited level advancement in the Forgotten Realms setting. Specifically, it is 
recommended that demihumans be allowed to use nonnally to their racial 
"maximum'* level and then he required to earn triple normal experience 
points to advance beyond that point. Racial level limitations for the priest 
classes dealt with in this appendix are: 

Racial Class and Level Limits 



Human 

Dwarf 

Eif 

Gnome 

HaJfrelf 

Halting 

Cleric 

U 

10 

12 

9 

14 

8 

Crusader 

U 

U 

12 


I2t 

_ 

Druid 

U 

_ _ 

12t 

_ 

9 

_ 

Monk 

U 

_ _ 

_ 


_ _ 


Mystic 

U 


12 

— 

14 

13 

Shaman 

U 

— 

_ 

_ 

, _ 

_ 


Kit Uso^e 

Unless specially noted in the text presented in this Knik, in no case may a 
kit be used w^ith the specialty priest classes presented in Faitlu & Avatars. 
Many kits for diftcrent types of clerics and priests are presented in V^nmenns 
and Priests of the Realms. These kits are applicable to the cleric class only. 
They are not intended to be fitted to any of the other priest classes. These 
kits arc optionaL althi:»ugb they were constmeted for use in the Foecotten 
Realms setting, as are other priest kits found elsewhere in Forgotten 
Realms pr^nlucts. Other kits presented in the Compiefe line of books (The 
Comp/ete Priests Handbook, The Complcre Dnad’s Hanclbouk, etc.) should he 
used only with the consent of the Dungeon Master after she or he has con¬ 
sidered w'har effects allowing the kit in question into his or her campaign 
wil! have. 

Spheres of Access 

The standard spheres from the Player's JdaitdfjrMjk are the spheres of alb ani¬ 
mal. asrrab charm, combat, creation, divination, elemental, guardian, heal¬ 
ing, necromantic, plant, protection, summoning, sun. and weather. In addi¬ 
tion, the Tome of Magic adds the spheres of cbaiis, law, numbers, thtnight, 
time, travelers, war. and wards, and breaks the elemental sphere into the 
lesser spheres of elemental air, earth, fire, and water. Consult the appendix 
listing all the spheres at the hack of the Ttme ofMagfc for a complete listing 
of priest spelU by sphere, 

Rell^*^lon-Specif c Spells and Spheres 

Many eburches have been given specific spells by their deities that only 
priests ot their religion are allowed to cast. Priests of a particular religion 
can always cast these religion-specific spells, even if the spells do not fall 
w'tthin their normally ulli>wed spheres of access. 

Sphere CorrectK jns 

Note the follow ing corrections to the designations of spells to certain 
spheres: .SurnTtirui msects {3rd-tevel, animal sphere) also belongs to the 
summoning sphere. Re/LTiing pttol (4th'levcl, divination sphere) also be¬ 
longs to the elemental sphere and the lesser elemental water sphere. Com¬ 
mune with nature (‘Sth-level. divination sphere) also belongs to the ele-' 
mental sphere and all the lesser elemental spheres. Element /orbiddtince 
{5th-level, elemental sphere) also belongs to all the lesser elemental 
spheres. Conjure/ire clememd (6tlvlevel, elemental and elemental fire 


Expanded Priest Experience Levels 


Level 

Cleric 

Druid 

Specialty 

(d8) 

Hit 

Dice 

1 

0 

0 

0 

1 

2 

1,500 

2,000 

2.000 

2 

3 

3,000 

4.000 

4.000 

3 

4 

6,000 

7.500 

7,500 

4 

5 

13,000 

12.500 

12.500 

5 

6 

27.500 

20,000 

20.000 

6 

7 

55,000 

35.000 

35,000 

7 

8 

no.coo 

60.000 

60,000 

8 

9 

225.000 

90.000 

90,000 

9 

10 

450.000 

L25.000 

125,000 

9+2 

11 

675.000 

2 a 3,000 

200,000 

9+4 

12 

900.000 

300,000 

300.000 

9+6 

13 

1,125.000 

750,000 

750.000 

9+8 

14 

1,350,000 

1,500,000 

1.500.000 

9+10 

15 

1,575,000 

3,1300,000 

3.000.000 

9+12 

16 

1,800,000 

3,500,000 

3.500.000 

9+14 

17 

2.025,000 

500,000* 

4,000.0)0 

9+16 

18 

2.250,000 

1.000,000 

4,500.000 

9+18 

19 

2.475,000 

1.500,000 

5,000,000 

9+20 

20 

2.700.000 

2.000.000 

5,500,000 

9+22 

’*'See the 

mles for hierophant druids 

in the Player's Handbook, 


Clerics: Clerics gain an additional level for every' 225,000 experi¬ 
ence points ahos e 2,700,000. They gain an additional 2 hit points for 
every level after 20. They gain additional spells as shown on the Ex¬ 
tended Priest Progression Table in the Powers of the Realms chapter 
Drutds: Druids gain an additional level for every 500.000 experi¬ 
ence points above 2,000.000 after level 20. Tliiey gain an additional 2 
hit pc’iints for every level after 20, Tltey gain additional spells as shown 
on the Extended Priest Progression Table. 

Specralty Priests: Specialty priests gain an additional level for 
every 500,000 experience points aWe 5,500.000, Tliey gain an addi¬ 
tional 2 hit points for every' level after 20, They gain additional spells as 
sht>wn on the Extended Priest Progress!ion Table. 

spheres) also belongs to the summoning sphere. Mind EraeJeer (7th-les'eL 
divination sphere) abi^ belongs to the thought sphere, and the spell "mind- 
kiUkV in the Tome o/Ma;gic is a misprint for this spell. 

Paladins and Rangers 

Though paladins and rangers arc not priests, they receive their spells from 
divine powers. At the appropriate experience level, paladins can draw spells 
from the spheres of combat, divination, healing, Urn*, and protection. At the 
appropriate experience level, rangers can draw' spells from the animal, plant, 
and travelers spheres. At least one Facrimian deity. Mielikki, has t>ne type of 
specialty priest that is defined as a ranger. The base class for this ty'pe of "spe- 
cialry priest" is the ranger class, and only the specific notations in that entry- 
change the normal parameters of that class as defined in the Player's Hand- 
biNfk. It is not recommended that when a specialty priest is defined in this 
lashion that the DM allow a kit to be used in addition to the basic class (un¬ 
less specifically mentioned in the specialty priest description). 

Cleric 

Ability Recjuirements: Wisdom 9 

Prime REQtiisiTE: Wisilom 

Races Alujwed: AW 

The cleric is the most common type of priest, a suitable representative for a 
variety i>t pow'ers. Clerics arc sturdy soldiers with formidable spell pow'crs. 
defenders of the faith and proselytilers. Overall, they are the most versatile 
and W'dl'tounded priest characters. Clerics with Wisdom scores of 16 or 
better earn a +10% Nmus to their experience gained. Clerics may he of any 
alignment acceptable to their patron deities. 

Clerics in the Forgotten REAiMic setting have major access to the 
spheres ot all. astral, charm, combat, creation, divination, guardian, heal¬ 
ing, necromantic, protectitm, summoning, sun, and wards. They also have 
major access to the chaos or law sphere, depending on their alignment; 
neutral clerics get to pick from either law' or chaos, bur must stick to that 
choice from then on. Clerics have minor access to the elemental, travelers, 
and w ar spheres. 
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Clerics retain all the powers anJ abilities described in the Pb^er's Hatui- 
fetxifc. They may wear any amtor and ase any wholly Type B (hludge^ming) 
weapon. (No combioiition \veap<in types are allowed.) Tliey may alst^ wield 
a variety ol magical items. Clerics nirn undeaJ and attract followers as de¬ 
scribed in the PHB. At 9th level, a cleric may receive permission from his 
or her order to estahiish a religious stronghold and govern it in the name of 
the faith. 

Crusader 

Ability REQLtmHMENTs: Strength 12, Wisdom 9, Charisma 12 

Prime Requisites: Strength, Wisdom 

R ACES A 1 . Low E d: H uman , dwarf, el f , h a I f- o I ft 

Crusaders are priests ol deities of war, combat, or conflict w^ho stand at the 
forefront of the fight tor rheir faiths. Cru-saders must be either lawful or 
chaotic in alignment. In other w\irds. crusaders may be of any alignment 
except neutral evil, neutral gtiod, or true neutral. Since they are often 
called upiiii to lead the fnrees of their faith into balile, crusaders require 
high Strength and Charisma scores m addition to a minimum Wisdom of 9. 
High C(jnstirutii>n or fVxieriiy sctjres are alsti very useful for a crusader. 
Crusaders with Wisdom and Strength scores of 16 or better gain a 10% 
bonus to the experience points they earn. Crusaders progress in experience 
levels as clerics. 

While crusaders are often associated with war gods, 
they may a 1st) represent ptiwers of leadership or strong 
alignment that are in conflict with opposing ftjrces. 

Crusaders often organize themselves into a mili¬ 
tary hierarchy and view^ their temples as fortifica¬ 
tions as well a.s places of worship. In some cases, 
the power of the crusader orders can rival the 
strength of the kingdom that host," them, a situ¬ 
ation that stiinetimes provokes popular resent¬ 
ment or suspicion. However, no one questions 
their ability and resolve in nme of war. 

In the adventuring parry, crusaders are nat¬ 
ural leaders whose place is m the front lines of 
any battle. When possible, crusaders should 
take steps to prepare their comrades for battle 
thnnigh the use of biess. praver, aid, and simi¬ 
lar spells. They also can make use t)f healing 
spells to assi.st those who fall in vafuiru battle. 

Crusaders excel in personal combat, and 
are nearly as skilled as a w'arrior of the same 
leveL They may employ any kind of armor or 
shield and learn the use of any w^eapoiit al¬ 
though particular orders of crusaders may prefer 
weaptms of a certain type—for exatnple, knightly 
weapons. Ixiws (perhaps for elf crusaders), or battle 
axes (for dw^arf crusaders), and so on. To represent their 
skill at arms, THACOs of emsader characters improve at the 
warrior's rate of I per level. A 2nd-le\ el crusader has a THACO 
of 19 instead of 20. a ^rJ-lcvel crusader has a THACO of 18, and sti on. 

Crusaders are considered to ha\‘e a nonweapon proficiency crossover 
w ith the warrior group and may learn warritw pnificiencies ar no extra cost. 
Tltey may use arty magical item normally usable by priests or by fighters. In 
a^Llition, if the DM allows, lawful gtHJtl crusaders may gain the same bene¬ 
fits as paladins do wherr w ielding a /luN invnger .svvtwti. 

While crti.sadets are formidable soldiers, they ak) retain a gtK>d selection 
of spells that are part icli lady useful on lhe» battlefield. Crusaders have major 
access to the spheres of all, combat, guardian, healing, war, and wards. They 
have minor access to the protection and necromantic spheres. In addition, 
lawful crusaders have major access to the sphere of law, and chaotic cm- 
isaders have nrajor access to the sphere of chaos. 

Crusaders canmit turn undead, hut at ^rd level they gain the granted 
power to cast lighten (fVtvm the Teme o/.Mtij^e) once per Jay. This spell 
effectively halves the weight of equipment and gear for a day, reducing a 
partyV encumbrance. At 7rh le\'el, the crusader may cast ectsy march tw ice a 
tenday (once per week in settings other than the FokoorrEN Realms cam¬ 
paign setting), wliich ha.sically allows a small party to force march without 
accumulating fatigue penalties. 

Crusaders gain fol lowers much as clerics do. When a crusader reaches 
8th level, she or he automatically attracts 20 to 200 fanatical followers. 
Tlte-se followers are normal 0-k vel soldiers anned and equipped with weap¬ 
ons appropriate lor typical soldiers in the campaign Unlike clerics, cru¬ 


saders dci not need to establish a permanent place of worship to attract 
these followers. Since they are great battle leaders, the soldiers w ill serve 
them as free-roving companies if no strongholds are available. At 9th level, 
a crusader may receive official sanetion to establish a religious stronghold 
or fortified temple. 

Druid 

Abf LI TV Requ 1 RE MENTS: Wi.sdom 12 , Charisma 15 

Prime Requisite: Wisdom, Charisma 

Ral:es Allowed: Human, elft, half-elf 

Druids are specialty priests who fulfill the needs of nature deities. Tl’ieir 
greatest concern is for the continuation of the orderly and proper cycles of 
nature. They are charged w'ith protecting the earth and the w ilderness, es¬ 
pecially trees, wild plants, w'ild animali, and crops. They reali:e the needs 
that people have to use natural resources, hut they despise ,and acr out 
against unnecessary desmiction, exploitation, and excess. Aside from a 
generaus amount of practical wus4.lom, druids need strong personalities to 
deal with pnibleins in the field where there is <)fxen no temple organitation 
to back them up. Druids with Wisdom and Charisma scores of 16 or better 
earn a +10% bonus to rbeir experience gained. Druids are can only be of 
true neutral alignment. 

Dai ids in the Forooiten Realms setting have as their base 
spheres of access major access to the all, animal, elemental, 
healing, plant, and weather spheres. They also have minor 
access to the divination sphere. Almost all ckurds of the 
Realms venerate specific deifies rather than nature ii.s 
a disembodied concept. These deities modify the 
spheres to which their druids have access, and tbits 
the listing for spheres of access under an individual 
deity takes precedence over this general list. 

Druids retain all the pow^^rs and abilities de¬ 
scribed in the Pkyers HiJndfwxik and in addition 
gain any new powers or other capabilities given 
them under a specific deity enrn’^. In genera I, they 
may wear only '^naturaD annor, w-hich includes 
padded, leather, or hide anttor and shields made 
from wiHid. bone, shell, or any similar nonmeml- 
lic suhstance. They may w-ear magical armor of 
the same types. For w eapons, a druid may use 
only the club, sickle, dart, spear, tiagger. scimitar, 
sling, and staff. l>uids may use all magical items 
normally alloweil to priests, except for those that 
are wrilten (books and scrolls) and armor and 
weaptrn types not nonnally allowed for dnjid.s. 
Druids can nor turn undeaJ. They can select 
nonweapon proficiencies from the general, priesE, or 
svarrior groups at no extra cost. They make their sav¬ 
ing throws as priests, but gain a bonus of +2 to all saving 
throws vs. fire or electrical attacks. They speak a secret 
tongue (which Joes not cost them a nonweapon proficiency slot to 
learn) imderstandahlc only by other druids, regardle.ss tif which power those 
druids venerate. They gain many granted powers upon reaching higher lev¬ 
els such as; the idenrification tif plants, animals, and pure water (5rd); the 
ahility to pass through overgrown areas without leaving a trail at norma] 
movement rate (3rJ); the tongues of wwiJland creatures (one each level, 
starring at 3rd)i an immunity to the chitrm spells and spell-like abilities of 
woodland creatures (7th): and the ability to shapechange into a reptile, 
bird, or mammal three times a Jay (7Th). Beyond 1 5th level, druids gain 
special hierophant Jniid powers detailed in the Pktyers Handbook. 

The model for (>rgani:ation of most druidic faiths is discussed in A Grand 
Tour of the Realms in rhe revised Forgoiten Realms Campaign Selling box. 
In summary, most druids form circles, w hich fulf ill for druids the same orga¬ 
nisational neeiis that church or temple hierarchies do for most other priests. 
These circles con.sist of a dozen or so druids and 20 or so affiliated rangers 
and other allies (other people, or even wixidland creatures, or similar sen¬ 
tient allies appropriate to the region). Circles can be tighrly centered 
around a particular woixJ or grtive, or widely scattered over a region. Dmids 
of the s;ime circle may worship different Jeines,fltougK in general druids of 
the same circle tend to worship the same power. Powders commonly wor¬ 
shiped in the Realms include Chauntea, Eldath. Silvanus, and Mielikki. 
The Elemental Lords are also rumored to be worshiped by some druids, but 
not as patron deities. Player character druids do not begin play as members 
of a circle, hut may form or join such circles later. 
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All faiths that include druids among their clergy maintain their own 
separate druid hierarchies* Tl'iat is, each religion has its ott-ti druids, arch- 
druids, great, and grand druids. Great and grand druids of a particular 
faith are singular beings, and each difects acti\ hies for druids of his or her 
faith within a 500-mile-radius of his or her home, Eacli is entrusted with 
the organization and priitection of the circles and other druidic shrines 
within char domain, Interfaith relations between different druidic reli¬ 
gions in the Realms are fairly cordial* Conflicts between the faiths are 
settled through negotiation or, failing that, ritual or pers 4 >nal combat. 

The precise borders of a great druid's domain are nebulous at best, but 
there are five known major tegioris within Faeriin, The first and eldest is 
on the souiheni shores of the Sea of Fallen Stars, and includes tlte Gulth- 
mere Forest and rhe ChondalwooJ, The second U locate^! in die scattered 
remains of ancient Cormanthor, ranging from Cormyr to the Moonsea, 
and includes the ancient territories of the Elven Court. The tltird is lo¬ 
cated in the North, It is basetl in the High Forest hut includes all other 
forests and w^ooJs in the area. Tlic fourth includes all the Motinshaes, and 
the fifth encompasses the Forest of Lethyr and the RawUnswood, the 
forests surrounding the Great Dale. Other such regions undoubtedly exist. 
(If the DM chooses to employ the rules presented in the Complete Druid's 
Hojidbfxjk, numerous regions may exist outside of fore.si settings,) 

Monk 

AulU-n- REQUiREJvtENlST Constitution 15. Wisdom 15. Intelligence 14 
Prime Regtr I SITES: Wisdom. Intelligence 

Races Auxjw'Ed: Human 

Monks are priests who belong to cloistered or monastic orders, withdraw¬ 
ing from the everyday affairs of the world around them to contemplate 
their faith* Ptiwers of philosophy, thought, and scholars are commonly 
represented by monks, as well as any deity that is not normally worshiped 
by the common pctiple of an area. Monks must be law ful in alignment, al¬ 
though they can be lawful good, lawful neutral, or lawful evil. While 
monks are often associated with oriental campaigns and settings, monas¬ 
tic orders do exist in Faeriin and elsewhere, as well as in Kara-Tut* 

Monks believe that rigvjrous training of l>oJy, mind, and spirit leads to 
enlightenment. Qinseqiiently, a character must have high Intelligence 
and Constitution scores to quality lor this class* Wisdom and Intelligence 
are the prime requisites ol rhe monk, and monk with scores of 16 or bet- 
ret in these two abilities gain a 10% bonus to the experience points they 
earn. Monks progress in experience levels as do clerics. 

While monks Jo not attempt to minister to the masses or gather toU 
lowers for their patron deity, they believe in demonstrating the qualities 
ot their laith by example. A monastery^ or abbey is a place of learning and 
strength that is open to any person w^ho requires shelter, advice, or assis¬ 
tance. Orher monks choose to leave the abbey and travel w idely, setting 
an example to follow^ among the people they meet and help* MonasTeries 
Jevoteti tc! evil powers arc sinister places w^here knowledge and wealth are 
htnirded tor the use o! the order, regardless of who may need it. 

Monks bring a variety of skills to the adventuring party. They are 
somewhat like hards in that they are jacks of all trades and masters of 
rttuif. Monks are mu front-rank warnors. but they can be vcr>' capable in¬ 
filtrators and skirmishers* The mimk class's selection of spells allow> ac¬ 
cess TO some ot rhe most unusual and versatile priest spells, even if a 
monk’s spells tend to he short tin sheer combat power. Like other priest 
chtiracters, the monks principle role is to supptirt and guide the party. 

Monks do ntsr wear armor, since the training of the body requires 
quickness, agility, and discipline. Monks see armtir and other ironmon¬ 
gery as crutches for a people ot weak spirit. To compensate, monks are 
trained to avoid blows through misdirecti^m and positioning, and their 
base Armor Class improves by one ptiinr at every even level (AC ar InJ 
level, AC 8 at 4rh level, AC 7 at 6rh level, and so ^m) to a maximum base 
Armor Class ot 2 at 14th level. NiUe that a monk must see an attack com¬ 
ing in order to use this benefit—backstabs, ambushes, or missile attacks 
from behind a ni4>nk will strike the monk as if she or he were unartiu^reJ. 

Monks may not use magical Items that are constructed to resemble 
armor or pieces ot armor, such as hrucers of defense, but they are allowed to 
wear cloaks or rings, Orherw'ise. they may M,se any magical item normally 
usable by priests. Morrks are consitlcred to have a nonwx^apon proficiency 
crossover with all other classes and may learn any proficiency listed at no 
ad Jit tonal cost. 


Monks enjoy major access to the spheres of all, divination, numbers, 
thought, and guardian. They have minor access to combat, healing, necro¬ 
mantic, and time. Monks cannot turn gnJead. Beginning gt 5th level, 
monks are entitled to a saving throw vs, spell to block detection, scrying, 
or mind-reading through magical or psionic means (see the ^rd-level wiz¬ 
ard spell nundefectkmh At 7th level, monks gain the gpeciai 
granted pourr oi free uctiun, which duplicates the 
effects of the 4th-level priest spell. 

Monks never gain hdlowers, but ar 9th 
level monks may receive permission to 
establish monasteries as I'mtposts of their 
order. If a monk does so, IQ to 40 monlt^ 
of lower level come to the new 
monastery and take up their studies 
there, recognizing the PC monk as 
the head of their abbey. 

Monks may employ any 
wholly T>pe B weat^jir in 
com bar, just like the 
deric, but they have 
exceptional skill in 
unarmed combat. 

When monks make 
an unarmed attack against an armed 
opponent, they disregard the Weap¬ 
ons in Defense rule, since they are 
trained in dealing w'ith armed ene¬ 
mies. (The Weapons in Defense mle 
is foLinJ in the Weapons in Non- 
Letba! Combat subsection of the At¬ 
tacking Without Killing section of 
the Combat chapter of the PHB. 

Normally, this rule allow s an armed 
character to attack first with a +4 
on attack and damage rolls 
when another character mitkes 
an unarmed attack against him or her*) In addition, monks begin play with 
a free weaptin proficiency which may be u-sed to specialize in imarmcxl 
combat. Manial arts and other forms of unarmed combat are Je.scnbed m 
detail til PL'VYEE’s OPTlLlN: Comfcai & Titcrics. Another system appears in 
Tlie Complefe Figbfer's Hundkxik and TficComplefc Priests The 

martial arts system presented in The Cnm/iItTe Nmjfl Handbook is not con¬ 
sidered here and is not recommended for this class. 

Unarmed Combat with The Complete Fighter*s or The Cmnldete 
Prie.st's Hondbonk; In this system of unarmC lI combat, monks begin play 
as punching specialists, wTesiling specialists, or martial arts specialists. If 
monks choose martial arts as their preferred unarmed ct^mbar form, they 
must spend i>ne <if their intrial w'eapon proficiencies to do m, since this is 
more difficult than specializing in punching or wrestling. 

Specializing in these com bar forms gives mtmks a +1 bonus to attack 
tolls, a +2 Kmus to damage rolls, and a +1 chan bonus with their unarmed 
attacks. Monks specialized in punching or martial arts gain one extra attack 
per rLiiind. while monks specialized in WTestling gain a +2 bonus t 4 > their ef- 
tective Strength score ibr purposes t>f maintaining or breaking ludds* 

Every' fourrh level alter 1st level (5th, 9lh, 13rh, etc.), monks gain an 
additional free weapon proficiency which can be used to continue special¬ 
ization in their chosen mode of combat. Each additional specialization 
grants a character an additional + 1 to attack and damage Tolls, and a + 1 
chart bonus. 

Unarmed Combat with Puqlr's On tOSt Cmnbui Tucrtc.'ti In 
this system, monks begin play as de.scrihed abtne. if they chtiose martial 
arts as their ctmihat t4>rm, they mu.st spend one of their initial weapon pro¬ 
ficiencies ro do so* At IsE level, the character is considere^t a specialist; at 
5th level, a master; at 9th level, a liigh master; and at I Mh level, a grand 
master. The exact benefits are described in more (.letail m Chapter Five iif 
Pu\W.r'k OFTlO^: Cumbiit & Tactics, 

Unarmed Combat with only the FHB and the DMQ: If a cam¬ 
paign uses none of these optional books, monks must chtKise to be punch¬ 
ing or wrestling specialists, since martial arts per se are nor described in the 
PkiycTs Handbook, The paragraph about Tfie Complete FigHer's HandKjok 
details the effects ot specialization and conttnumg specialization for these 
forms of unarmed ctimbat. 
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Mystic 


AfVIUTY REQUIftEMENTJi: 

Prime Requisites: 
Km.'es Allo^'Ed: 


Intelligence I K Wisdom 12, Chnrisma ! 
Wisdom^ CKarisma 
Human, elf, half-elf, halfI!n^^ 


Mystics often follow deities t^l lieauty, individualism, love, hedonism, cha- 
risma, self-perfect ion, Jndtness, the moon, joy, fertility, motherho^id/birth, 
dance, music, disease, poison, misforcune/fortune, and the seasons. They 
are individualistic and independent by nature, and as such they must be 
chaotic in alignment. They believe that to serve their deities they need to 
experience the world, learn abt>iit its hidden beauties and emths, and learn 
how their own inner selves relate to outward things. Since they journey 
through life attempting tti find answers to their tiwn and iithers" personal 
questions of faith, they need high Intelligence and Wisdom scores. They 
also have very arresting personalities, evidenced by their high 
Charisma scores, that both shape the goals they pursue and pro¬ 
vide a driving force fi^r them in times when their faith may be tried 
or their resolve qtiestumed by others. Mystics with Wisdom and 
Charisma ^ores ofl 6 or better gam a 109^^ Kjnus to the experience 
ptHints they earn. High Dexieniry scores are also usefiil for [nystics 
since they i\o noi use armor. Mystics progress in experience lev¬ 
els as do specialty priests. 

Mystics shun the use of amtor as ttxi restrictive and bind¬ 
ing and alstj because it distorts the natural form and beauty 
ot a person. They cannor wear any armor, although they 
may use miscellaneous magical items that resemble 
pieces ofartuor if they are beautifully crafted (such as 
bracers of protection or helms of hriilmnce) .Similarly, 
mystics are taught that the inherent sources of conflict 
are only perpetuated by the use of direct violence—one 
cannot persuade enemies to one s own way of th inking if they 
are dead. Thus, they never master tiraniai wcii[x>ns and are 
restricted to the staff, sling, net, lasso, and whip. 

Mystics draw their spells from spheres that connect to 
the natural world, that pnitect or help them in their trav¬ 
els, or that help them deal with the faithful to heal t)r give 
advice. Mystics have major access ta the spheres of all, an¬ 
imal. charm, divination, healing, protection, summoning, 
and travelers. They have mimir access to the guardian, 
necromantic, and plant spheres. 

Mystics may use any magical item normally usiible by 
priests wath the exception of magical armor and most 
magical weapons, as noted above. Mystics gain a +2 
bctnus to their saving throws against all farms of charm 
spells and abilities because of their fiercely independent 
personalities. Even if a chann does not normally allow a 
save, mystics are allowed a normal saving throw vs. .spell 
to avoid its effect. Mystics cannot turn unJead crea' 
tures. Mystics are alsti granted the spell-like ability tti 
cause creatures to slt'cponce a day (exactly as the Ist- 
level wizard spelt). 

Mystics are comfi>rtable in the natural world. They 
\ifien tra \ cl through and live in wilderness areas. Mys¬ 
tics respect and often befriend animals. At 3rJ level, 
mystics gain the abi Iity to /ind familiar (as the ^rJ- 
level wizard spelt). While this ability may he at- i 
tempted once a year, it cannot be used again \i± 
while 4 tamiliar already ftiund is alive. If a familiar 

bmitd with this ability dies ot natural causes for its species, the mystic need 



slots to its purchase. This facility with herbalism allou s mystics to identify 
plants and fungi. When mystics reach 5th levek they can make nonmagical 
potions and ointments that duplicate the effects of many magical potions— 
see Brewing Potions and Ointments, below. At 7th level, mystics gain the 
ability to use herbal candle magic-—see Candle Magic, below. 

At l5tK level, mystics are granted longevity by their deities for their 
dedicated sen.’ice. From this poini onward, mystics age at only one- tenth 
the normal rate for their respective racial types, except for magical effects. 
Spells or items which magically age a mystic in their use or as a fomt of 
damage still age the mystic the declared amount. 

While part of a church, mystics do not normally belong to a structured 
hierarchy. They travel and work among the common people as well as thi>se 
of high birth and often live far from large metropolitan areas. They tend to 
minister to others on a more personal basis than most priests, much like a 
physician cares best for one patient at a time rather than lecturing to a 
room full of the sick. Mystics can be very charismatic, but never lead 
groups of more than 10 folk for very long without becoming uncom¬ 
fortable and eventually resigning the position or moving on ra an- 
ijther territory or inrerest. The ministry' and faith of mystics are per- 
sonat things that they have difficulty imposing on others outright* 
Most mystics cither help others find their own parallel paths 
within the parameters of a faith or work behind the scenes 
to make others see die validtiy of their position. Mystics 
never gain followers, nor do they ever set tip temples 
\ OT shrines for others to worship at. They may set up 
a personal shrine suitable for their own use (and per¬ 
haps one or two guests) at any time* 


Brewing Potions and Ointments 

Upon reaching 5th level, mystics have spent enough time 
studying plants and fungi that they are able to begin brewing 
herbal potions and ointments, including antidotes and poi¬ 
sons. Most of thc.se mixtures are not magical and take from 
one day to one month to make, although not all of a mystic s 
rime during that period of time is taken up by the brewing. 
Rather, different rhings must he done at different times such 
as assembling the initial ingredients, bringing them to a 
simmer for tw’o days without letting the kettle boil dry, 
adding certain harks on the third day, cixiling the mixture to 
a certain temperature before adding another ingredient* etc. 

Mystics cannot brtnv potions or compound ointments 
while traveling on fotit or on a mount, although they may he 
able to do so on a ship it they have access to the cotreci ingre¬ 
dients and tixik. Mystics cannot brew multiple ptitions or oint¬ 
ments at the same time; one must be finished before another is 
begun. Potions must he ingested and ointments must be applied 
to be effective. 

Poison Antidotes and Poisons (5th Level-r): .^r 5th level, 
mystics learn to brew^ poisons and antidotes to poisons. Note that 
the use of poisons beytind the simple sleep, paralytic, and debilita- 
tive concoctions mystics learn to make may be contrary to mys¬ 
tics’ alignments or their deities' tenets. Using ptiisiins that 
cause damage or death is generally considered an evil 
act. It takes one day for mystics to breW' antidotes and 
- one tenday to brew' poisons (one w’cek in settings 
ji other than the Forgotten Re.4Lms campaign set- 
^ ting). ^ 

At 5rh level, all that mystics can brew is a rv’pe of 


not make a system shexk check or die. She or he lo.sc-s a point of Constitu¬ 
tion only temptirarily—for three months—until the mystic works through 
the grieving perioti for such a life-long companion. A new’ attempt to find 
a tamihar may be made after this three-month periiid. Mystics who pur- 
posefufly arrange the deaths of their own familiars lose all spdlcasting ahil- 
ittes and special abilities of their class and cannot heal naturally until they 
atiine for their actions rhrough some dangerous quest. At 9th level, mys¬ 
tics are able to charm mon.sfcr iw'ice per tenday (as the 4th-level wizard 
spell), and at I 5th level, they gain the ability to mass cfiarni twice per ten- 
day {a.s the tith-level wizard spell). (If mystics arc used outside the 
Foruoiten Realms setting, these two abilities would he usable once a 
week.) 

Mystics make a hfc-long study of the medicinal and poisonous uses of 
plants and fungi. Because their keen familiarity w ith plants, mystLc.s gain 
rhe herbal ism nt>nweap.in proficiency as a bonus and need not devote any 


sleep potion that causes up to four people to fell asleep within IJ4 +1 min¬ 
utes unless they make a successful saving throw' vs. pfiison. Alternatively, 
they may make a sleep venom usable on up to six darts, bolts, or arrows or 
one bladeJ weapon, but they may not use it themselves. This sleep venom 
Is the only type of blade venom mystics can ever brew% 

If the campaign does not use the detailed rules for ptiison found in the 
Poison section of the Combat chapter of the DMG, then upon reaching 
7th level mystics may hrew' ingestive paralytic poisons that leave a sire L or 
smaller being unable to move for 2d6 hours (onset Id4 minutes). They 
also gain the ability to brew' antidotes to any poison that does not kill im¬ 
mediately. At 9th level, they gain the ability to hfew' mgestive debilitating 
poisims that reduce all ability scores of a size L or smaller ingester by half 
for ld3 days (onset Zd6 minutes). Upon 13th level, they gain the ability to 
brew’ lethal ingestive ptiisons (onset ld4 minutes). 

H a campaign Joes use the detailed poison rules found in the DMG, 
then mystics can brew- additional, more specific types of poison. At 7rh 


i 
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level mystics gain the ability to brew Type G poison (Type Gj onset 2il6 
hours; 20 pt>int5 of damage il a saving throw vs- poison is failed/no damage 
if the saving throw succeeds). Ac 9th and 11 th levels* they gain the ability 
to brew Types H (onset Id4 20 points/10 points) and 1 (onset 2d6 

minutes; 30 poincs/15 points) poisons^ tespectively. At 13th level, they 
may brew Type J (onset IJ4 minutes- dcath/20 pcsints) ptusons in place of 
cite general lethal ingestive p(,>istm noted above. 

Truth Potions (6th): Mystics learn how' to brew nonmagical truth po¬ 
tions at 6th level. It rakes them five days (one week in alternate campaign 
settings) fo hrew' a truth pcJtion. When a pemin ingesrs a truth ptrrinn* she or 
he must succeed at a saving throw' vs. poison or fall into a stuj-H^r and answer 
ld4 kiiiestiotUr truthfully. T^e stupt^r prevents the victim from takirig offen¬ 
sive Jcuons, reduces the victim's movement by hidl* and lasts 2d6 turns. Vic¬ 
tims may defend themselves against attacks normally* Only humans, demi- 
hitmans> and humanoids are affected by the ptition, and it is potent for only 
a ttionth after it is made* For eveii’ level or Hit Die victims possess above the 
brewing mystic s level, they receive a +2 to their saving cliitows. 

Love Potions (7th): At 7th level, mystics add the concoction of non¬ 
magical love pt:>rions to their capabilities. These function as pfiifter.^ of bve. 
Love potions take five days (one week in alternate campaign settings) to 
brew- and are pi.nent tor a month. 

Healing Pniions (8th): Mystics can brew- nonmagical potions that 
work like /KJttoits of fietilnig at 8th level. Healing potions take three days to 
brew- and ate potent for one mimth. 

Extra-Healmg Potions and Ointments (9th )t At 9th leveL mystics 
can make magical potions and ointments thLU funerjon as potiems of exira- 
Wutg- A pofioii of exfm-ftcuimg lakes a tendav (two weeks in alternate cam¬ 
paign settings) to brew* and extra-healmg oinrment takes a month to com- 
|H3und (but it need not he sw'allowed). They are potent permanently unless 
dispelled* since titey are magicnl. 

Flying Poticins and Ointmenu (lOth): At lOth level, mystics learn 
to brew nonmagical flying potions and ointments that W'ork like fwnVins of 
flying. Tliey allow their imbibers ro fly for I0+ld6 turns. A flying ptvtion 
takes a tenday (tw-o w-eeks in alternate campaign settings) to brew, and fly¬ 
ing ointment takes one month to concoct* Flying j^miofis remain potent ftir 
rwo months, and ll^’ing ointments for six months. 

EUxirSi of Health ( i2th): Al I2th level, mystics can brew- magical 
elixirs qfkedtk, Tliese take one month to brew. As magical potions, they arc 
potent penmtnenrly unless dispelled. 

Shape Change Potions (15ch): At i5th level, mystics can brew' a 
magical ptiriori that duplicate-S the 9th-ievel wu^ard spell shupe changt: when 
ingested. Its eftects last for 2 turns. It takes tine mtinth to brew'. Since it is a 
magical potion* it is ptitenr pemianentlv unless dispelled. 

CantJle Magic 

At 7th level, mystics are able to put their mastery' of herbs and influential 
magics to-gether into special magical candles. Mystics may manufacture oi\e 
candle per mtinth. For each three days spent in making a candle* the candle 
bums for one turn, up to a maximtirn of nine turns (for a candle that took 
27 days to make). The magic of a candle takes effect when the candle is ei¬ 
ther snuffed t>ut kir burned down to noth mg at the end of its Juration. A 
cantlle must be burned in the presence of the inretidetl subject* where ap¬ 
propriate, to w'ork. The subject must remain within a radius of 10 feet 
around the candle throughout the entire buming lime. 

Any candle that does iKit burn conriniiousiy for at least one turn has no 
effect. A candle that is extinguished midway through a turn is treated as 
though it hikl not burned at alt during that turn as regards spell effects, but 
thill partial turn is counted as a full turn of buming against the maximum 
dural ion the candle can burn. Mystics learn bow' to make new kinds of 
candles as they rise in level and gain proficiency in their craft. 

Red Love Candle ( ^th): At 7th level* mystics learn to make Uwe 
candles. These red candles wtirk on their target as a pfiifrer u/ imc. The n<ir- 
tnal c^iurirt effect of a pitdrer is increased* though, lo t>ne Jay tor each turn i>f 
burning. Elves* half-elves* and other human, dc mi humans, humanoid, or 
sylvan folk tuwmally immune to cfiumi effecis are still affected by this 
candle- (Other c tea lutes retain I heir normal resistances and immunities.) 
The subject gams nti saving ihniw- against the effect. Tltechartn effect can¬ 
not be dispelled except by a (imired wish, after rea/jiv, or u'ftfi spell until the 
duration expires mirmaMy* mtl the enamoring effect of a of loie, if it 
occurs, lasts until dispelled by a miigic or other means. 

Blue Protection Candle (9th): Mystics can make proieciiuTi candies at 
9ih level. Tliese blue candle.s generate one turn ofprorecrion from eiil JO' ra- 
diiis/profecnon from good JO' rodiMS. This power has double effects against 
evil beings il used by a gtxij mystic or against gtx>J Ix-ings if used by an evil 


mystic* (For example, in the first case evil creatures receive a -A penalty' co 
attack rolls and protected creatures receive a ^•"4 btinus to saving throws for 
attacks initiated by evil creatures.) 

Purple Truth Candle (1 Ith): At 11th level, mystics learn how* to 
manufacture tradi candles* Viccim.s of a truth candle must succeed at a sav¬ 
ing throw vs* spell or fall into a stupor and answer tw'o quest imis truthfully 
for each turn a rnith candle is burned. The stupor prevents tlie victim from 
taking offensive actions, reduces the victim's movement by half, and lasts 
2d6 tunis. Victims may defend themselves against attacks normally* 

Gold Healing Candle ( 13th); Mystics are able to craft ficaJing caudles 
at i3th level. These candles cure ld6 points of damage per turn of burning 
to any being able to be healed by magical healing. All the healing bappen-s 
at once* when the candle goes out* The being cured is the being w ho snuffs 
our the candle or the being closest co the candle when it is exringui.shcd* 

Yellow Telepathy Candle (ISth): Ac I5ch level, mystics learn to craft 
feleporiiy omdlL^^. These candles allow' a mystic (and only a mystic) to read a 
subject's mind and communicate with him or her if d'lc sab|ect fails a saving 
throw' vs. spell Subjects may voluntarily fail a saving throw' by free choice 
or if they are charmed* All languages are understood through this mind-to- 
mind contact. Falsehixxk and evasions are revealed as such. This commu¬ 
nication ability' is gained while the candle is burning in the presence of the 
subject and the mystic. Tliey cease w^hen the candle is extinguished. 

Green Fortune Candle (17th); At 17tK level, mystics can create far- 
iMiie camllej. A/onime candle grants good fortune similar to rbar granted by a 
stune a/good li^ck in the form of a +1 or +5% bonus to all die rolls involving 
saving throws, slipping, dodging, ability checks, nonweapon proficiency 
checks, etc. ll also ^ants a +1 to +10% or-1 to -10% (the subject picks lx;- 
fore any such roll) for any roll for detennination of magical items or di vision 
of treasure. Attack rolls and damage rolls are not affected* For each turn a 
candle is burned, one day of fortune is granted. Qmsecutive turns of burning 
add to the duration of the effect, hut the bonus granted remains the same. 

White Purification Candle (20th): Gixid mystics can craft piin/icodcm 
candles at 20th level. These either cast a reTnovc curse spell as a 20th-level 
priest (thus removing one curse placed by a curse candle—see below'), grant 
the effect of imbibing an elixir afheoith (including curing magical diseases) 
in a subject, or automatically banish one extraplanar creature (also auto- 
matically overcoming its magic resistance—see the 7th-lcvcl w'i;;ard spell 
bonisfiTTLcnt and the 4th-level priest spell abjure for similar effects)* One of 
these effects is generated per turn the candle is burned. 

Silver Empowerment Candle (20nd): Neutral mystics learn to craft 
emjiowerment candles at 20th level When burned for a turn* an empi>U'CT- 
menf candle grants its target maximum spell effects (similar to rnceme of 
medftafmn. but the target need not he a prie*st). It also grants the target 
maximum damage physical daniiigc piitential; all successful attack rolls do 
the maximum possible damage, Tliese effects la.si one hour for every' turn 
the candle is burned. 

Black Cur^e Candle (20th): Evil mystics can create curse candles at 
20rh level. Tliese candles place a curse on a victim for every turn that they 
bum. up to a maximum of six curses* Curses can v ary, bur the most typical 
are weakness (Strength reduced to 3), clumsiness (Dexterity reduced to 3), 
exhaustion (Constitution reduced to 3), feeblemindedness (Intelligence re¬ 
duced to 3), foolishness (Wisdom reduced to 3), and ugline.ss (Charisma re¬ 
duced to 3)* Victims are entitled to a saving throw vs. spell for each curse as 
a cum ends; a successful saving throw- negates that particular ctirsc, Ckisting 
u'fsli or remoie curse (cast by a priest of at least 12th level) removes one 
curse lot each casting of the *spcll. Each curse lasts indefinitely until dis¬ 
pelled by these spells or a remove cur^c candle. 

Bonus Candles (25tli): .At 25ch level, mystics of the various align¬ 
ments learn to craft the 20th-level candles learned by those of alignmeiirs 
one step from their own. GlkiJ and evil mystics may now craft empouermenr 
caudles. Neutral mystics may learn to craft either pim/icaimn or curse 
caudles. Once this choice is made, liow'ev er* the other type of candle lies 
forever out of the reach of a neutral mystic's lore* 

Shaman 

.AutLiTY HEquiREMCNTTs; Constitution 12, Wisdom 12 
Prime REyirisuES; Wistlom 

Rac es Allovveu: Human 

Shamans are tribal priest.s found in savage* barbaric* or nomadic societies* In 
their homelands* shamans serv'e their tribes in much the siime way that cler¬ 
ics serve the common people t>f more civili-ed lands; They act as guides* pro¬ 
tectors, and advisers* using their magical powers to strengthen any.1 defend 
their tribes. Shamans often serve iis the keepers of know ledge and legend for 
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thcit peoples ami lead their tribes in the 
various riles and ceremonies required 
by their tribes’ belief systems. Player 
character shamans may still be 
associated with their tribes, 
they may be wanderers or 
exiles ivho have aban¬ 
doned their dutiest or they 
may have be pumuing an ex^ 
tended goal for their tribes 
that takes them away from their 
people for a long period. Most 
Forgotten Realms campaign setting 
beast cults, such as The numerous 
UthgarJt beast cults, are served by 
shamans. 

Shamans may he of any alignment. 
They are always found in tribal or bar¬ 
baric cultures. If players wish to run 
shamans in a more civilised campaign 
setting, their characters are consid- 
ered to be barbaric foreigners by most 
common folk they meet. The shaman’'s 
arduous life in uncivilized lands requires 
a good Constitution, and Wisdom is re¬ 
quired for dealing with tribal matters and 
speaking to the spirits. Shamans with 
Wisdom scores of 16 or hetrer earn a 
10% bonus to the experience 
points they gain. Shamans 
progress in experience lev'els 
as do clerics. 

Shamans are unusual char¬ 


acters in the adventuring party. Like druids, they are not front-line fighters, 
hut they also lack the high-ptiwxTcd combat spells that druids command. 
However, a shaman’s mysterious spirit powers allow^ him or her to make use 
of magic that is usually out of the reach of low-lex'el characters. A shaman 


who demonstrates intelligence and respect in dealing with the spirits can 
he an extremely effective character in a number of situations. Shamans 
111 iew’ themselves as advisers and guides to a patty of adventurers and often 
have an uneducated hut insightful view on the more civilized societies they 
visit. 


Shamans may wear any armor ntirmally asscKiated w^irh rheir tribes. In 
the absence of more specific information, tribal armor is usually hide, 
leather, or studded leather with a tough wooden, wicker, or hide-covered 
shield. Similarly, shamans may use trihal weapons, which usually include 
the short bow, club, dagger, dart, hand axe, haqxion, jas elin, knife, quarter- 
staff, sling, and spear. Rlcfwguns might be appropriate for shamans of jungle 
tribes, or light lances and comptxsjte hows tor shamans of tribal horsemen. 

ishamans may use any magical items normally usable by priests. They 
have a nt>nweapon prtiticiency ert^ssm'er wuth the warrior group and can 
learn priest tir warrior proficiencies at the nonnal cost. Shamans have mujiir 
acce.ss to rhe sphere,s of all, animal, summoning, travelers, protection, and 
wards, and minor access to the healing anvl plant spheres. Shamans never 
gain folli>wers or establish strongholds. G^^xi-aligned shamans may turn un- 
deixi, and neutral or evil shamans may ctmimantl undead. 

In at! Jit ion to their priest spells, shamans have a special connection to 
rhe spirit workl an».l can call on rhe spirits f<ir guidance, knowledge, or mag¬ 
ical aid. While shamans often function as priests of a tribal deiry, their pri¬ 
mary concern Ls the .spirit world. To a shaman, the physical world is not the 
entirety ot existence. The spirits of animals, nature, and the tribe's dead are 
alw-ays near, and interacting with these spirits is rhe shaman's greatest duty 
and responsihility. 


Slianuin Spirit Powers 

Shamans each begin play W'ith one minor spirit ally or guide of their 
choice. As they rise in level, they learn the rites necessary to call addi¬ 
tional spirits and seek their favor. Spirits are individuals^speaktng to a 
spirit of the dead means the shaman is in contact wuth one particular de¬ 
ceased individual, tl'ozens ot spirits exist for each species of animal, repre¬ 
senting ever>' aspect of the animals existence. In addition, a near-infinite 
number oi nature spirits of the land, air, and watei embody different as¬ 
pects of the natural world. The number of spirits a shaman knows how^ to 
contact appears tin the table below: 
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Performing the ceremony to call a spirit for the first time requires a 
tenday (a week in settings other than the Forgotten Realms campaign 
setting) or more of fasting, prayer, and solitude in the appropriate loca¬ 
tion. If a shaman is trying to call a wolf spirit, she or be must find a loca¬ 
tion frequented by wolves, and if a shaman is trying to call an ance.stral 
spirit, the shaman should perform the ceremony at the individuals burial 
site. At the conclusion of this tenday-long (week-long) ceremony, the 
spirit appears, and the shaman establishes contact with it. From that time 
forw'ard, the shaman may attempt to contact the spirit anyw^here or any¬ 
time to seek information or request a favor of the spirit—sec Calling Spir¬ 
its, below. When shaman characters begin play, it is assumed that they 
have each already performed the ceremony to attract their first spirit 
guides. 

When a spirit casts a spell for a shaman, the spirit casLs the spell either 
at the shaman’s level or at the experience level normally required for a 
priest to cast a spell of that level, whichever is greater. 

Spirits of the Dead: These ancestral spirits are individuals who were 
renow ned for their wisdom, skill, or courage in life. Minor spirits may he 
recent relatives of the shaman, while major spirits are great heroes and 
wise jfcople of the tribe. A great spirit of the dead is a chieftain, shaman, or 
other personage of legendary standing. While spirits of the dead may seem 
to he frightening allies, they are actually veiy^ protective of their living 
protege's and hear few^ grudges against the living. 

Spirits of the dead know many things. Naturally, they are famdiar with 
any details or events of their own lifetimes. Tliey are able to perceive a 
shaman's likely fate or future and can offer advice in rimes of tough 
choices. Spirits of the dead can also provide some measure protection 
for a shaman and his or her allies by using their pow'crs on the shamans 
hehall. Minor spirits can in^'oke the pttw-ers of augury', /eign deurh, prayer, 
or speak U'ilft dead on behalf of the shaman. Major spirits can invoke dii'- 
inaiiim, commune, or/ind die padi/lose the path for rhe shaman. Great spir¬ 
its can invoke raise deadlshy living, /orhiddance, or astral spell for the 
shaman. Note that most of these are spells normally outside the shamans 
spheres of access. In addition, shamans often gain other effects in role- 
playing a conversation ivith these spirits, such as intormafion or guidance 
in difficult choices. 

Animal Spirits; Shamaas live in a world in w-hich animals are a vital 
parr of hLiman life. Animals provide fotKl, shelter, clothing, and tCK)ls for a 
shaman s peviple, and the animal spirits are revered for their wi,sdom and 
know'ledge. Minor and major spirits are emhi Kliments of an archetype, such 
as the Old Wolf, the Sleeping Bear, or the Hunting Eagle. Great animal 
spirits are the leaders of these lesser spirits and contain in themselves every¬ 
thing the animal stands for—the Great Bear, the Great Wolf, and so on. 

Animal spirits are pow^erful, hut they ate al^i less inclined to ofter ad¬ 
vice or guidance to shamans. Their interest Uei in ensuring that shamans 
are respectful toward their species and that shamans help to guide others 
in dealing with animal spirits' kin. They are not ver>' interested tn aiding 
shamans in their ow^n aftairs. The spirits of game animals such as mcKise or 
Jeer do not mind d shamans or their peoples hunt the animal, Kit they 
grow angry if the hunting is wanton or disrespectful. 






























Animal spirits have knowledge of events that have affected their 
species in, the local area and have a number of powers they can use on a 
shaman's behalf* Minor animal spirits cun aid shamans hy using animd 
/riendLs/iip, sfkeojk with animals, orammai summnnntg h in addition^ an animal 
spirit can grant a limited form of ciflimiidituce and cktn?oy£inci! by allowing 
a shaitiun to see through the eyes and hear through the eats of an animal of 
chc spirit's species within a range of one mile. Animals of the species in 
question will never attack the shaman or anyone under his or her proceC' 
rion unless the shaman has angered the spirit or the animats are magically 
control led. 

Major animal spirits can use animal summoning Jf, grant shamans the 
speed or movement powers ot the animal (flying, swimnring, or running at 
the animal’s base speed), or transform shamans mto the shape of the ani- 
mal, similar to a druid's shapechange. Great spirits can use anitnol summon- 
mg HI, /icdi a shaman or one persrm under his or her protection (or luarm an 
enemy), or become tangible and aid the shaman in a form resembling Mm- 
denluimcnV/oirfi/td hoimd in abilities hut shaped in the form of the animal. 

Spirits of Nature: The most reclusive and powerful spirits are the ele- 
menrai spirits of nature. These beings represent the physical world around 
shamans. The strength or power of the feature the spirit represents deter¬ 
mines whether it is considered a minor, major, or great spirit. A stream, 
copse, or hilltop may be home to a minor spirit; a river, modemtely-sbed 
forest, or cunyt>n may be guarded by u major spirit; and a mountain, large 
forest, or mighty river may be the home of a great spirit. Spirits of nature 
trequentiy cake on humanlike feuriires or characteristics when dealing 
wurh shamans^ so a spirit might be know n as Old Mountain, River 
Wijman, or Forest Walker. 

Spirits of nature are even more distant than animal spirits, but they do 
tee I some attachment lo the people and cream res w^bo live nearby. A rner 
spirit IS likely to be protective of the village built on its hanks as long as 
the people show^ respect to it. Nature spirits often change with the sea- 
sims, so a river spirit in rhe spring flixid may be wild, capricious* and dan¬ 
gerous to deal with, while a forest .spirit in winter may he sleeping and 
hard to rtjuse. 

Spirits of nature are generally %velhintormckl ubout anything that has 
taken place in their locarum and can relate this information to shamans. 
Spirits of nature are also capable of using piitent powers on a shaman's be¬ 
half. The principle difference between minor and great spirits is the sise of 
the area in which rhey can l'‘e summoned. Minor spirits are Kmnd to one 
specific site not more than a few' hnndred yards across, major spirits arc 
limited to 5 or 10 square miles, and great spines can act in areas the srie of 
small nations. N^ite that rhe areas ot effect spell-like abilities the spirits 
can enact remain unchanged—a great spirit is powerful because the regit.m 
in which it is available to assist the shaman is much larger than a minor 
spiru s range. 

Spirits of nature can help a shaman hy inv oking a miinher of spell-like 
powers for the shaman. Unlike elementals, spirits of nature include aspects 
ot vegetation and all the elements of their home, so a mountain spirit has 
influence over earth and lur as well as the forests that grow on the moun¬ 
tain s slopes. The ahilitie.s available To spirits of nature are described below. 
The reverse forms of reversible spells are able to he granted alsvi. though 
rhe listed form is most commonly requested. 

L^ttid Spirits: hr—enumgic. uiEfiom truce; 2nJ—Just devil, trip; 

—meki info stone, snare; 4th—sjietik ii'itfi plants; 5th—commune wif/j tift- 



turc; 6th—stone tell, Iweoaky wail of tAoms; 7ch-—tjnimate rock, and 
cfiangesta^* Land spirits may be associated with mountains, plains, forests, 
plateaus, canyons, mesas, or any other distinct land feature. 

Air Spirif^: 2nd—ohsairement; ird—Ctail lighimna, f>/ ^^tui (witarJ 
spell). uydl (wizard spell); 5th—camiriMne witk rwinire, tur utilk, cunn^oi 
mtids: 6ch —weather summoning; 7th—control ttACatiiCT. unconttulkd 
(reverse of control wcatlier). and WJtnd u^'olk. Air spirits are associated w^ith 
high peaks, w'indswept plains or valleys, or seasonal winds such as a sirocco 
or the north wind of the winter* 

Water Spirits: 1st—ittill of fog (wirard spell); 2nd —fog chud (wirard 
spell); 3rd—icdtcr hreatlimg, u^ater walk; 4th—lower u'ater, solid/og (wizard 
spell), re/lecung pool, ^th^-CommMne w/fA luilitre. 6cfv—/Jurr uater. and tm- 
CTCate UJ^aier (reverse of transmuie uater to djisij. Water spirits are as¬ 
sociated w ith lakes, streams, rivers, or sea^. 

Calling Spirits 

Once shamans have performed the initial ceremonies that attract spirits 
and establish connections to the beings, they can summon those spirits 
anytime to seek the information, favors, and pow-ers described above* A 
shaman's hicarion does not matter. Spirits can come ro shamans anywhere, 
even though spirits of nature may not he able to help them outside their 
homes* 

To summon a spirit, a shaman must chant, pray, and perfotm a ceremo¬ 
nial dance for at least one turn. The base chance of success is 10% per 
character level, plus 10% for every' additional turn the character chants 
and dances to a maximum 90% chance of success. If a shaman has already 
summoned a spirit chat day, the maximum chance of success falls hy 10% 
|>er summoning. For instance, u shaman who has called two spirits and is 
Tjy'ing CO summon a third has a maximum success chance of 70‘?is, or possi¬ 
bly less if she is a low-level character in a huriy'. In any ev'cnt, shamans 
may attempt no more than one calling per their character level in the 
course of a single day. A roll of 96 or higher (91 tir higher in the case of 
spirits of nature) angers the spirit the shaman is trying to call* 

If the spirit is not angiy at the shaman for stjme reason, it appears with a 
successful roll Only shamans can see the spirit or speak to it* Other charac¬ 
ters may he aware of chills, strange ixiors. shimmering hares, unusual gusts 
of wind, and other signs. The shaman can converse with the spirit hir one 
round p<T character level, asking one question per round. Asking a favor of 
a spirit, such us the use of a spell-like ability, requires one n>und for minor 
spirits or abilities, two for major, and three for abilities that can only he 
granted by great spirits. During this request the shaman explains what she 
or he wishes of the spirit and why the spirit should grant help. If the DM 
thinks it appropriate, the player must role-play this conversation. If the 
spirit agrees to help, the spcil-like effect is granted to the shaman, who may 
retain it in reserve for up to one full day until the shaman is ready to invoke 
the spirit's power, A shaman can only hold one favor in reserve at a time 
and cannot requesr another of any spirit until the held ability is used* 

Spirits us NPCs: Spirits are individuals, and they have long memories, 
A shaman who rakes actii^ns the spirits find offensive or who asks their help 
in questionable circumstances may he denied assistance just because the 
spirit does T\ot feel like being helpful. The DM may find it usehil to refer to 
Table 59: Encounter Reactions in the DMG. Simply rate the spirit’s frame 
ot mind a.s threatening, hostile, indifferent, or friendly depending on how 
rhe shaman has been acting an^l bow' outrageous the ,shaman's request is to 
the spirit. It is a gtxjd idea to create personalities, motivatioas, and attitudes 
for the spirits the shaman deals with most often. 

Spirits Jo not have game statistics* Normal mortals have no tnean.s of in- 
jtiring them, aIrhiHigh other divine creature.s may be able to do so. Only 
greater spirits cun take a physical form, and even then they are reluctant to 
Jo so. Greater spirits of the dead can briefly resume their living form with 
the appropriate class and abilities; animal spirits can appear as a douhle-si;ed 
version ot the norma! variety; and spirits of nature can appear as 12-HD 
elementuls. In physical form, spirits can only he injured by +2 or better mag- 
teal weapons. Even if they are "killed,’' they uctuully only retreat from the 
.scene for a sksn while. 

Angering the Spirits: A shaman can completely alienate the spirits by 
taking particularly offensive actions. If rhe offense is temporary or unin¬ 
tent ii>nal. the spirit simply refuses to answer any calls for a suitable period 
of time —one ten Jay (one week in alternate campaign settings) to a year 
may be appropriate. If the ^iffense was deliberate or permanent in nature, 
the spirit severs its connection to rhe shaman and cannot be called again 
until the shaman atones for ihe offense, repairs whatev er damage she or he 
ilid and repeats the tenday-long (week-long) summoning ceremony. 
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Advanced Surushme (Ainaunator; Pr4i Sun) ...29 
A kadi's Vitrrvx (Akiidi; Pr ?; Ekmenral Air) ,., 26 

Amanuensis (Dentin Pr 3; Crcaimn)..... 56 

Amaunainr's Uncertainty 

(Amaunator; Pr 2: Law). 29 

Animal Sight (Malar; Pr 4 ; Animal).107 

Animal Transfer (Malar; Pr 6 ; Animal)..100 

Anysptll (Mystra: Pr 4; Charm. Creation)- 110 

Armor of Darkness (Shar; Pr 3; 

Protection, Sun)..... .. *... 142 

Aitraction (Bhaal; Pr 2; Charm)...47 

Asurh's Exalted Triad (A:uth; Pr 5; Thought; 

Wi; 5; Alteration) 36 

Aiuth's Fedenst^r (Acuth; Pr 4; Thought: 

Wii 4: Alieraiion) . 36 

Azuth's Spell Shield (Azuth; Pr 7; Protection; 

Wiz 7; Ahjuratii>n).... .... 36 

Biine of Beshaha (Bcshaba; Pr 2; (I^mhat).44 

Banish Blifjht (Mielikki; Pr 2; Plant)... 115 

Banish Flattie (Kossuth; Pr 1 ; Elemental Fire). . . 90 
Battle Song (Milil; Pr 2: Cliarm, ComKit) ... IIS 
Biittleiide (lyachtu Xvim; Pr 5; Combat) ...... 04 

Beasr Claw (Maian Pr 2; 

Combat, Necromantic)., 107 

Black Talon (Cyric; Pr 2; Necromantic)....... 53 

Blacklight (Ihrandul; Pr 3; Combat, Sun)74 

Bladebless (Tempus; Pr 7; Combat).... . 162 

Blast of Pain (llmater; Pr 5; 

Comhai,Necromantic).. 77 

Bliss {Lliim; Pr 2; Chanii).100 

Bolt of Glory^ (Tonn: Pr 6 ; 

Combat,Summoning).166 

Bt>ne Bite (Myrkul: Pr 2; 

Combat.Necromantic).. 127 

Bixm of Latbmder (La t hander; Pr 4; CoriiKit )... 93 

Briartangle (Silvamis; Pr 4; Plant). ...... _H? 

Calms Winds (AkaJi; Pt 4: Elemental Air) .... 26 
Candle tifCalm (Lliira; Pr 5; 

Charm, Protectitm) .. lOO 

Chilling Scythe (Kelemvor; Pr 2; Combat, 

Necromantic)...... 07 

Clear Air (Akadi; Pr 4; Elemental Air) ....... 26 

Cloud oi Pestilence (Talona; Pr 4: Combat, 

Elemental Air) .... 1 54 

Cioudbur-sf (Istishia: Pr 3; Elemental Water) .. . 01 
Compel (Torm; Pt 3; Charm). 165 

Oinjure Air Elemental (Akadi: Pr 7; 

Elemental Air). 26 

Qmjure Nature Elemental (Chauntea: Pr 7; 
Elemental (Earth, Ait, Fire, and Water), 

Plant, Summoning) ...51 
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Conjure Water Elemental (Istbhia; Pr6; 

Elemental Water, Summoning) , -:_____ 81 

0>ntrol Vapof (Hldath; Pr 5; Elemental Air, 

Elemental Water)... 60 

Corrupt (Myrkul; Pr4; Necromantic)....... 127 

Create Baneguard (Bane; Pr6; Necromantic). . . 40 
Create Direguard (Cyric: Pr 7; Necromantic), .. 54 
Create Ibrandlin (IbranduL; Pr 6; Ouardian)^ ... 75 
Create Treant (Mielikki; Pr 7; Plant) ........ 116 

Creature tif Darkness (Shar; Pr 4; Sun),142 
Dance of Pain (Loviatar; Pr 3; 

Combat, Necromantic) . . 104 

Dance of dte Fallen (Tempus; Pr 6; 

Guardian, Necromantic) . .162 

Dark Aura (Cyric; Pr 4; Ctimhiit) 53 

Dark Path (Ibnmdul; Pr I ; Sun, Travelens). ,, . . 74 
Dark Promise (Bane; Pr 5; 

Chann, Necromantic) ... 40 

Darkbtjk (Shar; Pr 4; Combat) ...... 142 

Dead Magic Shield (ShaunJakul; Pr 5; 

Protection)... . H5 

Dead March (Keleiiiviir; Pr 4; 

Necromantic). 07 

Deadly Dance (LIlira; Pr 4: CJbmbai)... 100 

Death Chariot (Si|vamii»; Pr 7; 

Elemental Fire)... [49 

I3eaih Symbol of Banc (Bane; Pr 7: 

Guardian) .... . 41 

Decay (Bhaal; Pr 3; Time)..47 

L\my [3eath ( Kelemvor; Pr 5: 

Neeriimantit)..... 07 

Destroy Magedoom (Azuth; Pr 7; 

Summoning, Protection; 

Wi: 7; Qjnjuration/Summoning)...36 

Dispel Silence (Milil; Pr 3; C2ombat).118 
L\>lorous flecay (Myrkul; Pr 6; 

Combat, Necromanfic) ..128 

Dcxim of Bane, Tire (Biine; Pr 4: 

Neertimanric)...- 40 

Doublecoin (Waukecn; Pr4; Creation) ...... 100 

Duplicate (Oghma; Fr 4; Creation). .. 134 

Earrhenair (G mm bar; Pr 3; 

Elemental Earth). 68 

Birthenporr (Grunibar; Pr 5; 

Elemental Earth) .. .......... 63 

Endurance of llmatcr (Jlmater; Pr 4; 

Nccromnnitc, Protection) .. 77 

Exaltation (Helm; Pr 3; Combat, Healing)..... 7^ 
Fatthful Mount (Malar; Pr 7; 

Animal, Charm).. 100 

False Da war (Lathander; Pr 6; Sun)........... 93 

Fantastic Machine (Gond: Pr 6; Creation)..... 65 
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Favorof llnisiKr (Ilmaten Pr i; 

Necromantic, Protection) _____ 77 

Favor of Sheundakul (ShaunJakul; Pr 2\ 

Travelers)...1 44 

Favor of the Gcxideis {Oiaunteai Pr 1\ Plant) ... 50 
Bivor nf Tymoni (Tymora; TV 2; Protection)... 168 

Feat (Tymorat Pr 4i All)..... 168 

FinJ Qimpanion (Malar; Pr 4: Animal)...... 108 

Fireward (Silvanus: Pr 5; Elemental Fire).148 

Rame Shield (Eldach; Pr 3; Elemental Fire).... 60 

Fiirceward (Helm: Pr 3; Wards)___ ,70 

For^jotten Melody {MiltJ; Pr 5; 

Cdrarm, Combat) ..119 

Frost Fingers (AunU Pr 1 ; Combat. Weather)... 33 

Fn>st Whip (Auril; Pr 2; Combat. Weather)_ 33 

Gauntlet of Winds (Shaundakul: Pr 4 ; 

Elemental Air, Weather) ..145 

Glyph ol Revealing (Deneir. Pr 2; Divination)... 56 
G reater Shield of La t hander 

(Lathander; Pr 7 ; Guardian)... 93 

Greater Touchstckle (Eldad); Pr 5: 

Combat* Plant)... 60 

Greenwood (Eldath; Pr 5; Plant)______ 60 

H.mimer of Justice (Tyr; Pr 5; Divination) ... 171 

H;md of Torm (Torm; Pr 4: Guardian).165 

Handfang (Moander; Pr 2; 

Combat, Necrornanric)___ 122 

Harp of War (Milil; Pr 7; Combat)...119 

Heart of ke (Auril; Pr 7; 

Qimbat, Necromantic) 33 

Holy Rail (Tempus; Pr 5: Combat, Creation).. 160 
Ice Blade (Auril; Pt 4; Ctmibat. Wearher) .,,,, 33 
Illumination (Amaunattir; Pr 5; 

Sun, Thought)... 29 

Impart Knoivledge (Oghma; Pr2; Thought)., , 134 


Impenetrable FatschtHjd (Leira; Pr 2; Divination)95 
ktishia’s Pon (htishia; Pr 7; Elemental Water)... 81 


Kiss of Torment (Loviatar; Pr4: 

G.>mbat, Necromantic) .. 105 

Listening Shadow (Mask; Pr 3; L3ivinaiicm) ... Ill 

Love Bite (Sune; Pr 2;Combar).151 

Loviatars Caress (Loviatar: Pr 2; Comhai).... 104 
Luckboh (T>Tnora; Pr 6 ; Qimbat, Pnitecrion)... 168 

Mace ot Odo (Helm; Pr 3; Combat) ...71 

Mace of Xvim (lyachtu Xvtm; Pr 2; Ctmihai.... 84 
Maelstrom (Umberlee; Pr 7; 

Elemental Water)...176 

Magefire* (Mystra; Pr 4 : Healing, 

Necromantic, PnElection).....HI 

Merge with Narure ESune; Pr 6 ; Charm, 

Necromantic, Plant)....., . , 151 

Minor Wealth twist (Waukeen: Pr 5; 

Healing, Necromantic). Igl 

Misfire (Beshaba; Pr 4: Q>mbat).... 44 

Misfortune (Beshaba; Pr 5; Qimbat, Charm)... 44 
Mist t>f the Gixldess (Eklath; Pr 7; 

Elemental Water, Healing). ..61 

Mold Touch (Etdarh; Pr 3; Plant).,60 

Monstrous Illusion (Leira; Pr 4; Combat, 

Necromantic)... 96 

Mtxm Blade (Sdune; Pr 3; Q^mbat, Sun) ... 137 

Mtx>n Path (Setune; Pr 5; Sun, Travelers)_138 

Moonveil (Bane; Pr 7; Elemental Water).... 41 


Mutinweb (Sdfine; Pr 5; Guardian* Sun) .138 

Mulch (Silvanus; Pr 5; Plum, Necromantic)... 148 

Mystic Lash (Bane; Pr 5; Combat) .. 4 O 

Oakheart (Silvanus: Pr 4; Plant) .. * . . 147 

Oars to Snakes (Umberlee: Pr 4; Plant) __ * 175 

Phantom Plow (Chaimtea; Pr 3; 

Elemental Earth. . .50 

Plant Lance (Giauntea; Pr 4; Plant). . .... 50 

Poison Touch (Talona; Pt 2; 

Combat* Neaottiantic) ____ *. .154 

PrccipitLiikm Elstishia; Pr 1; Elemental Water) . * . 81 

Probing Arm (Gond; Pr 5; Creation) .. .. 65 

Quench the Spirit (Myrkul; Pr 6; 

Necromantic) 1 28 

Rage (Malar; Pr 5; Combat) .. . .. 108 

Rapture (Sune; Pr 3; Charm)- - *.. 151 

Reaving Blaties (lyachtu Xvim; Pr 4; Combat). *, 84 
Resplendence of Renewed Youth 

(Tyn Pr 7; Necromantic, Healing)..171 

Reveal (Tempus; Pr 4: Divination) .. 160 

Rising Rot (Moander: Pr 5; 

Combat* Necromantic) I2Z 

Rites of ktishia (Istishia; Pr 3; 

Elemental Water) ..81 

Roots of the Assassin (Moander: Pr 6; 

Summoning, Plant) ..... . 123 

Rosemimtle (Lathander: Pr 1; Proiection) ..... 92 

Rosettxjch (Uithander; Pr 2; Protection) ...... 92 

Sacred Link (Tempus; Pr 7: Creation).162 
Sanctify Sacred Site (Chauntea: Pr 7; 

All* Sun* Plant) .. 51 

Seed of Moander (Moander; Pr 5; Plant) ..... 123 

Seeking Sword (Helm; Pr 4; Combat).71 

Sentry of Helm (Helm; Pr 1; 

Guardian, Travelers)..... 70 

Shadow' Sw'ord (Shaundakul; Pr 3; 

Combat, Sun)... 145 

Shadowck^nk (Mask; Pr 3; Sun, Protection)... Ill 
Shield of Lathander 

(Lathander: Pr 5; Guardian)... 93 

Shift Glyph (Deneir; Pr 3; 

Creaiion, Divination). 56 

Singing Stone (Milil; Pr 4: 

Divirtiitkm* Elemental Earth)...U8 

Skulk Elbrandul; Fr4: Protection).74 

Skull of Secrets (Cyric; Pr 4: Guardian).53 

Smoke Ght5?it (Sik'anus; Pr 4: Elemental Fire)... 148 
Si>ng of Compulsion (Milil; Pr 3; 

Charm* Uiw)...ng 

Speak with l^iwvned CJead (Umberlee; Pr 3; 

Etemenod Water, Divination). .174 

Speevl Rot (Mannder; Pr 3: Plant)........... 122 

Spell Ward (Mystra; Pr 7: Protection)........ 131 

Spellbind (Oghma; Pr 7; 

Necromanuc* Froteciion). 134 

Spirit Annihilation (Biure; Pr 6: Necn^mantic)... 40 
Spirit Trap of the l>arkbringer 

(Moander: Pr 5; Plant* Necromantic).123 

Spring Mastery (Eldath; Pr 6; 

Creation* Elemental Water)... 61 

Stalk (Mielikki; Pr 2; Animal)...115 

Scartlight* (My.<;rra; Pr 3; 

Elemental Air* Travelers) 130 

Siiine Walk (Bane; Pr 7: Elemental Earth).... 42 



Stomi Cone (Talons; Pr 5; 

Elemental Air* Weather) 158 

Storm Shield (Jalos; Pr 3; 

Protection, Weather) . 158 

Stomicloak (Umberlee; Pr 4: 

Elemenral Water* Protection) . ..* * *. 175 

Striking Shadowy; (Mask; Pr 6; Guardian). _U2 

Striking Wave (Umberlee: Pr 4; 

Elemenral Water). . .175 

Summon Lock Lurker (Waukeen; Pr 3; 

Summoning* Annual), ...... ISO 

Summon Specuitoc (Helm; Pr 5; 

Summoning, Pfocection) .. 71 

Sun Scepter (Amaunator; Pr 6; Sun, Law).. * 29 

Sunrlise (Lathander; Pr 3; Sun) . ___ 92 

Sword and Hammer (Tyr; Pr 6; Combat) . 171 

Swoidwrard (Torm; Pr 6; 

Protection, Necromantic) ..., 166 

Talona’s Blessing (3111003: Pr 5; 

Protection* Necromantic) 1 55 

Tentacle of Withering {Moander; Pr 6; 

Combat* Necromantic) ..124 

Thom Spray (SiK-anus; Pr 4; Plant) ..148 

Touch of the Talontar (Talona; Pr 4; 

Corabai, Necromantic) ..* *, 155 

Touchsickle (Eldach: Pr 2; Combat, Plant)..... 59 
Tree Healing (Mielikki; Pr 5; 

Healing, Necminanric, Plant).* *_115 

Triple Mask (Leira; Pr 5: 

Necromantic* Protection)....96 

Truemetal (Waukeen; Pr 1; Divination).* 18D 

Tsunami (Ltishia; Pr 7; Elemenml Water) ,.... 32 
Undeath After Death (Bane; Pr 6; 

Necromantic) __ 4 I 

Veil of Djalice (Sune; Pr 4: Charm) ..... _151 

Wailing Wind (Eldath; Pr 1; 

Elemental Air, Weather).. *... 59 

Wail of Moonlight (Selune; Pr 4; 

Pmtectinn, Sun) 138 

Watching Shadow (Mask; Pr 4; Divination). .-112 
Water of Eldath (Eldath: Pr 5; 

Elemental Water, Healing)... 61 

WatL'nrptiu: (Umherlee; Pr 6; 

Elemental Water).. 175 

Waterwnll (Istishia: Pr 4; Elemenral Water).... 81 

Weakhrwist (Waukeen, Pr 7; 

Healing, Necromantic)................ 181 

WealthwonJ (Waukeen: Pr 7; 

Healing, Necromantic).... 181 

Wheel of Bones (Eldath; Pr 3; Necromantic)... 60 

Whip of Flame (Loviatar: Pr 2; Combat)_104 

Whip of Pain (Loviatar; Pr 3; 

Combat, Necromantic) ... |04 

Whip of Shar (Shar; Pr 3: Necromantic) ..... 142 

Whirlwind (Akadi; Pr 7; Elemental Air) ...... 26 

Wieldskill (Gond; Pr 2; Charm, Thought)..... 65 

Wind Lash (Talos; Pr 2; Weather). ..157 

Windhearer (Akadi; Pr 3; Elemenral Air)...... 26 

Winds of Akadi (Akadi; Pr 4; Elemenral .Air) . 26 
Wither (Myrkul: Pr 5; Necror^antic) 127 

Wtdfjaws (Tyr; Pr 2; Combat, Necromantic) ... 171 
Wondrou.s Recall (Mystra; Pr 6; 

Charm, Creation).... I 31 

WkKxl Sword (Mielikki; Pr 2; Comhar).115 

Wound (Bhaal: Pr 5; Necromantic) ..47 
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Detailed in this^ 192-page core supplement arc the most prominent religions and 
deities of the Realms. Each ditine power is covered in depth by an entry that 
includes information about the deity’s appearanc.e, personality, worshipers, 
portfolio, aliases, domain name, superior, allies, foes, symbol, worshipers.' 
alignments, avatar, manifestations, church, and specialty priests. The infor- • • 
mation on each religion includes its core dogma, day-to-day activities of 
priests, holy days and important ceremonies, major centers of worship, 
affiliated orders, and the priestly vestments and adventuring 

garb of members of the clergy. Finally, each entry contains • ' 

speJIs .specific to each of the religions — some new, some 

, ti^g unavailable or hard to find, and sdine updated to conform ; 

with the current AD&Di„ game rules. ^ , 

■ ^ ’ - ,.5.' Jr 

Faiths <£.Avatars includes: . t 

• All the greater, intermediate, .^nd lesser deities of the Faerunian pantheon. * ..a 

• The honored dead, including Bane. Bhaai, Moander, Myrkul, and Leira, ' / 
amo.ng others. 

• Expanded'and clarified specialty priest classes and specific spells for 
all religions with priesthoods. 

• Color illustrations of priests from every faith in 
ccremorrial dress. 

• Four additional general priest classes now v ;* , 

: V official to the Forgotten Realms campaign ’ ' 

. *•; setting: crusaders, monks, mystics, and 
j shamans. m 


Suitable for all levels of play. 




By Julia Martin with Eric L. Boyd 

* 

What makes a god a god? How are'divine powers created, and how do they die? How 
powerful is a greater deity compa/ed to a lesser deify? These questions and many more 
are answered for the Forgotten Realms’ campaign setting within Faffhs Avafors. 






































